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The A Series
This adventure is part of the A series, being adventure A4‐2. The A series of adventures are
adventures I originally wrote for AD&D and D&D 3.0/3.5 that I have rewritten and revised for
Pathfinder. Some of these adventures will be in an actual series with each adventure picking up
where the previous adventure ended. This adventure is one of these, being the second in the
Rils’ series. I am revising the adventures mainly based on how much I enjoyed running them, so
they will appear in that order.
I am also working on the C series, which will be Pathfinder campaigns written specifically for
the game, rather than revised AD&D/D&D adventures. The C series will be organized like the A
series, for example, C1‐1, C1‐2 and so on. The first of this series is in play testing as this is being
written.

Caravan NPCs

The caravan consists of Kalasham (a 2nd level fighter/6th level expert), two scouts (2nd level
experts), eight guards (1st level warriors ), six drivers (1st level commoners) and twenty camels.
KALASHAM CR 6
Male Human Expert 6 Fighter 2
LN Medium Humanoid (Human)
Init +1; Senses Perception +3
DEFENSE
AC 16, touch 11, flat‐footed 15 (+4 armor, +1 shield, +1 Dex)
hp 75 (2d10+6d8+16)
Fort +7, Ref +3, Will +6
Defensive Abilities Bravery +1
OFFENSE
Spd 30 ft.
Melee Light Shield Bash +8/+3 (1d3+2/20/x2)
+1 Scimitar +10/+5 (1d6+3/18‐20/x2
Dagger +8/+3 (1d4+2/19‐20/x2
Ranged Masterwork Longbow, Composite (Str +0) +9/+4 (1d8/20/x3)
STATISTICS
Str 14, Dex 12, Con 14, Int 10, Wis 12, Cha 12
Base Atk +6; CMB +8; CMD 19
Feats Alertness, Blind‐Fight, Mounted Archery, Mounted Combat, Point Blank Shot, Weapon
Focus: Longbow, Weapon Focus: Scimitar
Skills Acrobatics +0, Appraise +11, Bluff +10, Climb +5, Diplomacy +12, Escape Artist +0, Fly +0,
Handle Animal +8, Knowledge (Geography) +4, Knowledge (Local) +4, Perception +3, Ride +6,
Sense Motive +14, Stealth +0, Survival +12, Swim +1
Languages Common
Combat Gear +1 Scimitar, Dagger, Masterwork Chain Shirt, Masterwork Longbow, Composite
(Str +0), Masterwork Shield, Light Steel;
SPECIAL ABILITIES
Blind‐Fight Re‐roll misses because of concealment, other benefits.
Bravery +1 (Ex) +1 Will save vs. Fear
Mounted Archery Ranged weapon penalty when mounted is halved to ‐2 or ‐4.
Mounted Combat Once per round you can attempt to negate a hit to your mount in combat.
Point Blank Shot +1 to attack and damage rolls with ranged weapons at up to 30 feet.
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Description: Kalasham is as he described himself‐an adventurer turned merchant. If forced to
fight the PCs, he will try to fight from camel back as long as possible, using his bow. If forced
into melee combat, he will rely on his scimitar. He will direct his men effectively in combat,
making use of flanking when possible. He has had some experience with casters and knows
enough to target them first and to avoid getting his men packed into tight groups. If combat

