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Primary Goal(s):  The PCs defeat Baillaset and the remainder of Oppara's cultists of Zyphus.
Secondary Goal(s):  The PCs trigger and are damaged by traps no more than twice during the adventure.
Stat loss due to creatures and poison:  Str 0 = unconscious, Dex 0 = immobile, Con 0 = dead or undead
Halls of the Grim Harvestman
The walls, floors, and ceilings of the catacombs and living areas are all carved from the bedrock.  The living areas have doors and torch sconces at regular intervals.  The torches appear not to be lit (other than one in area A10 and two in area A14), but would be available to use as a light sources provided the PCs have a way to light them.  Unless otherwise noted, the ceilings are 10 feet high throughout the complex.

DOGS  [3 in area A1, tier 1-2]



Knowledge (nature) 5



CR 1/3
These small dogs have rough coats and hungry looks in their dark brown eyes.
N Small animal
Init +1; Senses low-light vision, scent; Perception +8
DEFENSE
AC 13, touch 12, flat-footed 12 (+1 Dex, +1 natural, +1 size)
hp 6 each (1d8+2)
Fort +4, Ref +3, Will +1
OFFENSE
Speed 40 ft.
Melee bite +2 (1d4+1)
STATISTICS
Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +0; CMB +0; CMD 11 (15 vs. trip)
Feats Skill Focus (Perception)
Skills Acrobatics +1 (+9 jumping), Perception +8, Survival +1 (+5 scent tracking); Racial Modifiers +4 Acrobatics when jumping, +4 Survival when tracking by scent

RIDING DOGS  [3 in area A1, tier 3-4]


Knowledge (nature) 6



CR 1
This burly dog is fitted with a small saddle.  A low, menacing growl rumbles up from its chest.
N Medium animal
Init +2; Senses low-light vision, scent; Perception +8
DEFENSE
AC 13, touch 12, flat-footed 11 (+2 Dex, +1 natural)
hp 13 each (2d8+4)
Fort +5, Ref +5, Will +1
OFFENSE
Speed 40 ft.
Melee bite +3 (1d6+3 plus trip)
STATISTICS
Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Base Atk +1; CMB +3; CMD 15 (19 vs. trip)
Feats Skill Focus (Perception)
Skills Acrobatics +6 (+14 jumping), Perception +8, Survival +1 (+5 scent tracking); Racial Modifiers +4 Acrobatics when jumping, +4 Survival when tracking by scent

DIRE WOLVES  [3 in area A1, tier 6-7]


Knowledge (nature) 13



CR 3
These immense black wolves are the size of horses, their fangs as large and sharp as knives.
N Large animal
Init +2; Senses low-light vision, scent; Perception +10
DEFENSE
AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 37 each (5d8+15)
Fort +7, Ref +6, Will +2
OFFENSE
Speed 50 ft.
Melee bite +7 (1d8+6 plus trip)
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Base Atk +3; CMB +8; CMD 20 (24 vs. trip)
Feats Run, Skill Focus (Perception), Weapon Focus (bite)
Skills Perception +10, Stealth +3, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent
OGRE ZYPHUS ZOMBIE  [1 in area A3, tier 1-2]

Knowledge (religion) 12



CR 2
Flesh rotting off its bones, this lumbering giant of a walking corpse stumbles forward, massive arms outstretched.
NE Large undead
Init -2; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 10, touch 7, flat-footed 10 (-2 Dex, +3 natural, -1 size)
hp 33 (6d8+6)
Fort +2, Ref +0, Will +5
DR 5/slashing; Immune undead traits
OFFENSE
Speed 40 ft.
Melee slam +10 (1d8+9)
Space 10 ft.; Reach 10 ft.
TACTICS

Before Combat The zombie stands in the northeast hallway of the crypt.  Once he hears the PCs, he moves down the 10-foot-wide hallway toward A2, but stops at the pit (T3).  Having already stepped into the pit once, he knows not to try to cross it.
During Combat Should the PCs spot the zombie and ignore him, he wanders north and comes at the PCs from another angle (he will not cross T3).  He attacks the first PC he sees and mindlessly bludgeons her until she's unconscious before shifting to the next nearest PC.
Morale The zombie fights until destroyed.
STATISTICS
Str 23, Dex 6, Con --, Int --, Wis 10, Cha 10
Base Atk +4; CMB +9; CMD 17
Feats Toughness
Special Qualities staggered
SPECIAL ABILITIES
Staggered (Ex) Zombies have poor reflexes and can only perform a single move action or standard action each round.  A zombie can move up to it speed and attack in the same round as a charge action.
Zyphus Rot (Su) When a Zyphus zombie kills a living creature and feeds on it, the zombie passes on a magical disease called Zyphus rot that causes the victim to quickly animate and rise as a zombie in 1d4 minutes.  Once risen, the new zombie no longer carries Zyphus rot and can't pass it to another living creature.  A corpse can be "cured" of Zyphus rot by receiving a cure disease spell prior to reanimation.  A zyphus zombie cannot be cured of the disease unless the artifact that caused it is destroyed.  Any creature with more than 10 HD is immune to the effects of Zyphus rot.  Zyphus rot only affects corporeal creatures (other than undead) that have a skeletal system.

