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The A Series 
This adventure is part of the A series and includes A4-1, A4-2, and A4-3. 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.  

PDF Material 
For the convenience of the GM and players, a free printable PDF file containing the maps and 

monsters for this adventure is available at http://eternallibrary.wordpress.com.  

About the Author 
Dr. Michael LaBossiere is a guy from Maine who went to school in 

Ohio and ended up a philosophy professor in Florida. 
While acquiring his doctorate in philosophy at Ohio State 

University, he earned his ramen noodle money by writing for 
Chaosium, GDW, R. Talsorian Games, and TSR. After graduate school, 
he became a philosophy professor at Florida A&M University. His 
first philosophy book, What Don't You Know?, was published in 2008. 

He continues to write philosophy and gaming material. He is also a blogger, but these days who 
isn't?  

When not writing, he enjoys running, gaming and the martial arts. Thanks to a quadriceps 
tendon tear in 2009, he was out of running for a while, but returned to the trails and wrote a 
book about it, Of Tendon & Trail. He can be contacted at ontologist@aol.com. 
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Monsters 

The following details the monsters encountered in the adventure. 
 
Hebrem 
Hobgoblin Fighter 1 
LE Medium Humanoid (goblinoid) 
Init +2; Senses darkvision; Perception +0 
Defense 
AC 20, touch 10, flat-footed 20 (+8 armor, +2 shield) 
hp 13 (1d10+2) 
Fort +4, Ref +2, Will +2 
Offense 
Speed 20 ft. 
Melee  
Dagger +2 (1d4+1/19-20/x2) 
Masterwork Longsword +4 (1d8+1/19-20/x2) 
Ranged 
Longbow, Comp. (Str +0) +3 (1d8/x3) 
Statistics 
Str 12, Dex 14, Con 14, Int 10, Wis 10, Cha 12 
Base Atk +1; CMB +2; CMD 12 
Feats Iron Will, Weapon Focus (Longsword) 
Skills Acrobatics -6 (-10 jump), Climb -7, Escape Artist -6, Fly -6, Intimidate +5, Ride -6, Stealth -
2, Survival +4, Swim -7 
Languages Common, Goblin 
Combat Gear Potion of cure light wounds; Other Gear Masterwork Half-plate, Heavy steel 
shield, Dagger, Longbow, Comp. (Str +0), Masterwork Longsword, 12 GP, 25 SP 
Special Abilities 
Darkvision (60 feet) You can see in the dark (black and white vision only). 
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Description 
Hegem is a young hobgoblin fighter who is determined to follow the path of greatness. As his 

first (and mostly likely his last) step on that path, he decided to take a small force of goblins to 
the island of Leskalisem to find an Imperial Armory he had learned about from his older 
brother, a hobgoblin priest and avid historian. The potion he carries was a present from his 
brother. The sword he wields is of Imperial make—he found it in the armory.  

Hegem will open the battle with ranged attacks if possible and use intelligent tactics-ordering 
his goblins to flank, for example. If he is wounded, he will fall back and use his potion. It is easily 
on hand in a belt sheath. Since he believes he has a great destiny, he will fight until he is 
rendered unconscious or killed. If he is captured, he will realize that his faith in his destiny 
might have been misplaced and will tell the PCs that his older brother would pay a ransom for 
his return. If the PCs agree, the brother will be willing to trade four potions of cure light wounds 
as a ransom. The brother is a fourth level hobgoblin priest and will bring a force of guards with 
him to any meeting.  
 
Goblin CR 1/3 
XP 135 
Goblin Warrior 1 
CE Small Humanoid (goblinoid) 
Init +2; Senses darkvision; Perception -1 
Defense 
AC 16, touch 13, flat-footed 14 (+2 armor, +1 shield, +2 Dex, +1 size) 
hp 6 (1d10) 
Fort +2, Ref +2, Will -1 
Offense 
Speed 30 ft. 
Melee  
Shortsword +4 (1d4/19-20/x2) 
Ranged  
Shortbow +4 (1d4/x3) 
Statistics 
Str 10, Dex 14, Con 10, Int 9, Wis 8, Cha 6 
Base Atk +1; CMB +0; CMD 12 
Feats Weapon Finesse 
Skills Acrobatics +1, Climb +3, Escape Artist +1, Fly +3, Ride +5, Stealth +13, Swim -1 
Languages Goblin 
Other Gear Leather armor, Light wooden shield, Shortbow, Shortsword, 3 GP 
Special Abilities 
Darkvision (60 feet) You can see in the dark (black and white vision only). 
Hero Lab® and the Hero Lab logo are Registered Trademarks of LWD Technology, Inc. Free download at 
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Description 



These goblins find Hegrem’s faith in destiny appealing and believe that he will lead them 
along the path of greatness. They assume that there will be plenty of opportunities to burn 
things along this path.  
 