goes badly, he will attempt to surrender himself and his men‐unless he believes the PCs will
simply kill him. In that case, he and his men will fight to the end.
SCOUT CR 1/2
Male Human Expert 2
LN Medium Humanoid (Human)
Init +1; Senses Perception +7
DEFENSE
AC 13, touch 11, flat‐footed 12 (+2 armor, +1 Dex)
hp 14 (2d8)
Fort +0, Ref +1, Will +3
OFFENSE
Spd 30 ft.
Melee Dagger +1 (1d4/19‐20/x2) or Shortspear +1 (1d6/20/x2)
Ranged Crossbow, Light +2 (1d8/19‐20/x2)
STATISTICS
Str 10, Dex 12, Con 10, Int 10, Wis 10, Cha 10
Base Atk +1; CMB +1; CMD 12
Feats Alertness, Stealthy
Skills Climb +5, Escape Artist +3, Handle Animal +5, Heal +4, Knowledge (Geography) +5,
Perception +7, Ride +6, Sense Motive +6, Stealth +8, Survival +5
Languages Common
Combat Gear Crossbow, Light, Dagger, Leather, Shortspear;
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Description: Akim and Relsi are the two scouts for the caravan. They are courageous, but not
foolish. They prefer to fight from a distance, but will use their shortspears or daggers if forced
into melee combat. They are cousins of Kalasham and are loyal to him.
GUARDS
CR 1/3
Male Human Warrior 1
LN Medium Humanoid (Human)
Init +1; Senses Perception ‐1
DEFENSE
AC 16, touch 11, flat‐footed 15 (+3 armor, +2 shield, +1 Dex)
hp 11 (1d10+1)
Fort +3, Ref +1, Will ‐1
OFFENSE
Spd 30 ft.
Melee Dagger +2 (1d4+1/19‐20/x2) or Scimitar +2 (1d6+1/18‐20/x2)
Ranged Shortbow +2 (1d6/20/x3)
STATISTICS
Str 12, Dex 12, Con 12, Int 9, Wis 8, Cha 8
Base Atk +1; CMB +2; CMD 13

Feats Mounted Archery, Mounted Combat
Skills Acrobatics ‐2, Climb ‐2, Escape Artist ‐2, Fly ‐2, Handle Animal +3, Ride +2, Stealth ‐2,
Swim ‐2
Languages Common
Combat Gear Dagger, Scimitar, Shield, Heavy Wooden, Shortbow, Studded Leather;
SPECIAL ABILITIES
Mounted Archery Ranged weapon penalty when mounted is halved to ‐2 or ‐4.
Mounted Combat Once per round you can attempt to negate a hit to your mount in combat.
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Description: These are a mix of hired guards and cousins of Kalasham. They are reasonably loyal
to him and will stick with him in battle, thanks to his reputation for survival.
DRIVERS
CR 1/3
Male Human Commoner 1
LN Medium Humanoid (Human)
Init +0; Senses Perception +4
DEFENSE
AC 10, touch 10, flat‐footed 10
hp 8 (1d6+3)
Fort +0, Ref +0, Will +0
OFFENSE
Spd 30 ft.
Melee Dagger +1 (1d4+1/19‐20/x2)
STATISTICS
Str 12, Dex 10, Con 10, Int 9, Wis 10, Cha 7
Base Atk +0; CMB +1; CMD 11
Feats Animal Affinity, Simple Weapon Proficiency ‐ One: Dagger, Toughness +3
Skills Handle Animal +4, Perception +4, Ride +6
Languages Common
Combat Gear Dagger;
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Description: These drivers are distant cousins of Kalasham and are loyal to him. If combat
occurs, they will try to stay out of it as much as possible. However, they will fight to protect
themselves and Kalasham.
Camel CR 1
XP 400
N Large animal
Init +3; Senses low‐light vision, scent; Perception +5
DEFENSE
AC 13, touch 12, flat‐footed 10 (+3 Dex, +1 natural, –1 size)
hp 13 (2d8+4)
Fort +5, Ref +6, Will +0

OFFENSE
Speed 50 ft.
Melee bite +4 (1d4+6)
Special Attack spit (+3 ranged touch)
STATISTICS
Str 18, Dex 16, Con 14, Int 2, Wis 11, Cha 4
Base Atk +1; CMB +6; CMD 18 (22 vs. trip)
Feats Endurance
Skills Perception +5
SPECIAL ABILITIES
Spit (Ex) Once per hour, a camel can regurgitate the contents of its stomach, spitting the foul
material at a single target within 10 feet. The target must make a DC 13 Fortitude save or be
sickened for 1d4 rounds. The save DC is Constitution‐based.