ADVANCED WINTER WOLF ZYPHUS ZOMBIE  [1 in area A3, tier 3-4]
Knowledge (religion) 14

CR 4
This bear-sized wolf has a few patches of dirty, matted white fur remaining in places where its rotted flesh still remains over exposed bones.
NE Large undead (cold)
Init +2; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 44 (8d8+8)
Fort +2, Ref +4, Will +6
DR 5/slashing; Immune cold, undead traits
Weaknesses vulnerability to fire
OFFENSE
Speed 30 ft.
Melee bite +14 (1d8+12) or slam +14 (1d8+12)
Space 10 ft.; Reach 5 ft.
TACTICS

Before Combat The zombie stands in the northeast hallway of the crypt.  Once he hears the PCs, he moves down the 10-foot-wide hallway toward A2, but stops at the pit (T3).  Having already stepped into the pit once, he knows not to try to cross it.
During Combat Should the PCs spot the zombie and ignore him, he wanders north and comes at the PCs from another angle (he will not cross T3).  He attacks the first PC he sees and mindlessly bludgeons her until she's unconscious before shifting to the next nearest PC.
Morale The zombie fights until destroyed.
STATISTICS
Str 26, Dex 15, Con --, Int --, Wis 10, Cha 10
Base Atk +6; CMB +13; CMD 26 (30 vs. trip)
Feats Toughness
Special Qualities staggered
SPECIAL ABILITIES
Staggered (Ex) Zombies have poor reflexes and can only perform a single move action or standard action each round.  A zombie can move up to it speed and attack in the same round as a charge action.
Zyphus Rot (Su) When a Zyphus zombie kills a living creature and feeds on it, the zombie passes on a magical disease called Zyphus rot that causes the victim to quickly animate and rise as a zombie in 1d4 minutes.  Once risen, the new zombie no longer carries Zyphus rot and can't pass it to another living creature.  A corpse can be "cured" of Zyphus rot by receiving a cure disease spell prior to reanimation.  A zyphus zombie cannot be cured of the disease unless the artifact that caused it is destroyed.  Any creature with more than 10 HD is immune to the effects of Zyphus rot.  Zyphus rot only affects corporeal creatures (other than undead) that have a skeletal system.

Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

Treasure:  scroll of lesser restoration (CL 3rd; all tiers); ring of climbing (CL 5th; tiers 3-4, 6-7); cloak of resistance +2 (CL 6th; tier 6-7)
FIRE GIANT ZYPHUS ZOMBIE  [1 in area A3, tier 6-7]

Knowledge (religion) 17


CR 7
Flesh rotting off its bones, this lumbering giant of a walking corpse stumbles forward, massive arms outstretched.
NE Large undead (fire)
Init -2; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 18, touch 7, flat-footed 18 (+8 armor, -2 Dex, +3 natural, -1 size)
hp 93 (17d8+17)
Fort +5, Ref +5, Will +10
DR 5/slashing; Immune fire, undead traits
Weaknesses vulnerability to cold
OFFENSE
Speed 30 ft.
Melee slam +23 (1d8+16)
Space 10 ft.; Reach 10 ft.
TACTICS

Before Combat The zombie stands in the northeast hallway of the crypt.  Once he hears the PCs, he moves down the 10-foot-wide hallway toward A2, but stops at the pit (T3).  Having already stepped into the pit once, he knows not to try to cross it.
During Combat Should the PCs spot the zombie and ignore him, he wanders north and comes at the PCs from another angle (he will not cross T3).  He attacks the first PC he sees and mindlessly bludgeons her until she's unconscious before shifting to the next nearest PC.
Morale The zombie fights until destroyed.
STATISTICS
Str 33, Dex 7, Con --, Int --, Wis 10, Cha 10
Base Atk +12; CMB +22; CMD 30
Feats Toughness
Gear half-plate
Special Qualities staggered
SPECIAL ABILITIES
Staggered (Ex) Zombies have poor reflexes and can only perform a single move action or standard action each round.  A zombie can move up to it speed and attack in the same round as a charge action.
Zyphus Rot (Su) When a Zyphus zombie kills a living creature and feeds on it, the zombie passes on a magical disease called Zyphus rot that causes the victim to quickly animate and rise as a zombie in 1d4 minutes.  Once risen, the new zombie no longer carries Zyphus rot and can't pass it to another living creature.  A corpse can be "cured" of Zyphus rot by receiving a cure disease spell prior to reanimation.  A zyphus zombie cannot be cured of the disease unless the artifact that caused it is destroyed.  Any creature with more than 10 HD is immune to the effects of Zyphus rot.  Zyphus rot only affects corporeal creatures (other than undead) that have a skeletal system.

Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

Treasure:  scroll of lesser restoration (CL 3rd; all tiers); ring of climbing (CL 5th; tiers 3-4, 6-7); cloak of resistance +2 (CL 6th; tier 6-7)
BAT SWARMS  [2 in area A5, tier 1-2]


Knowledge (nature) 7



CR 2
Hundreds of high-pitched squeaks fill the air as a mass of small, carnivorous bats surges forth, all of them hungry for blood.
N Diminutive animal (swarm)
Init +2; Senses blindsense 20 ft., low-light vision; Perception +15
DEFENSE
AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size)
hp 13 (3d8)
Fort +3, Ref +7, Will +3
Defensive Abilities swarm traits; Immune weapon damage
OFFENSE
Speed 5 ft., fly 40 ft. (good)
Melee swarm (1d6)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11), wounding
TACTICS

