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Copyright Information 
 
Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License version 1.0a, Section 1(e), 
and are not Open Content: All proper names (including but not limited to organizations, names of places, characters, monsters, locations, 
countries, regions, deities, and magic items), any and all stories, storylines, histories, plots, thematic elements, and dialogue; and all artwork, 
symbols, designs, depictions, illustrations, maps, and cartography, likenesses, poses, logos, trade dress, or graphic designs.  (Elements that have 
previously been designated as Open Game Content are not included in this declaration.) 
 
Open Content: Except for material designated as Product Identity (see above), the game mechanics of this game product are Open Game 
Content, as defined in the Open Gaming License version 1.0a Section 1(d). No portion of this work other than the material designated as Open 
Game Content may be reproduced in any form without written permission. 
 
This adventure is Copyright 2006, 2013 by Dr. Michael C. LaBossiere. It is published under the Open Game License Version1.0a Copyright 2000 
Wizards of the Coast. 
 
Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Publishing, LLC. See 
http://paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee 
compatibility, and does not endorse this product. 
 
Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game 
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License.  
 
See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license. 
Pathfinder and associated marks and logos are trademarks of Paizo Publishing, LLC, and are used under license. See 
paizo.com/pathfinderRPG for more information on the Pathfinder Roleplaying Game. 
 
Original cover photo by Miguel Saavedra. 
 
Hero Lab® and the Hero Lab logo are Registered Trademarks of LWD Technology, Inc. Free download at http://www.wolflair.com 
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Monsters 
The following details the monsters the PCs will fight in the adventure.  

 
SMALL FIRE ELEMENTAL CR 1 
XP 400 
N Small outsider (elemental, extraplanar, fire) 
Init +5; Senses darkvision 60 ft.; Perception +4 
DEFENSE 
AC 16, touch 13, flat-footed 14 (+1 Dex, +1 dodge, 
+3 natural, +1 size) 
hp 11 (2d10) 
Fort +3, Ref +4, Will +0 
Immune elemental traits, fire 
Weaknesses vulnerability to cold 
OFFENSE 
Speed 50 ft. 
Melee slam +4 (1d4 plus burn) 
Special Attacks burn (1d4, DC 11), Madness 
STATISTICS 
Str 10, Dex 13, Con 10, Int 4, Wis 11, Cha 11 
Base Atk +2; CMB +1; CMD 13 
Feats Dodge, Improved InitiativeB, Weapon FinesseB 
Skills Acrobatics +5, Climb +4, Escape Artist +5, 
Intimidate +4, Knowledge (planes) +1, Perception +4 
Special Abilities 
Madness (Ex): Because of their madness, these 
beings are prone to violent rages. If a mad fire 
elemental is injured in combat or otherwise thwarted, 
there is a 50% chance it will become enraged for two 
rounds per hit die it possesses. During this time it will 
be +2 to hit and +2 to damage, but its AC will drop by 
2. This madness can occur once per day for every 2 
HD the elemental possess.  
 
MEDIUM FIRE ELEMENTAL CR 3 
XP 800 
N Medium outsider (elemental, extraplanar, fire) 
Init +7; Senses darkvision 60 ft.; Perception +7 
DEFENSE 
AC 17, touch 14, flat-footed 13 (+3 Dex, +1 dodge, 
+3 natural) 
hp 30 (4d10+8) 
Fort +6, Ref +7, Will +1 
Immune elemental traits, fire 
Weaknesses vulnerability to cold 
OFFENSE 

Speed 50 ft. 
Melee slam +7 (1d6+1 plus burn) 
Special Attacks burn (1d6, DC 14) 
STATISTICS 
Str 12, Dex 17, Con 14, Int 4, Wis 11, Cha 11 
Base Atk +4; CMB +5; CMD 19 
Feats Dodge, Improved InitiativeB, Mobility, 
Weapon FinesseB 
Skills Acrobatics +8, Climb +5, Escape Artist +8, 
Intimidate +5, Knowledge (planes) +1, Perception +7 
Madness (Ex): Because of their madness, these 
beings are prone to violent rages. If a mad fire 
elemental is injured in combat or otherwise thwarted, 
there is a 50% chance it will become enraged for two 
rounds per hit die it possesses. During this time it will 
be +2 to hit and +2 to damage, but its AC will drop by 
2. This madness can occur once per day for every 2 
HD the elemental possess.  
Special Abilities 
Description: These elementals were summoned to 
provide the heat needed to operate the smelters. They 
have been driven to madness by their exposure to the 
Cataclysm and being trapped for so long on the 
material plane.  They will almost certainly attack 
anyone they encounter, although a druid or cleric 
who has the fire domain might be able to reason with 
them.  
 