Monsters
Skeleton, Unarmed CR 1/3
XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 12, flat‐footed 14 (+2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d4+2)
STATISTICS
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved InitiativeB,
Description: An unarmed skeleton lacks weapons and armor. It fights with its skeletal claws.
Skeleton, Armed CR 1/3
XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 20, touch 12, flat‐footed 18 (+4 armor, +2 shield, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits

OFFENSE
Speed 30 ft.
Melee Long sword +2 (1d8+2) or 2 claws +2 (1d4+2)
STATISTICS
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved InitiativeB,
Description: An armed skeleton fights with a longsword and defends itself with a shield.
Skeleton Archer CR 1/3
XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 18, touch 12, flat‐footed 16 (+4 armor, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d4+2)
Ranged longbow +2 (1d8/×3)
STATISTICS
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved InitiativeB,
Description: A skeleton archer is a skeleton that can use a bow effectively. They are otherwise
identical to normal animated skeletons.

Skeletons, Burning
Human Skeleton CR 1/3
XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 18, touch 12, flat‐footed 16 (+4 armor, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune fire, undead traits
Weaknesses vulnerable to cold
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d4+2+1d4 fire)
STATISTICS
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved InitiativeB
ECOLOGY
Environment any
Organization any
Treasure none
Description: These skeletons are created by the animate burning skeletons spell. They function
as normal skeletons, except they are on fire.
Fire (SU): Burning skeletons are magically on fire and inflict 1D4 points of fire damage when
they strike with their claws. If another creature grapples a burning skeleton, it takes 1D4 points
of fire damage each round it is grappling the skeleton.
Zombies, Desert
Human Zombie CR 1/2
XP 200
NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 10, flat‐footed 14 (+4 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
Immune undead traits
Weaknesses vulnerable to fire.
OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+4)
Special Attacks breath weapon (15‐ft. cone , DC 11, blindess)
STATISTICS

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats ToughnessB
Special Qualities staggered
ECOLOGY
Environment desert
Organization any
Treasure none
Description: These creatures look like desiccated human corpses. They look similar in many
respects to mummies and might be mistaken as such by inexperienced adventures. These
zombies are similar to normal zombies in that they are corpses animated by mindless spirits of
undeath. However, they differ in two important ways from normal zombies. First, their flesh is
desiccated and almost as hard as wood. This gives them better natural armor but makes them
vulnerable to fire and robs them of the usual damage reduction of zombies. Second, they can
expel a breath of blinding sand.
The creation of desert zombies requires knowledge of the process (a variation of the animate
dead spell).
Sand breath (Su): As a standard action a desert zombie can expel a cloud of fine sand into a 15
foot cone. The sand almost seems to consciously seek the eyes of those exposed to it. Those
within the cone must make a DC 11 Fortitude save or be blinded for 1D4 rounds. The DC is
Charisma based. A desert zombie can use this attack once per day.

Medium Water Elemental CR 3
XP 800
N Medium outsider (elemental, extraplanar, water)
Init +1; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 17, touch 11, flat‐footed 16 (+1 Dex, +6 natural)
hp 30 (4d10+8)
Fort +6, Ref +5, Will +1
Immune elemental traits
OFFENSE
Speed 20 ft., swim 90 ft.
Melee slam +7 (1d8+4)
Special Attacks drench, vortex (DC 15), water mastery
STATISTICS
Str 16, Dex 12, Con 15, Int 4, Wis 11, Cha 11
Base Atk +4; CMB +7; CMD 18
Feats Cleave, Power Attack
Skills Acrobatics +6, Escape Artist +6, Knowledge (planes) +2, Perception +5, Stealth +6, Swim
+16
SPECIAL ABILITIES