During Combat As long as the PCs are in the room, the bats attack as many PCs as possible.
Morale The bat swarms fight until destroyed.
STATISTICS
Str 3, Dex 15, Con 11, Int 2, Wis 14, Cha 4
Base Atk +2; CMB --; CMD --
Feats Lightning Reflexes, Skill Focus (Perception)
Skills Fly +12, Perception +15; Racial Modifiers +4 Perception when using blindsense
SQ swarm traits
SPECIAL ABILITIES
Wounding (Ex) Any living creature damaged by a bat swarm continues to bleed, losing 1 hit point per round thereafter.  Multiple wounds do not result in cumulative bleeding loss.  The bleeding can be stopped by a DC 10 Heal check or the application of a cure spell or some other healing magic.
Blindsense (Ex):  Using nonvisual senses, such as acute smell or hearing, a creature with blindsense notices things it cannot see.  The creature usually does not need to make Perception checks to pinpoint the location of a creature within range of its blindsense ability, provided that it has line of effect to that creature.  Any opponent the creature cannot see still has total concealment against the creature with blindsense, and the creature still has the normal miss chance when attacking foes that have concealment.  Visibility still affects the movement of a creature with blindsense.  A creature with blindsense is still denied its Dexterity bonus to Armor Class against attacks from creatures it cannot see.
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as gust of wind spell) and treated as a creature of their individual size would be.
	Flying Maneuver
	Fly DC (+12)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

POLTERGEIST(S)1  [area A5; 1 in tier 3-4, 2 in tier 6-7]

Knowledge (religion) 12


CR 2
A whirling cyclone of dust, dirt, and small rocks rises up from the floor.
LE Medium undead (incorporeal)
Init +1; Senses darkvision 60 ft.; Perception +9
Aura unnatural aura 30 ft.
DEFENSE

AC 12, touch 12, flat-footed 11 (+1 Dex, +1 deflection)
hp 19 (3d8+6)
Fort +1, Ref +2, Will +4
Defensive Abilities incorporeal; Immune undead traits
OFFENSE

Speed 10 ft., fly 20 ft. (good)
Melee see text
Special Attacks fear (see text, DC 12), telekinesis (CMB +7 [combat maneuver]; +3, 1d6 [violent thrust])
TACTICS

During Combat The poltergeist spends most of the combat flying above the bridge throwing 25-pound rocks at the PCs (1d6 damage).  Once all or most of all of the PCs are on the bridge, he swoops down and triggers the bridge's collapse, sending the PCs tumbling into the pit (see bridge collapse trap below).  Any PCs not in the pit are then targeted with telekinesis (combat maneuver) as the poltergeist attempts to push them in.  Once all of the PCs are in the pit, he resumes throwing rocks at them.  To mitigate the difficulty of this encounter, the poltergeist's only accessible rocks heavy enough to do damage to the PCs are in a single pile near the three corpses in the pit.  The poltergeist has to swoop down to pick one up and the PCs should get a DC 11 Perception check to spot him picking up a rock.
Morale The poltergeist fights until destroyed.
STATISTICS

Str --, Dex 13, Con --, Int 5, Wis 12, Cha 12
Base Atk +2; CMB +1; CMD 12
Feats Alertness, Toughness
Skills [Fly +92], Perception +9
SQ natural invisibility
SPECIAL ABILITIES
Fear (Su) A creature hit by a thrown object must succeed on a DC 12 Will save or flee in terror [frightened or panicked?] for 2d6 rounds.  A creature that successfully saves is immune to the fear effect of the same poltergeist for the remainder of the encounter.  The save DC is Charisma-based.
Telekinesis (Su) A poltergeist can create a telekinetic effect to hurl one object or creature within 10 feet a distance of 60 feet (no range increment).  This ability functions as the telekinesis spell (caster level 6th) with the following exceptions: the poltergeist does not have to concentrate to use or maintain this ability, the poltergeist can hurl only one object or creature per round, and the poltergeist uses its Charisma modifier to modify its base attack bonus.  A creature targeted by this ability can make a DC 12 Will save to avoid being hurled by the poltergeist.  The save DC is Charisma-based.
Natural Invisibility (Su) This ability is constant, allowing a poltergeist to remain invisible even when attacking.  This ability is inherent, cannot be dispelled or negated, and is not subject to the invisibility purge spell.
Unnatural Aura (Su) Both wild and domesticated animals can sense the unnatural presence of a poltergeist at a distance of 30 feet.  They will not willingly approach nearer than that and panic if forced to do so; they remain panicked as long as they are within that range.
Incorporeal (Ex) An incorporeal creature has no physical body.  It can be harmed only by other incorporeal creatures, magic weapons or creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities.  It is immune to all nonmagical attack forms.  Even when hit by spells or magic weapons, it takes only half damage from a corporeal source (except for channel energy).  Although it is not a magical attack, holy water (when poured into the targets square) can affect incorporeal undead.  Corporeal spells and effects that do not cause damage only have a 50% chance of affecting an incorporeal creature.  Force spells and effects, such as from a magic missile, affect an incorporeal creature normally.


An incorporeal creature can enter or pass through solid objects, but must remain adjacent to the object's exterior, and so cannot pass entirely through an object whose space is larger than its own.  It can sense the presence of creatures or objects within a square adjacent to its current location, but enemies have total concealment (50% miss chance) from an incorporeal creature that is inside an object.  In order to see beyond the object it is in and attack normally, the incorporeal creature must emerge.  An incorporeal creature inside an object has total cover, but when it attacks a creature outside the object it only has cover, so a creature outside with a readied action could strike at it as it attacks.  An incorporeal creature cannot pass through a force effect.


