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Monsters
Gerx CR 4
XP 1200
Undead Doppelganger
N Medium Undead (shapechanger)
Init +3; Senses darkvision 60 ft.; Perception +11
Defense
AC 20, touch 14, flat-footed 16 (+3 Dex, +6 natural, +1 dodge)
hp 34 (4d10+12)
Fort +6, Ref +7, Will +8
Defensive Abilities channel resistance +2
Immune charm, sleep
Offense
Speed 30 ft.
Melee Claw x2 +10 x2 (1d8+6/x2 plus paralysis)
Spell-Like Abilities Detect Thoughts (At will)
Statistics
Str 22, Dex 17, Con -, Int 17, Wis 18, Cha 17
Base Atk +4; CMB +10; CMD 24
Special Attacks paralysis (1d4+1 rounds, DC 13, elves are immune to this effect)
Feats Dodge, Great Fortitude
Skills Bluff +11, Climb +10, Diplomacy +6, Disguise +11, Intimidate +7, Knowledge
(religion) +4, Perception +11, Sense Motive +8, Stealth +10, Survival +8, Swim +10; Racial
Modifiers +4 Bluff, +4 Disguise, +20 disguise while using change shape ability, +4 bluff
while using change shape ability
Languages Common
SQ change shape (alter self), mimicry, perfect copy
Special Abilities
+20 Disguise while using change shape ability +20 Disguise while using change shape
ability
+4 Bluff while using change shape ability +4 Bluff while using change shape ability
Change Shape (alter self) (Su) You can change your form.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Immunity to Charm You are immune to charm effects.
Immunity to Sleep You are immune to sleep effects.
Mimicry (Ex) A doppelganger is proficient in all weapons, armor, and shields. In
addition, a doppelganger can use any spell trigger or spell completion item as if the
spells were on its spell list. Its caster level is equal to its racial Hit Dice.
Perfect Copy (Su) When a doppelganger uses change shape, it can assume the
appearance of specific individuals.

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 Charismabased. 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.
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Description: Gerx is an undead Doppelganger. While he started as a “normal”
Doppelganger, he eventually underwent a ghoulish transformation after eating the flesh
of intelligent beings and dwelling with the ghouls. Gerx is intelligent and uses his abilities
effectively. He enjoys tormenting his victims before finishing them off.
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 Charismabased. 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.
SKELETON CR 1/3

XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 16, touch 12, flat-footed 14 (+2 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 broken scimitar +0 (1d6), 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 InitiativeB
Gear broken chain shirt, broken scimitar

Magic Items
Minor Sword Against the Dark
Aura faint necromancy; CL 6th
Slot none; Price 4,315 gp; Weight 4 lbs.
DESCRIPTION
This weapon is a +1 long sword engraved with rays of light and a starburst on the guard. The
sword always sheds light. Against undead it functions as a +2 weapon with an additional +2
bonus to confirm critical hits on undead.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, plane shift; Cost 2,315 gp

Minor Ring of Darkness
Aura faint necromancy; CL 1st
Slot ring; Price 2,200 gp; Weight: -Description: This ring is wrought of bone, human flesh and iron. While each ring varies
in appearance, they are all made to look twisted and vile. The ring enables the wearer to
use chill touch at will.
Construction: Requirements forge ring, chill touch; Cost 1,100 gp
Minor Book of the Dark: This vile book is made from the skin of intelligent beings. It
contains within its pages various foul rites and rituals involving the undead. It also
contains the following spells: Cause Fear, Chill Touch, Command Undead, Ghoul Touch
and Scare. The book provides a +1 bonus to Knowledge (Religion) checks relating to
undead, provided that the character has at least 10 minutes to skim through the book.

Handout
The shapes of our dead friends came out of the night to torment and kill us. Four of us
are lost so far and it seems that the rest of us die tonight. Oh that we never came to this
accursed island.
I am alone now. I am trapped here. Trapped to die. They are going to try to starve me
out, but I will not leave. Better to die of thirst and hunger than to fall to them. If you are
reading this you must flee the island now. Trust no one among you as he may not be
who he is supposed to be.

Maps
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