Drench (Ex) The elemental's touch puts out nonmagical flames of Large size or smaller. The
creature can dispel magical fire it touches as dispel magic (caster level equals elemental's HD).
Vortex (Su) A water elemental can create a whirlpool as a standard action, at will. This ability
functions identically to the whirlwind special attack, but can only form underwater and cannot
leave the water.
Water Mastery (Ex) A water elemental gains a +1 bonus on attack and damage rolls if both it
and its opponent are touching water. If the opponent or the elemental is touching the ground,
the elemental takes a –4 penalty on attack and damage rolls. These modifiers apply to bull rush
and overrun maneuvers, whether the elemental is initiating or resisting these kinds of attacks.
Gelatinous Cube CR 3
XP 800
N Large ooze
Init –5; Senses blindsight 60 ft.; Perception –5
DEFENSE
AC 4, touch 4, flat‐footed 4 (–5 Dex, –1 size)
hp 50 (4d8+32)
Fort +9, Ref –4, Will –4
Immune electricity, ooze traits
OFFENSE
Speed 15 ft.
Melee slam +2 (1d6 plus 1d6 acid)
Space 10 ft.; Reach 5 ft.
Special Attacks engulf, paralysis
STATISTICS
Str 10, Dex 1, Con 26, Int —, Wis 1, Cha 1
Base Atk +3; CMB +4; CMD 9 (can't be tripped)
SQ transparent
SPECIAL ABILITIES
Acid (Ex) A gelatinous cube's acid does not harm metal or stone.
Engulf (Ex) Although it moves slowly, a gelatinous cube can simply engulf Large or smaller
creatures in its path as a standard action. It cannot make a slam attack during a round in which
it engulfs. The gelatinous cube merely has to move over the opponents, affecting as many as it
can cover. Opponents can make attacks of opportunity against the cube, but if they do so they
are not entitled to a saving throw. Those who do not attempt attacks of opportunity can
attempt a DC 12 Reflex save to avoid being engulfed—on a success, they are pushed back or
aside (opponent's choice) as the cube moves forward. Engulfed creatures are subject to the
cube's paralysis and acid, gain the pinned condition, are in danger of suffocating, and are
trapped within its body until they are no longer pinned. The save DC is Strength‐based.
Paralysis (Ex) A gelatinous cube secretes an anesthetizing slime. A target hit by a cube's melee
or engulf attack must succeed on a DC 20 Fortitude save or be paralyzed for 3d6 rounds. The
cube can automatically engulf a paralyzed opponent. The save DC is Constitution‐based.

Transparent (Ex) Due to its lack of coloration, a gelatinous cube is difficult to discern. A DC 15
Perception check is required to notice a motionless gelatinous cube. Any creature that fails to
notice a gelatinous cube and walks into it is automatically engulfed.
Ghoul CR 1
XP 400
CE Medium undead
Init +2; Senses darkvision 60 ft.; Perception +7
DEFENSE
AC 14, touch 12, flat‐footed 12 (+2 Dex, +2 natural)
hp 13 (2d8+4)
Fort +2, Ref +2, Will +5
Defensive Abilities channel resistance +2
OFFENSE
Speed 30 ft.
Melee bite +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (1d6+1 plus paralysis)
Special Attacks paralysis (1d4+1 rounds, DC 13, elves are immune to this effect)
STATISTICS
Str 13, Dex 15, Con —, Int 13, Wis 14, Cha 14
Base Atk +1; CMB +2; CMD 14
Feats Weapon Finesse
Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3
Languages Common
SPECIAL ABILITIES
Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 13; onset 1 day; frequency 1/day; effect
1d3 Con and 1d3 Dex damage; cure 2 consecutive saves. The save DC is Charisma‐based. A
humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who
becomes a ghoul in this way retains none of the abilities it possessed in life. It is not under the
control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal
ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast.
Ghast CR 2
XP 600
CE Medium undead
Init +4; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 18, touch 14, flat‐footed 14 (+4 Dex, +4 natural)
hp 17 (2d8+8)
Fort +4, Ref +4, Will +7
Defensive Abilities channel resistance +2
OFFENSE
Speed 30 ft.
Melee bite +5 (1d6+3 plus disease and paralysis) and 2 claws +5 (1d6+3 plus paralysis)
Special Attacks paralysis (1d4+1 rounds, DC 15, affects elves normally), stench