An incorporeal creature's attacks pass through (ingore) natural armor, armor, and shields, although deflection bonuses and force effects (such as mage armor) work normally against it.  Incorporeal creatures pass through and operate in water as easily as they do in air.  Incorporeal creatures cannot fall or take falling damage.  Incorporeal creatures cannot make trip or grapple attacks, nor can they be tripped or grappled.  In fact, they cannot take any physical action that would move or manipulate an opponent or its equipment, nor are they subject to such actions.


An incorporeal creature moves silently and cannot be heard with Perception checks if it doesn't wish to be.  Nonvisual senses, such as scent and blindsight, are either ineffective or only partly effective with regard to incorporeal creatures.  Incorporeal creatures have an innate sense of direction and can move at full speed even when they cannot see.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

	Flying Maneuver
	Fly DC (+9)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.
1 This stat block is taken from Tome of Horrors Revised and reflects the stats from that source.  These vary from the creature's stat block in Bestiary 2.
2 Since the stat block has no fly skill even though the creature has a fly speed, the fly skill number from the Bestiary 2 stat block has been included here.
ROOM A6

Conditions:  If the mechanical fire trap is tripped, it burns the part of the gallery in its area of effect immediately.  The fire then spreads to 1 random square around the area of effect every round until the room is completely engulfed (see Treasure).  10 minutes after it begins the fire exhausts all of its fuel and is extinguished.

Rooms A5, A6, and A7 are treated as oxygen deprived for 10 minutes after the fire has burned itself out.  If any characters are in these rooms during this time they are fatigued (as high altitude fatigue, p. 430, CRB).  As soon as the PCs leave these rooms or if they remain after the 10 minutes has expired, they are no longer fatigued.

Room A6 is cloaked in smoke as the obscuring mist spell for 10 minutes after the fire has burned itself out.
Treasure:  Ten of the room's paintings are valuable (identified with a single DC 15 Appraise check).  Each time a square burns beyond the initial blast cone of the mechanical fire trap, one of the paintings is lost to the fire.  Subtract 8 gp, 3 sp from the PC's final gold.

Catching on Fire:  Characters exposed to burning oil, bonfires, and non-instantaneous magic fires might find their clothes, hair, or equipment on fire.  Spells with an instantaneous duration don't normally set a character on fire, since the heat and flame from these come and go in a flash.

Characters at risk of catching fire are allowed a DC 15 Reflex save to avoid this fate.  If a character's clothes or hair catch fire, he takes 1d6 points of damage immediately.  In each subsequent round, the burning character must make another Reflex saving throw.  Failure means he takes another 1d6 points of damage that round.  Success means that the fire has gone out – that is, once he succeeds on his saving throw, he's no longer on fire.

A character on fire may automatically extinguish the flames by jumping into enough water to douse himself.  If no body of water is at hand, rolling on the ground or smothering the fire with cloaks or the like permits the character another save with a +4 bonus.

Those whose clothes or equipment catch fire must make DC 15 Reflex saves for each item.  Flammable items that fail take the same amount of damage as the character.

Obscuring Mist:  The misty vapor [smoke] obscures all sight, including darkvision, beyond 5 feet.  A creature 5 feet away has concealment (attacks have a 20% miss chance).  Creatures farther away have total concealment (50% miss chance, and the attacker cannot use sight to locate the target).  A moderate wind (11+ mph), such as from a gust of wind spell, disperses the fog in 4 rounds.  A strong wind (21+ mph) disperses the fog in 1 round.

ROOM A8

Treasure:  +1 short sword (CL 3rd; tier 1-2, 3-4), scroll of lesser restoration (CL 3rd; all tiers); gray bag of tricks (CL 3rd; tiers 3-4, 6-7); +2 short sword (CL 6th; tier 6-7)
FORTUNE-SPURNED ZYPHUS CULTISTS  [3 male and female human fortune-spurned warrior 1 in area A10, tier 1-2]