Paper Phantom CR 1 
XP 200 
N Medium construct 
Init +0 Senses darkvision 60, low-light vision; Perception -5 
DEFENSE 
AC 15, touch 10, flat-footed 15 (+5 natural) 
hp 5 (1d10) 
Fort +0, Ref +0, Will -5 
Defensive Abilities hardness 8 Immune Construct Traits 
OFFENSE 
Speed 30 ft. 
Melee slam +3 (1D6+2) 
STATISTICS 
Str 14, Dex 10, Con -, Int -, Wis 1, Cha 1 
Base Atk +1 CMB +3 CMD 12 
SPECIAL ABILITIES 
Stone(EX): Being composed of stone grants the silent guardian a hardness of 8 and a +1 bonus 
to its natural armor bonus. 
Silence (SU): A silent guardian radiates silence as per the spell (CL 3). If this effect is dispelled, 
the silent guardian can re-activate it as a standard action.  
ECOLOGY 
Environment any 
Organization solitary, pair, or group (3-12) 
Treasure none 
 

Paper Phantom CR 1 
XP 200 
CN Medium construct 
Init +3 Senses darkvision 60, low-light vision; Perception -5 
DEFENSE 
AC 15, touch 13, flat-footed 10 (+3 Dex) 
hp 15 (1d10+10) 
Fort +0, Ref +30, Will -5 
Defensive Abilities Immune Construct Traits  
Weaknesses Vulnerability to fire, vulnerability to water 
OFFENSE 
Speed 30 ft. Fly 10 ft. (good) 
Melee Slice +4 (1D4 18-20/X2) 
STATISTICS 
Str 10, Dex 16, Con -, Int -, Wis 1, Cha 1 



Base Atk +1 CMB +1 CMD 13 
Special Attacks Blind 
Feats Weapon Finesse 
SPECIAL ABILITIES 
Stone(EX): Being composed of stone grants the silent guardian a hardness of 8 and a +1 bonus 
to its natural armor bonus. 
Silence (SU): A silent guardian radiates silence as per the spell (CL 3). If this effect is dispelled, 
the silent guardian can re-activate it as a standard action.  
Blind (Ex): A paper phantom can block the eyes of an opponent. It can grapple an opponent up 
to three sizes larger than itself. The object makes a normal grapple check. If it wins, it wraps 
itself around the opponent’s head, causing that creature to be blinded until removed. The 
paper continues to cut away as well, inflicting normal damage. 
Fire and Water Vulnerability (Ex): Being made of paper, they are especially vulnerable to fire 
and water based attacks. They take 1 ½ times damage from such attacks. If the attack permits a 
save for half damage, then multiply the damage by 1.5 before dividing it in half.  
ECOLOGY 
Environment libraries  
Organization solitary or chapters(3-12) 
Treasure none 
Description 

 A Paper Phantom is a mass of swirling paper that has been animated by a mindless spirit of 
chaos. They have a vaguely humanoid appearance and move by an odd combination of walking 
and swirling. They can fly by swirling about but are not particularly fast when in the air. 

While not evil, they are driven by their chaotic nature to destroy and attack. They will 
generally attack living creatures they encounter. 

Paper phantoms fight with their whole bodies-they lash out at opponents and cut them with 
the sharp edges of the paper. Their magical nature makes the paper tough enough to cut 
through metal and flesh. Because of their nature, they use their DEX to modify their attack rolls 
(they get Weapon Finesse as a racial feat).  
 
Silent Guardian, Least CR 1 
XP 200 
N Medium construct 
Init +0 Senses darkvision 60, low-light vision; Perception -5 
DEFENSE 
AC 15, touch 10, flat-footed 15 (+5 natural) 
hp 15 (1d10+10) 
Fort +0, Ref +0, Will -5 
Defensive Abilities hardness 5 Immune Construct Traits 
OFFENSE 
Speed 30 ft. 
Melee slam +3 (1D6+2) 
STATISTICS 
Str 14, Dex 10, Con -, Int -, Wis 1, Cha 1 



Base Atk +1 CMB +3 CMD 12 
SPECIAL ABILITIES 
Wood(EX): Being composed of wood grants the silent guardian a hardness of 5 and a +1 bonus 
to its natural armor bonus. 
Silence (SU): A silent guardian radiates silence as per the spell (CL 3). If this effect is dispelled, 
the silent guardian can re-activate it as a standard action.  
ECOLOGY 
Environment any 
Organization solitary, pair, or group (3-12) 
Treasure none 
Descriptions 

Silent guardians were created to protect libraries and to preserve the silence so critical to 
research. The least of the silent guardians are crafted from wood and are typically made in the 
form of abstract humanoids. They almost always have featureless faces. Another popular 
design is to have a face without a mouth. Their bodies are carved with magical signs that can be 
identified as relating to the silence spell with a DC 12 check. Silent guardians only attack when 
provoked and will stop attacking once an opponent falls, flees of ceases to engage in 
provocative behavior. When destroyed, the silent guardians’ silence ability ceases to function.  
 