STATISTICS
Str 17, Dex 19, Con —, Int 17, Wis 18, Cha 18
Base Atk +1; CMB +4; CMD 18
Feats Weapon Finesse
Skills Acrobatics +6, Climb +8, Perception +9, Stealth +9, Swim +4
Languages Common
SPECIAL ABILITIES
Disease (Su)
Ghoul Fever: Bite—injury; save Fort DC 15; onset 1 day; frequency 1 day; effect 1d3 Con and
1d3 Dex damage; cure 2 consecutive saves. The save DC is Charisma‐based. A humanoid who
dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in
this way retains none of the abilities it possessed in life. It is not under the control of any other
ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects.
A humanoid of 4 Hit Dice or more rises as a ghast.
Paralysis (Su) Creatures damaged by a ghast's natural attacks must make a successful DC 15
Fortitude save or be paralyzed for 1d4+1 rounds. Paralyzed creatures cannot move, speak, or
take any physical actions. The creature is rooted to the spot, frozen and helpless. Unlike ghouls,
A ghast's paralysis even affects elves.
Stench (Ex) Ghast's exude an overwhelming stink of death and corruption in a 10‐foot radius.
Those within the stench must succeed at a DC 15 Fortitude save, or be sickened for 1d6+4
minutes.
Giant Scorpion CR 3
XP 800
N Large vermin
Init +0; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4
DEFENSE
AC 16, touch 9, flat‐footed 16 (+7 armor, –1 size)
hp 37 (5d8+15)
Fort +7, Ref +1, Will +1
Immune mind‐affecting effects
OFFENSE
Speed 50 ft.
Melee 2 claws +6 (1d6+4 plus grab), sting +6 (1d6+4 plus poison)
Space 10 ft.; Reach 10 ft.
Special Attacks constrict (1d6+4)
STATISTICS
Str 19, Dex 10, Con 16, Int —, Wis 10, Cha 2
Base Atk +3; CMB +8 (+12 grapple); CMD 18 (30 vs. trip)
Skills Climb +8, Perception +4, Stealth +0; Racial Modifiers +4 Climb, +4 Perception, +4 Stealth
SPECIAL ABILITIES
Poison (Ex) Sting—injury; save Fort DC 17; frequency 1/round for 6 rounds; effect 1d2 Strength
damage; cure 1 save. The save DC is Constitution‐based and includes a +2 racial bonus.

Mummy CR 5
XP 1,600
LE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +16
Aura despair (30 ft., paralyzed for 1d4 rounds, Will DC 16 negates)
DEFENSE
AC 20, touch 10, flat‐footed 20 (+10 natural)
hp 60 (8d8+24)
Fort +4, Ref +2, Will +8
DR 5/—; Immune undead traits
Weaknesses vulnerable to fire
OFFENSE
Speed 20 ft.
Melee slam +14 (1d8+10 plus mummy rot)
STATISTICS
Str 24, Dex 10, Con —, Int 6, Wis 15, Cha 15
Base Atk +6; CMB +13; CMD 23
Feats Power Attack, Toughness, Skill Focus (Perception), Weapon Focus (slam)
Skills Perception +16, Stealth +11
Languages Common
SPECIAL ABILITIES
Despair (Su) All creatures within a 30‐foot radius that see a mummy must make a DC 16 Will
save or be paralyzed by fear for 1d4 rounds. Whether or not the save is successful, that
creature cannot be affected again by the same mummy's despair ability for 24 hours. This is a
paralysis and a mind‐affecting fear affect. The save DC is Charisma‐based.
Mummy Rot (Su) Curse and disease—slam; save Fort DC 16; onset 1 minute; frequency 1/day;
effect 1d6 Con and 1d6 Cha; cure —. Mummy rot is both a curse and disease and can only be
cured if the curse is first removed, at which point the disease can be magically removed. Even
after the curse element of mummy rot is lifted, a creature suffering from it cannot recover
naturally over time. Anyone casting a conjuration (healing) spell on the afflicted creature must
succeed on a DC 20 caster level check, or the spell is wasted and the healing has no effect.
Anyone who dies from mummy rot turns to dust and cannot be raised without a resurrection or
greater magic. The save DC is Charisma‐based.
Shadow CR 3
XP 800
CE Medium undead (incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +8
DEFENSE
AC 15, touch 15, flat‐footed 12 (+2 deflection, +2 Dex, +1 dodge)
hp 19 (3d8+6)
Fort +3, Ref +3, Will +4
Defensive Abilities incorporeal, channel resistance +2; Immune undead traits
OFFENSE