Knowledge (local) 10




CR 1/3
NE Medium humanoid (human)
Init +1; Senses Perception -2
Aura aura of misfortune (10 ft.)
DEFENSE
AC 17, touch 11, flat-footed 16 (+4 armor, +1 Dex, +2 shield)
hp 9 each (1d10+4)
Fort +1, Ref -1, Will -3
OFFENSE
Speed 30 ft.
Melee short sword +2 (1d6+1/19-20)
TACTICS
Before Combat The cultists rest in the light of a single torch in the northeast corner of the tunnels.  If they know the PCs are coming, they move back out of sight and wait to ambush the PCs either in the northeast corner or in the south where the two tunnels reconnect.
During Combat The cultists are not strategic fighters – they pick the nearest target, get close, and attack furiously.
Morale With no other options left to them, the cultists fight to the death.
STATISTICS
Str 13, Dex 12, Con 13, Int 10, Wis 9, Cha 8
Base Atk +1; CMB +2; CMD 13
Feats Toughness, Weapon Focus (short sword)
Skills Climb -1, Intimidate +1, Knowledge (religion) -1, Perception -2; Racial Modifiers A fortune-spurned creature takes a -2 penalty on all skill checks – this penalty stacks with the one it takes on opposed checks
Language Common
SQ cursed, diminished criticals, twist of fate, unlucky strike (DC 9)
Combat Gear potion of cure light wounds; Other Gear chain shirt, heavy wooden shield, short sword  [One cultist carries both the note from Baillaset and a pouch containing 100 pp.]
SPECIAL ABILITIES
Aura of Misfortune (Su) Every creature within 10 feet of a fortune-spurned creature gains the diminished criticals and unlucky strike special qualities of the fortune-spurned template as long as it remains within range.  Furthermore, each such creature takes a -4 penalty on all of its checks and saving throws.
Calamitous Mishap (Su) As a free action once per encounter, a fortune-spurned creature can cause some calamity to befall itself and another creature within 5 feet of it.  The mishap selected must be a possible result of normal circumstances, but it can be the worst possible result.  For instance, lightning could strike both the fortune-spurned creature and its foe on a cloudy day, or it could strike a tree, causing a heavy limb to fall on both targets, but lightning could not strike out of a clear sky.  Alternatively, ropes holding up some scaffolding might break, the lock on a porticullis might slip, or the floor of a ruined keep might give way.  In some cases, the fortune-spurned creature might be unable to cause any calamity given its surroundings.  A calamity cannot affect anyone other than the fortune-spurned creature and a single adjacent creature of its choice.  Nearly any natural misfortune may be chosen, but it must be one that is as dangerous to the fortune-spurned creature as it is to the other creature.  Both targets must be affected equally – that is, both must make the same saving throw and suffer the same result.  Thus, if the fortune-spurned creature is immune or resistant to electricity, it could not choose to have lightning strike both it and its foe unless the foe is equally resistance to electricity.
Cursed (Ex) A fortune-spurned creature takes a -2 luck penalty on all opposed checks and saves, and a -1 luck penalty on all attack rolls.  These penalties are already figured into the creature's stats.
Diminished Criticals (Ex) A fortune-spurned creature must roll twice to confirm a critical hit.
Twist of Fate (Su) The first time in any given day that a fortune-spurned creature rolls a natural 20 on a saving throw, it fails the save.  This twist of fate happens only once per day.
Unlucky Strike (Su) When a fortune-spurned creature attacks with a weapon and rolls a natural 1, it drops the weapon unless it can make a successful Reflex save (DC 9).  If it attacks with a natural weapon and rolls a natural 1, it provokes an attack of opportunity from its target, even if that creature would not otherwise be entitled to make one.

FORTUNE-SPURNED ZYPHUS CULTISTS  [3 male and female human fortune-spurned warrior 2 in area A10, tier 3-4]







Knowledge (local) 10




CR 1/2
NE Medium humanoid (human)
Init +1; Senses Perception -1
Aura aura of misfortune (10 ft.)
DEFENSE
AC 17, touch 11, flat-footed 16 (+4 armor, +1 Dex, +2 shield)
hp 16 each (2d10+5)
Fort +2, Ref -1, Will -3
OFFENSE
Speed 30 ft.
Melee mwk short sword +3 (1d6+1/19-20)
TACTICS see above
STATISTICS
Str 13, Dex 12, Con 13, Int 10, Wis 9, Cha 8
Base Atk +2; CMB +3; CMD 14
Feats Toughness, Weapon Focus (short sword)
Skills Climb +0, Intimidate +2, Knowledge (religion) +0, Perception -1; Racial Modifiers A fortune-spurned creature takes a -2 penalty on all skill checks – this penalty stacks with the one it takes on opposed checks
Language Common
SQ cursed, diminished criticals, twist of fate, unlucky strike (DC 10)
Combat Gear potion of cure moderate wounds; Other Gear chain shirt, heavy wooden shield, masterwork short sword  [One cultist carries both the note from Baillaset and a pouch containing 170 pp.]
SPECIAL ABILITIES see above
FORTUNE-SPURNED ZYPHUS CULTISTS  [3 male and female human fortune-spurned warrior 5 in area A10, tier 6-7]