Rage Wolf CR 1 
XP 400 
CN Medium Animal 
Init +2; Senses low-light vision, scent; Perception +8 
Defense 
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural) 
hp 13 (2d8+4) 
Fort +5, Ref +5, Will +1 
Offense 
Speed 50 ft. 
Melee Bite (Wolf) +2 (1d6+1/x2) 
Special Attacks trip 
Statistics 
Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6 
Base Atk +1; CMB +2; CMD 14 (18 vs. Trip) 
Feats Skill Focus (Perception) 
Skills Acrobatics +2 (+10 jump), Perception +8, Stealth +6 Modifiers +4 to survival when tracking 
by scent 
Special Abilities 
+4 to Survival when tracking by Scent +4 to Survival when tracking by Scent. 
Low-Light Vision See twice as far as a human in low light, distinguishing color and detail. 
Scent (Ex) Detect opponents within 15+ feet by sense of smell. 
Trip (Ex) You can make a trip attempt on a successful attack. 



Rage (Ex): A rage wolf that takes damage in combat flies into a berserk rage on its next turn, 
biting madly until either it or its opponent is dead. It gains +4 to Strength, +4 to Constitution, 
and –2 to Armor Class. The creature cannot end its rage voluntarily. 
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Description 
These wolves have been tainted and maddened by the corruption of the area. Because of this 

they will attack humanoid and fly into an insane rage if wounded. A DC 10 Knowledge(Nature) 
check reveals that their behavior and appearance is unusual.  
 
Rage Wolf Alpha CR 2 
XP 600 
Wolf 
CN Medium Animal 
Init +4; Senses low-light vision, scent; Perception +10 
Defense 
AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural) 
hp 17 (2d8+8) 
Fort +7, Ref +7, Will +3 
Offense 
Speed 50 ft. 
Melee Bite (Wolf) +4 (1d6+4/x2) 
Special Attacks trip 
Statistics 
Str 17, Dex 19, Con 19, Int 2, Wis 16, Cha 10 
Base Atk +1; CMB +4; CMD 18 (22 vs. Trip) 
Feats Skill Focus (Perception) 
Skills Acrobatics +4 (+12 jump), Perception +10, Stealth +8 Modifiers +4 to survival when 
tracking by scent 
Special Abilities 
+4 to Survival when tracking by Scent +4 to Survival when tracking by Scent. 
Low-Light Vision See twice as far as a human in low light, distinguishing color and detail. 
Scent (Ex) Detect opponents within 15+ feet by sense of smell. 
Trip (Ex) You can make a trip attempt on a successful attack. 
Rage (Ex): A rage wolf that takes damage in combat flies into a berserk rage on its next turn, 
biting madly until either it or its opponent is dead. It gains +4 to Strength, +4 to Constitution, 
and –2 to Armor Class. The creature cannot end its rage voluntarily. 
Hero Lab® and the Hero Lab logo are Registered Trademarks of LWD Technology, Inc. Free download at 
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Description 
This is the pack alpha. Like the others, he is tainted with corruption. He will lead the pack to 

attack any intruders, eager to kill and devour them.  
 



 
Armed Skeleton 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 Longsword* +2 (1d8), claw –3 (1d4+1) or 2 claws +2 (1d4+2) 
STATISTICS 
Str 13, Dex 14, Con —, Int —, Wis 10, Cha 10 
Base Atk +0; CMB +1; CMD 12 
Feats Improved Initiative 
Treasure Chain shirt, large steel shield, masterwork longsword 
Description 

 These are skeletons that have been animated by mindless spirits of evil. The bones once 
belonged to imperial soldiers who were buried with their weapons and armor. They are 
‘normal’ animated skeletons, but wear the remains of their armor and fight with masterwork 
long swords. They do not use much in the way of tactics-they simply bash away at any living 
being they encounter. Once destroyed, they will not animate again. 
*These particular skeletons are armed with masterwork long swords, hence the +1 to hit. 
 
 
HUMAN SKELETON CR 1/3 
XP 135 
NE Medium undead 
Init +6; Senses darkvision 60 ft.; Perception +0 
DEFENSE 
AC 14, touch 12, flat-footed 12 ( +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 



These are skeletons that have been animated by mindless spirits of evil. The bones once 
belonged to human civilians. They do not use much in the way of tactics-they simply bash away 
at any living being they encounter. Once destroyed, they will not animate again. One of the 
skeletons has a 100 gp silver necklace (DC 10 perception check to notice it). 
 