Speed fly 40 ft. (good)
Melee incorporeal touch +4 (1d6 Strength damage)
Special Attacks create spawn
STATISTICS
Str —, Dex 14, Con —, Int 6, Wis 12, Cha 15
Base Atk +2; CMB +4; CMD 17
Feats Dodge, Skill Focus (Perception)
Skills Fly +11, Perception +8, Stealth +8 (+12 in dim light, +4 in bright light); Racial Modifiers +4
Stealth in dim light (–4 in bright light)
SPECIAL ABILITIES
Create Spawn (Su) A humanoid creature killed by a shadow's Strength damage becomes a
shadow under the control of its killer in 1d4 rounds.
Strength Damage (Su) A shadow's touch deals 1d6 points of Strength damage to a living
creature. This is a negative energy effect. A creature dies if this Strength damage equals or
exceeds its actual Strength score.
Spider Swarm CR 1
XP 400
N Diminutive vermin (swarm)
Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 17, touch 17, flat‐footed 14 (+3 Dex, +4 size)
hp 9 (2d8)
Fort +3, Ref +3, Will +0
Defensive Abilities swarm traits; Immune mind‐affecting effects, weapon damage
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11)
STATISTICS
Str 1, Dex 17, Con 10, Int —, Wis 10, Cha 2
Base Atk +1; CMB —; CMD —
Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm—injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str;
cure 1 save. The save DC is Constitution‐based.

Toothed Fish CR 1/4
XP 100
N Tiny animal
Init +2; Senses low‐light vision, scent; Perception +1
DEFENSE
AC 14, touch 14, flat‐footed 12 (+2 Dex, +2 size)
hp 4 (1d8)
Fort +2, Ref +4, Will +1
OFFENSE
Speed 15 ft., climb 15 ft., swim 15 ft.
Melee bite +4 (1d4–4)
Space 2‐1/2 ft.; Reach 0 ft.
STATISTICS
Str 2, Dex 15, Con 11, Int 2, Wis 13, Cha 2
Base Atk +0; CMB +0; CMD 6 (10 vs. trip)
Feats Weapon Finesse
Skills Stealth +14, Swim +18; Racial Modifiers +4 Swim Skills: A toothed fish uses its Dexterity
modifier instead of its Strength modifier for Swim checks.
ECOLOGY
Environment aquatic
Organization school
Treasure none
Description: These are tiny biting fish.
Gar CR 1
XP 400
N Medium animal (aquatic)
Init +6; Senses low‐light vision; Perception +6
DEFENSE
AC 13, touch 11, flat‐footed 11 (+2 Dex, +1 natural)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +1
OFFENSE
Speed swim 60 ft.
Melee bite +3 (1d6+3 plus grab)
Space 5 ft.; Reach 5 ft.
STATISTICS
Str 14, Dex 14, Con 15, Int 1, Wis 13, Cha 2
Base Atk +1; CMB +3 (+7 grapple); CMD 15 (can't be tripped)
Feats Improved Initiative
Skills Perception +6, Swim +10
Human Zombie CR 1/2
XP 200

NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 12, touch 10, flat‐footed 12 (+2 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
DR 5/slashing; Immune undead traits
OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+4)
STATISTICS
Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats ToughnessB
Special Qualities staggered

New Spells
Bone Dance
School necromancy [evil]; Level cleric 2, sorcerer/wizard 3
Casting Time 1 standard action
Components V, S, M (an onyx gem worth at least 5 gp per Hit Die of the undead)
Range touch
Targets one or more corpses touched
Duration 10 minutes/level
Saving Throw none; Spell Resistance no
This spell turns corpses into undead skeletons or zombies that obey your spoken commands.
The undead can be made to follow you, or they can be made to remain in an area and attack
any creature (or just a specific kind of creature) entering the place. They remain animated until
the spell ends or they are destroyed. A destroyed skeleton or zombie can't be animated again.
Regardless of the type of undead you create with this spell, you can't create more HD of
undead than twice your caster level with a single casting of bone dance. The desecrate spell
doubles this limit.
The undead you create remain under your control for as long as the spell lasts. No matter
how many times you use this spell or animate dead, however, you can control only 4 HD worth
of undead creatures per caster level. If you exceed this number, all the newly created creatures
fall under your control, and any excess undead from previous castings of bone dance or
animate dead become uncontrolled. You choose which creatures are released. Undead you
control through the Command Undead feat do not count toward this limit.
Skeletons: A skeleton can be created only from a mostly intact corpse or skeleton. The corpse
must have bones. If a skeleton is made from a corpse, the flesh falls off the bones.
Zombies: A zombie can be created only from a mostly intact corpse. The corpse must be that of
a creature with a physical anatomy.