Knowledge (local) 13




CR 3
NE Medium humanoid (human)
Init +5; Senses Perception +2
Aura aura of misfortune (10 ft.)
DEFENSE
AC 18, touch 11, flat-footed 17 (+5 armor, +1 Dex, +2 shield)
hp 37 each (5d10+10)
Fort +3, Ref +0, Will +0
OFFENSE
Speed 30 ft.
Melee mwk short sword +7 (1d6+2/19-20)
TACTICS
Before Combat The cultists rest in the light of a single torch in the northeast corner of the tunnels.  If they know the PCs are coming, they move back out of sight and wait to ambush the PCs either in the northeast corner or in the south where the two tunnels reconnect.
During Combat The cultists are not strategic fighters – they pick the nearest target, get close, and attack furiously.
Morale With no other options left to them, the cultists fight to the death.
STATISTICS
Str 14, Dex 12, Con 13, Int 10, Wis 9, Cha 8
Base Atk +5; CMB +7; CMD 18
Feats Improved Initiative, Iron Will, Toughness, Weapon Focus (short sword)
Skills Climb +5, Intimidate +5, Knowledge (religion) +3, Perception +2; Racial Modifiers A fortune-spurned creature takes a -2 penalty on all skill checks – this penalty stacks with the one it takes on opposed checks
Language Common
SQ cursed, diminished criticals, twist of fate, unlucky strike (DC 11)
Combat Gear potion of cure moderate wounds; Other Gear +1 chain shirt [CL 3rd], heavy wooden shield, masterwork short sword  [One cultist carries both the note from Baillaset and a pouch containing 6,000 gp worth of platinum trade bars.]
SPECIAL ABILITIES
Aura of Misfortune (Su) Every creature within 10 feet of a fortune-spurned creature gains the diminished criticals and unlucky strike special qualities of the fortune-spurned template as long as it remains within range.  Furthermore, each such creature takes a -4 penalty on all of its checks and saving throws.
Calamitous Mishap (Su) As a free action once per encounter, a fortune-spurned creature can cause some calamity to befall itself and another creature within 5 feet of it.  The mishap selected must be a possible result of normal circumstances, but it can be the worst possible result.  For instance, lightning could strike both the fortune-spurned creature and its foe on a cloudy day, or it could strike a tree, causing a heavy limb to fall on both targets, but lightning could not strike out of a clear sky.  Alternatively, ropes holding up some scaffolding might break, the lock on a porticullis might slip, or the floor of a ruined keep might give way.  In some cases, the fortune-spurned creature might be unable to cause any calamity given its surroundings.  A calamity cannot affect anyone other than the fortune-spurned creature and a single adjacent creature of its choice.  Nearly any natural misfortune may be chosen, but it must be one that is as dangerous to the fortune-spurned creature as it is to the other creature.  Both targets must be affected equally – that is, both must make the same saving throw and suffer the same result.  Thus, if the fortune-spurned creature is immune or resistant to electricity, it could not choose to have lightning strike both it and its foe unless the foe is equally resistance to electricity.
Cursed (Ex) A fortune-spurned creature takes a -2 luck penalty on all opposed checks and saves, and a -1 luck penalty on all attack rolls.  These penalties are already figured into the creature's stats.
Diminished Criticals (Ex) A fortune-spurned creature must roll twice to confirm a critical hit.
Twist of Fate (Su) The first time in any given day that a fortune-spurned creature rolls a natural 20 on a saving throw, it fails the save.  This twist of fate happens only once per day.
Unlucky Strike (Su) When a fortune-spurned creature attacks with a weapon and rolls a natural 1, it drops the weapon unless it can make a successful Reflex save (DC 11).  If it attacks with a natural weapon and rolls a natural 1, it provokes an attack of opportunity from its target, even if that creature would not otherwise be entitled to make one.
BAILLASET  [fortune-spurned unique wight in area A16; tier 1-2]

Knowledge (religion) 13

CR 3
The flesh of this walking corpse is rotting and putrid, its body skeletal in places and its eye sockets glowing with red light.
LE Medium undead
Init +1; Senses darkvision 60 ft.; Perception +9
Aura aura of misfortune (10 ft.)
DEFENSE

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 26 (4d8+8)
Fort +1, Ref +0, Will +31
Defensive Abilities undead traits
Weaknesses resurrection vulnerability
OFFENSE

Speed 30 ft.
Melee slam +3 (1d4+1 plus Con drain)
Special Attacks fortune-spurned curse, Constitution drain (1 point of Con damage, DC 14)
TACTICS
Before Combat If Baillaset is unaware of the PCs' approach, he's hanging corpses over the bloody trench by the west wall.  If he's aware the PCs are coming, he waits in the square just west of the entrance to this room, ready to ambush the first PC through the door.
During Combat Baillaset gets in close and stays there, preferring to take out one target at a time, fully aware of the effect of his aura of misfortune.
Morale Baillaset fights until destroyed – when destroyed, he evaporates in a bloody red mist.
STATISTICS

Str 12, Dex 12, Con --, Int 11, Wis 13, Cha 15
Base Atk +3; CMB +4; CMD 15
Feats Blind-Fight, Skill Focus (Perception)
Skills Intimidate +7, Knowledge (religion) +5, Perception +9, Stealth +14; Racial Modifier +8 Stealth; a fortune-spurned creature takes a -2 penalty on all skill checks – this penalty stacks with the one it takes on opposed checks
Languages Common
SQ create spawn2, cursed, diminished criticals, twist of fate, unlucky strikes (DC 14)
SPECIAL ABILITIES
Aura of Misfortune (Su) Every creature within 10 feet of a fortune-spurned creature gains the diminished criticals and unlucky strike special qualities of the fortune-spurned template as long as it remains within range.  Furthermore, each such creature takes a -4 penalty on all of its checks and saving throws.
Calamitous Mishap (Su) As a free action once per encounter, a fortune-spurned creature can cause some calamity to befall itself and another creature within 5 feet of it.  The mishap selected must be a possible result of normal circumstances, but it can be the worst possible result.  For instance, lightning could strike both the fortune-spurned creature and its foe on a cloudy day, or it could strike a tree, causing a heavy limb to fall on both targets, but lightning could not strike out of a clear sky.  Alternatively, ropes holding up some scaffolding might break, the lock on a porticullis might slip, or the floor of a ruined keep might give way.  In some cases, the fortune-spurned creature might be unable to cause any calamity given its surroundings.  A calamity cannot affect anyone other than the fortune-spurned creature and a single adjacent creature of its choice.  Nearly any natural misfortune may be chosen, but it must be one that is as dangerous to the fortune-spurned creature as it is to the other creature.  Both targets must be affected equally – that is, both must make the same saving throw and suffer the same result.  Thus, if the fortune-spurned creature is immune or resistant to electricity, it could not choose to have lightning strike both it and its foe unless the foe is equally resistance to electricity.
Create Spawn (Su)2 Any humanoid creature that is slain by a wight becomes a wight itself in only 1d4 rounds.  Spawn so created are less powerful than typical wights, and suffer a -2 penalty on all d20 rolls and checks, as well as -2 hp per HD.  Spawn are under the command of the wight that created them and remine enslaved until its death, at which point they lose their spawn penalties and become full-fledged and free-willed wights.  They do not possess any of the abilities they had in life.
Cursed (Ex) A fortune-spurned creature takes a -2 luck penalty on all opposed checks and saves, and a -1 luck penalty on all attack rolls.  These penalties are already figured into the creature's stats.
Diminished Criticals (Ex) A fortune-spurned creature must roll twice to confirm a critical hit.
Fortune-Spurned Curse (Su) Once per month, Baillaset can curse up to 25 humanoids, permanently giving them his fortune-spurned template.  Baillaset has already used this ability this month cursing the Zyphus cultists.
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a wight destroys it (Will negates).  Using the spell in this way does not require a material component.
Twist of Fate (Su) The first time in any given day that a fortune-spurned creature rolls a natural 20 on a saving throw, it fails the save.  This twist of fate happens only once per day.
Unlucky Strike (Su) When a fortune-spurned creature attacks with a weapon and rolls a natural 1, it drops the weapon unless it can make a successful Reflex save (DC 14).  If it attacks with a natural weapon and rolls a natural 1, it provokes an attack of opportunity from its target, even if that creature would not otherwise be entitled to make one.
Ability Drain:  Ability drain actually reduces the relevant ability score.  Modify all skills and statistics related to that ability.  This might cause you to lose skill points, hit points, and other bonuses.  Ability drain can be healed through the use of spells such as restoration.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