Burjej the Accursed 
LARGE FIRE ELEMENTAL CR 5 
XP 1,600 
N Large outsider (elemental, extraplanar, fire) 
Init +9; Senses darkvision 60 ft.; Perception +11 
DEFENSE 
AC 19, touch 15, flat-footed 13 (+5 Dex, +1 dodge, 
+4 natural, –1 size) 
hp 60 (8d10+16) 
Fort +8, Ref +11, Will +4 
DR 5/—; Immune elemental traits, fire 
Weaknesses vulnerability to cold 
OFFENSE 
Speed 50 ft. 
Melee 2 slams +12 (1d8+2 plus burn) 
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Space 10 ft.; Reach 10 ft. 
Special Attacks burn (1d8, DC 16) 
STATISTICS 
Str 14, Dex 21, Con 14, Int 6, Wis 11, Cha 11 
Base Atk +8; CMB +11; CMD 27 
Feats Dodge, Improved InitiativeB, Iron Will, 
Mobility, Spring Attack, Weapon FinesseB 
Skills Acrobatics +14, Climb +9, Escape Artist +12, 
Intimidate +9, Knowledge (planes) +5, Perception 
+11 
Special Abilities 
Burning Pain (SU): Because of the curse Burjej is in 
constant, burning pain. Because of this, he must make 
a DC 15 Will save each round. If he fails, he takes a -2 
penalty on his attack and damage rolls that round. 
This is intended to make Burjej a bit weaker. If the 
party is a match for Burjej, this factor can be 
removed.  
Description: Burjej was a foreman for the smelter 
operations whose evil was only exceeded by his greed. 
He routinely engaged in robbery and covered up his 
theft by burning his victims alive in the smelter. 
When the Judgment fell upon him, he was 
transformed into a horrible sort of elemental, 
condemned to burn. While not undead, he certainly 
looks it: a burning skeleton with strips of charred 
flesh hanging from it resides within the elemental 
fire. Most horribly, half of his face is intact and his 
one remaining eye burns with pain.  As part of the 
curse upon him, he is trapped within the smelter he 
used to melt the precious metals he had stolen. He 
can only leave the smelter if the precious metals are 
touched by someone who intends to take them. In 
that case, he will surge from the smelter in a killing 
rage. He attacks in a very direct manner and will 
focus on whoever touched his precious wealth.  
 
Haunted Armor CR 1/3 
XP 135 
NE Medium undead 
Init +6; Senses darkvision 60 ft.; Perception +0 
DEFENSE 
AC 21, touch 13, flat-footed 18 (+4 armor,+2 heavy 
steel shield, +3 Dex, +2 natural) 
hp 4 (1d8) 
Fort +0, Ref +3, Will +2 
Immune undead traits 

OFFENSE 
Speed 30 ft. 
Melee Masterwork Longsword +2(1d8+1/19-20) 
STATISTICS 
Str 12, Dex 16, Con —, Int —, Wis 10, Cha 10 
Base Atk +0; CMB +2; CMD 14 
Feats Improved InitiativeB 
Gear chain shirt, large steel shield, masterwork 
longsword.  
Description: These are suits of armor, shields and 
weapons that have been animated by mindless spirits 
of evil. The spirit is a nexus of force-smashing at the 
armor one wears and the weapon it wields breaks the 
nexus, banishing the entity back to its own realm of 
negative energy. These entities can be disarmed and 
“deshielded” by destroying these items or taking 
them away (as per the sunder and disarm rule). 
However, the entities can pick up another (or the 
same) weapon or shield if available. Being without 
true minds, they simply attack without any tactics 
(they won’t try to flank, etc.) and just bash away until 
they destroy their opponents or are themselves 
banished.  
 
Iron Smelter Worker CR 3 
XP 800 
N Medium construct 
Init +0; Senses darkvision 60 ft., low-light vision; 
Perception –5 
DEFENSE 
AC 14, touch 10, flat-footed 12 (+4 natural) 
hp 36 (3d10+20) 
Fort +1, Ref +1, Will –4 
Defensive Abilities hardness 10 ; Immune construct 
traits Resist fire 10 
OFFENSE 
Speed 30 ft. 
Melee slam +5 (1d6+3) 
STATISTICS 
Str 14, Dex 10, Con —, Int —, Wis 1, Cha 1 
Base Atk +3; CMB +5; CMD 15 
ECOLOGY 
Environment any 
Organization solitary, pair, or gang (3–12) 
Treasure none 
Special Qualities 
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Hardness (Ex): An iron smelter worker is iron, 
giving it a hardness of 10.  
Description: iron smelter workers were created by 
Imperial wizards to serve in the smelters of the 
Empire. They would tirelessly smelt ore into metal 
and were able to survive accidents and conditions 
that would kill human workers. In addition to the 
benefits of being made of iron, the workers were also 
enchanted to resist the heat of the smelter. They 
served the Empire with mindless loyalty for centuries, 
but the Cataclysm corrupted some of them, making 
them berserk. These berserk workers walk the work 
areas they were assigned originally, but attack 
anything that comes within their grasp. 
 