Whip Plant CR 1 
XP 400 
N Medium plant 
Init +0; Senses low-light vision 
DEFENSE 
AC 15, touch 9, flat-footed 15 (+6 natural, –1 size) 
hp 30 (2d8+2) 
Fort +4, Ref -1, Will +1 
Immune, plant traits 
OFFENSE 
Speed 15 ft. 
2 Whips +1 melee 1D4+1, bite -1 melee 1D4+1 
Space 5 ft.; Reach 5 ft. (10 ft. whips) 
STATISTICS 
Str 13, Dex 8, Con 13, Int —, Wis 10, Cha 9 
Base Atk +1; CMB +2; CMD 10 (can't be tripped) 
ECOLOGY 
Environment temperate forests 
Organization solitary, pair, or patch (3–6) 
Treasure incidental 
Description 

 Whip plants are an unusual mobile predatory plant. Their lower body consists of a bark 
covered mass from which extends thick, root like growths. These function as legs. The top of 
the body mass has a mouth lined with grinding and ripping sections of hard bark. Surrounding 
the mouth are long, thorny whips.  

Whip plants close in on opponents and strike at them with their whips. They can reach out to 
10 feet with these whips, but can only bite opponents that are within 5 feet. They are quite 
aggressive when hungry. They are almost always hungry.  
 
Rajig CR 2 
XP 600 
Ghoul Expert 1 
CE Medium Undead 
Init +3; Senses darkvision; Perception +10 
Defense 
AC 17, touch 13, flat-footed 14 (+2 armor, +3 Dex, +2 natural) 
hp 19 (3d8+6) 
Fort +2, Ref +3, Will +7; +2 bonus vs. channeled energy 



Defensive Abilities channel resistance +2; Immune ability drain, bleeds, death effects, energy 
drain, exhaustion, fatigue, physical ability damage, disease, mind-affecting, non-lethal damage, 
paralysis, poison, sleep, stunning, undead traits 
Offense 
Speed 30 ft. 
Melee Bite (Ghoul) +4 (1d6+3/x2) and 
Claw x2 (Ghoul) +4 x2 (1d6+3/x2) 
Special Attacks paralysis (1d4+1 rounds, elves are immune) (dc 13) 
Statistics 
Str 16, Dex 16, Con —, Int 13, Wis 14, Cha 14 
Base Atk +1; CMB +4; CMD 17 
Feats Alertness, Weapon Finesse 
Skills Acrobatics +5, Appraise +5, Climb +8, Intimidate +8, Perception +10, Sense Motive +9, 
Stealth +9, Swim +5 
Languages Common, Dwarven 
SQ disease (dc 13) 
Combat Gear Potion of hide from undead; Other Gear Masterwork Leather armor, 23 PP, 74 
GP, and 125 gold pieces in assorted jewelry.  
Special Abilities 
Channel Resistance +2 +2 bonus to save vs. Channel Energy. 
Darkvision (60 feet) You can see in the dark (black and white vision only). 
Disease (DC 13) (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  
Paralysis (1d4+1 rounds, elves are immune) (DC 13) This special attack renders the victim 
immobile. Paralyzed creatures cannot move, speak, or take any physical actions. The creature is 
rooted to the spot, frozen and helpless. Paralysis works on the body, and a character can 
usually resist it with a  
Undead Traits Undead are immune to death effects, disease, mind-affecting effects (charms, 
compulsions, morale effects, phantasms, and patterns), paralysis, poison, sleep, stun, and any 
effect that requires a Fortitude save (unless the effect also works on objects 
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Description 
When he was alive Rajij was a cautious but greedy grave robber. Unfortunately for him, his 

greed got the better of his caution and he participated in a job to rob a mausoleum with a 
sinister reputation. The person who hired him provided him with two potions of  hide from 
undead—unfortunately the potion failed to protect him and furing his attempted robbery, Rajij 
was infected with ghoul fever.  The sole survivor, he turned while hiding in the basement of an 
associate’s house. After killing and feasting on his associate, Rajij set out to continue his career 
as a grave robber. Although his interests have changed somewhat, he still keeps valuables (in a 
bag tied to his belt) that other ghouls would typically ignore.  



His extensive experience as a robber has provided him with skills beyond those of a typical 
ghoul as well as somewhat greater restraint. He sometimes deals with evil humanoids and 
trades them valuables for his favored meats (he is especially fond of halfling).  
 
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 
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Cheben Area Map

1 Hex = 440 yards

Armory
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The Shadowy Woods
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