1 The effects of Baillaset's "curse" should decrease his Will save by -2, not -3.
2 The "create spawn" special ability text was not included in the scenario's stat block for Baillaset, but since it still appears under his SQ it has been added here.
BAILLASET  [fortune-spurned unique brute wight in area A16; tier 3-4]
Knowledge (religion) 15

CR 5
The flesh of this hulking corpse is rotting and putrid, its body skeletal in places and its eye sockets glowing with red light.
LE Large undead
Init +2; Senses darkvision 60 ft.; Perception +11
Aura aura of misfortune (10 ft.)
DEFENSE

AC 20, touch 11, flat-footed 18 (+2 Dex, +9 natural, -1 size)
hp 42 (4d8+24)
Fort +5, Ref +1, Will +4
Defensive Abilities undead traits
Weaknesses resurrection vulnerability
OFFENSE

Speed 30 ft.
Melee slam +7 (1d6+7 plus Con drain)
Space 10 ft.; Reach 10 ft.
Special Attacks fortune-spurned curse, Constitution drain (1 point of Con damage, DC 18)
TACTICS
Before Combat If Baillaset is unaware of the PCs' approach, he's hanging corpses over the bloody trench by the west wall.  If he's aware the PCs are coming, he waits in the 10-foot square just west of the entrance to this room, ready to ambush the first PC through the door.
During Combat Baillaset gets in close and stays there, preferring to take out one target at a time, fully aware of the effect of his aura of misfortune.
Morale Baillaset fights until destroyed – when destroyed, he evaporates in a bloody red mist.
STATISTICS

Str 20, Dex 14, Con --, Int 15, Wis 17, Cha 23
Base Atk +3; CMB +9; CMD 21
Feats Blind-Fight, Skill Focus (Perception)
Skills Climb +10, Intimidate +11, Knowledge (arcana) +7, Knowledge (religion) +7, Perception +11, Stealth +11; Racial Modifier +8 Stealth; a fortune-spurned creature takes a -2 penalty on all skill checks – this penalty stacks with the one it takes on opposed checks
Languages Common
SQ create spawn1, cursed, diminished criticals, twist of fate, unlucky strikes (DC 18)
SPECIAL ABILITIES
Aura of Misfortune (Su) Every creature within 10 feet of a fortune-spurned creature gains the diminished criticals and unlucky strike special qualities of the fortune-spurned template as long as it remains within range.  Furthermore, each such creature takes a -4 penalty on all of its checks and saving throws.
Calamitous Mishap (Su) As a free action once per encounter, a fortune-spurned creature can cause some calamity to befall itself and another creature within 5 feet of it.  The mishap selected must be a possible result of normal circumstances, but it can be the worst possible result.  For instance, lightning could strike both the fortune-spurned creature and its foe on a cloudy day, or it could strike a tree, causing a heavy limb to fall on both targets, but lightning could not strike out of a clear sky.  Alternatively, ropes holding up some scaffolding might break, the lock on a porticullis might slip, or the floor of a ruined keep might give way.  In some cases, the fortune-spurned creature might be unable to cause any calamity given its surroundings.  A calamity cannot affect anyone other than the fortune-spurned creature and a single adjacent creature of its choice.  Nearly any natural misfortune may be chosen, but it must be one that is as dangerous to the fortune-spurned creature as it is to the other creature.  Both targets must be affected equally – that is, both must make the same saving throw and suffer the same result.  Thus, if the fortune-spurned creature is immune or resistant to electricity, it could not choose to have lightning strike both it and its foe unless the foe is equally resistance to electricity.
Create Spawn (Su)1 Any humanoid creature that is slain by a wight becomes a wight itself in only 1d4 rounds.  Spawn so created are less powerful than typical wights, and suffer a -2 penalty on all d20 rolls and checks, as well as -2 hp per HD.  Spawn are under the command of the wight that created them and remine enslaved until its death, at which point they lose their spawn penalties and become full-fledged and free-willed wights.  They do not possess any of the abilities they had in life.
Cursed (Ex) A fortune-spurned creature takes a -2 luck penalty on all opposed checks and saves, and a -1 luck penalty on all attack rolls.  These penalties are already figured into the creature's stats.
Diminished Criticals (Ex) A fortune-spurned creature must roll twice to confirm a critical hit.
Fortune-Spurned Curse (Su) Once per month, Baillaset can curse up to 25 humanoids, permanently giving them his fortune-spurned template.  Baillaset has already used this ability this month cursing the Zyphus cultists.
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a wight destroys it (Will negates).  Using the spell in this way does not require a material component.
Twist of Fate (Su) The first time in any given day that a fortune-spurned creature rolls a natural 20 on a saving throw, it fails the save.  This twist of fate happens only once per day.
Unlucky Strike (Su) When a fortune-spurned creature attacks with a weapon and rolls a natural 1, it drops the weapon unless it can make a successful Reflex save (DC 18).  If it attacks with a natural weapon and rolls a natural 1, it provokes an attack of opportunity from its target, even if that creature would not otherwise be entitled to make one.
Ability Drain:  Ability drain actually reduces the relevant ability score.  Modify all skills and statistics related to that ability.  This might cause you to lose skill points, hit points, and other bonuses.  Ability drain can be healed through the use of spells such as restoration.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