 
Metalsplashed  CR 1 
XP 400 
NE Medium Undead 
Init +5; Senses darkvision 60 ft.; Perception +0 
Defense 
AC 14, touch 11, flat-footed 13 (+1 Dex, +3 natural) 
hp 16 (1d8+4) 
Fort +0, Ref +1, Will +6; +4 bonus vs. channeled 
energy 
Defensive Abilities channel resistance +4; DR 
5/slashing; Immune fire, undead traits 
Offense 
Speed 30 ft. 
Melee Slam +3 (1d6+4/x2) 
Statistics 
Str 16, Dex 12, Con —, Int 10, Wis 10, Cha 10 
Base Atk +0; CMB +3; CMD 14 
Feats Improved Initiative, Iron Will, Skill Focus 
(Profession [Smelting]), Toughness +3 
Skills Appraise +4, Bluff +4, Knowledge 
(engineering) +4, Profession (Smelting) +7, Sense 
Motive +1 
Languages Common 
Special Abilities 
Breath Weapon (Metal splash)(SU): The breath 
weapon, a 10 feet cone of molten metal, is usable 
every 1D4 rounds  deals 1d8 points of fire damage,  
and allows a DC 14 reflex save for half damage. The 
save DC is Charisma-based. Living creatures struck 
and damaged by the metal are tormented by 
agonizing, sickening pain.  Those failing a DC 14 

fortitude save are sickened for 3 rounds after which 
the metal dissipates into foul puffs of smoke.  
Description: The metalsplashed were once the men 
who aided Burjej in his murders and thefts. They 
were killed by Burjej and were raised up in the 
Cataclysm for the evil of their misdeeds. A 
metalsplashed consists of the rotting body of a man 
encased in crude iron, which appears to have been 
splashed upon them. The iron is cracked and broken 
around the joints, thus enabling the body to move. 
While the flesh of a metalsplashed is not visible under 
the encasing metal, its pain and madness filled eyes 
can be seen. A metalsplashed can spew forth a cone of 
magical metal infused with their pain. The 
metalsplashed look more like some odd form of 
construct than undead, so they might not be 
recognized as undead (it is a DC 20 knowledge 
religion check to identify them as undead).  
 
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 cold, undead traits 
OFFENSE 
Speed 30 ft. 
Melee Masterwork Longsword +1(1d8+1/19-20), 
claw –3 (1d4+1) 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 Initiative 
Gear Masterwork chain shirt, masterwork longsword 
Description: These are skeletons that have been 
animated by mindless spirits of evil. They dwell 
within the tower and attack anything that enters. 
They are ‘normal’ animated skeletons, but wear the 
remains of armor and fight with long swords. These 
entities do not use much in the way of tactics-they 
simply bash away at any living thing that enters the 
tower. Once destroyed, they will not animate again. 
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About the Author 
Dr. Michael LaBossiere is a runner 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.  

OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of 
the Coast, Inc ("Wizards"). All Rights Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have 
contributed Open Game Content; (b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content" means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes Product Identity. 
(e) "Product Identity" means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by the Contributor (g) "Use", 
"Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise 
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create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in 
terms of this agreement. 
2. The License: This License applies to any Open Game Content that contains a notice indicating 
that the Open Game Content may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this License. 
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the 
terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your original creation and/or You 
have sufficient rights to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You 
are copying, modifying or distributing, and You must add the title, the copyright date, and the 
copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication 
as to compatibility, except as expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, independent Agreement 
with the owner of such Trademark or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the ownership of that Product Identity. 
The owner of any Product Identity used in Open Game Content shall retain all rights, title and 
interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions 
of the work that you are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this 
License. You may use any authorized version of this License to copy, modify and distribute any 
Open Game Content originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open 
Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using 
the name of any Contributor unless You have written permission from the Contributor to do so. 
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12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License 
with respect to some or all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 
14. Reformation: If any provision of this License is held to be unenforceable, such provision shall 
be reformed only to the extent necessary to make it enforceable. 
15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan 
Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. 
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte Cook, and Skip Williams. 
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved. 
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark 
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis 
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR. 
Pathfinder RPG Reference Document. Copyright 2011, Paizo Publishing, LLC; Author: Paizo 
Publishing, LLC. 
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte Cook, and Skip Williams. 
Pathfinder RPG Bestiary. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on 
material by Jonathan Tweet, Monte Cook, and Skip Williams.. 
Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur, 
Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, 
Brandon Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin Mason, Rob McCreary, Erik 
Mona, Jason Nelson, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, Owen K.C. Stephens, 
James L. Sutter, Russ Taylor, and Greg A. Vaughan, based on material by Jonathan Tweet, Monte 
Cook, and Skip Williams. 
Pathfinder Roleplaying Game Bestiary 3, © 2011, Paizo Publishing, LLC; Authors Jesse Benner, 
Jason Bulmahn, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, 
Chris Sims, F. Wesley Schneider, James L. Sutter, and Russ Taylor, based on material by Jonathan 
Tweet, Monte Cook, and Skip Williams. 
“Smelter”, ©2006, 2013; Author Michael C. LaBossiere. 

8 
 



���������	


�
�������	
����		

�

�

�

�

�

�

�

�

�

�

�

�

�

��

�� ��

��

��

��


	Smelter Cover
	Smelter Map & Monsters A
	Monsters
	About the Author
	OPEN GAME LICENSE Version 1.0a

	Smelter Maps