Animate Desert Zombies
This spell is identical to animate dead, except that it allows the creation of desert zombies
rather than normal zombies and skeletons. As with the normal spell, gemstones must be used.
Further, each corpse that is to be animated must have a handful of desert sand placed within its
mouth. The sand is “absorbed” into the zombie and cannot be reused.

Animate Burning Skeletons
This spell is identical to animate dead, except that it allows the creation of burning skeletons
rather than normal zombies and skeletons. As with the normal spell, gemstones must be used.
Further, each corpse that is to be animated must have an alchemist’s fire placed within its rib
cage. The alchemist fire is absorbed by the skeleton, which bursts into flame when it arises.

New Magic Items
New Magic Items
Binding Bracers
Aura moderate necromancy abjuration; CL 10th
Slot wrists; Price 4,000 gp; Weight 5 lbs.
DESCRIPTION
These bracers bind an undead creature to a specific area (such as a room, dungeon complex or
temple) so that the creature cannot willingly leave the area. The area is set when the bracers
are placed on the creature. They fit any Small to Large undead creature. The DC to break or slip
out of the shackles is 30. The bracers do not confer any additional control over the creature.
CONSTRUCTION
Requirements Craft Wondrous Item, command undead; Cost 2,000 gp

Mummy Unguent

Aura moderate conjuration; CL 10th
Slot none; Price 1,000 gp; Weight 1/4 lb.
DESCRIPTION
A jar of this unguent contains two applications. Placed upon a victim of mummy rot, the
unguent removes the curse and cures the disease (as remove curse and remove disease with a
+5 bonus on the check). The unguent does not work on any other curses or diseases.
CONSTRUCTION
Requirements Craft Wondrous Item, neutralize poison, cure disease; Cost 250 gp. The dust of a
victim who has died of mummy rot is required to make this unguent.

Lesser Necromantic Mask
Aura faint necromancy [evil]; CL 5th
Slot head Price 3,000 gp; Weight —
DESCRIPTION
This item is a boon to any character able to channel negative energy, increasing the amount of
damage dealt to living creatures by +1d6. This also increases the amount of damage healed by
undead creatures. This mask is made from the skull of a humanoid and is plated with a thin
layer of fine gold. The gold is accented with a lapis lazuli.
CONSTRUCTION
Requirements Craft Wondrous Item, creator must be a 5th‐level cleric; Cost 1,500 gp

Swarm Stone
Aura faint conjuration; CL 5th

Slot none; Price 500 gp; Weight 1/4 lb.
DESCRIPTION
A swarm stone is a finely carved sphere of black stone. The carving makes the stone appear to
be made of a multitude of tiny rats, bats or spiders. If the stone is cast down, it will erupt into a
swarm (type chosen at the time of creation) as per the spell summon swarm. The swarm lasts
12 rounds and then vanishes.
CONSTRUCTION
Requirements Craft Wondrous Item, summon swarm; Cost 250 gp

Players’ Handouts
Rils’ Note
Brave Adventurers,
I congratulate you on making it this far, but be aware that your greatest
challenge lies behind these doors in the form of one of my former apprentices, Tashem.
Tashem was an eager student, too eager in fact. He could not wait for me to reveal
the secret he desired most, namely how to transform the living into mummies that
retain the original minds. He made the foolish mistake of trying to steal the secret
from one of my tomes. I caught him and granted him an inside look at the
mummification process.
While this might seem cruel, I was not without some fondness for my bold, yet
unwise student, so I have provided him with an opportunity at redemption: if he can
kill you, he will be able to leave this Sanctum and continue with his life. Or, rather,
his unlife as a mummy. I informed him of this fact when I bound him to the chamber
that lies ahead of you. This will no doubt inspire him to do his best to kill you.

But, do not worry too much. His treachery annoyed me greatly and I have provided

you with some suitable gifts to deal with him. They are in the box near this note,
along with a key that will allow you to leave the Sanctum.
Keep in mind this truth: most things do not like being set on fire.
If you survive, I will contact you again.
Rils
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