1 The "create spawn" special ability text was not included in the scenario's stat block for Baillaset, but since it still appears under his SQ it has been added here.
BAILLASET  [fortune-spurned unique brute wight barbarian 3 in area A16; tier 6-7]
Knowledge (religion) 18
CR 8
The flesh of this hulking corpse is rotting and putrid, its body skeletal in places and its eye sockets glowing with red light.
LE Large undead
Init +2; Senses darkvision 60 ft.; Perception +11
Aura aura of misfortune (10 ft.)
DEFENSE

AC 18, touch 9, flat-footed 16 (+2 Dex, +9 natural, -2 rage, -1 size)
hp 100 (7 HD; 4d8+3d12+63)
Fort +10, Ref +2, Will +7; [+1 vs. traps]1
Defensive Abilities uncanny dodge, undead traits
Weaknesses resurrection vulnerability
OFFENSE

Speed 45 ft.2
Melee slam +13 (1d6+10 plus Con drain)
Space 10 ft.; Reach 10 ft.
Special Attacks fortune-spurned curse, Constitution drain (1 point of Con damage, DC 20), rage (14 rounds per day), rage powers (swift foot)
TACTICS
Before Combat If Baillaset is unaware of the PCs' approach, he's hanging corpses over the bloody trench by the west wall.  If he's aware the PCs are coming, he waits in the 10-foot square just west of the entrance to this room, ready to ambush the first PC through the door.
During Combat Baillaset gets in close and stays there, preferring to take out one target at a time, fully aware of the effect of his aura of misfortune.
Morale Baillaset fights until destroyed – when destroyed, he evaporates in a bloody red mist.
Base Statistics When not raging, Baillaset's statistics are: AC 20, touch 11, flat-footed 18; hp 86; Fort +8, Will +5; [Speed 40 ft.]2; Melee slam +11 (1d6+7 plus Con drain); Special Attacks Constitution drain (1 point of Con damage, DC 18); Str 20, Cha 23; CMB 12, CMD 24; Climb +13; SQ unlucky strike (DC 19)
STATISTICS

Str 24, Dex 14, Con --, Int 15, Wis 17, Cha 27
Base Atk +6; CMB +14; CMD 26
Feats Blind-Fight, Skill Focus (Perception), Toughness, Weapon Focus (slam)
Skills Climb +15, Intimidate +14, Knowledge (arcana) +10, Knowledge (religion) +10, Perception +14, Stealth +14; Racial Modifier +8 Stealth; a fortune-spurned creature takes a -2 penalty on all skill checks – this penalty stacks with the one it takes on opposed checks
Languages Common
SQ create spawn3, cursed, diminished criticals, trap sense +11, twist of fate, unlucky strikes (DC 21)
SPECIAL ABILITIES
Aura of Misfortune (Su) Every creature within 10 feet of a fortune-spurned creature gains the diminished criticals and unlucky strike special qualities of the fortune-spurned template as long as it remains within range.  Furthermore, each such creature takes a -4 penalty on all of its checks and saving throws.
Calamitous Mishap (Su) As a free action once per encounter, a fortune-spurned creature can cause some calamity to befall itself and another creature within 5 feet of it.  The mishap selected must be a possible result of normal circumstances, but it can be the worst possible result.  For instance, lightning could strike both the fortune-spurned creature and its foe on a cloudy day, or it could strike a tree, causing a heavy limb to fall on both targets, but lightning could not strike out of a clear sky.  Alternatively, ropes holding up some scaffolding might break, the lock on a porticullis might slip, or the floor of a ruined keep might give way.  In some cases, the fortune-spurned creature might be unable to cause any calamity given its surroundings.  A calamity cannot affect anyone other than the fortune-spurned creature and a single adjacent creature of its choice.  Nearly any natural misfortune may be chosen, but it must be one that is as dangerous to the fortune-spurned creature as it is to the other creature.  Both targets must be affected equally – that is, both must make the same saving throw and suffer the same result.  Thus, if the fortune-spurned creature is immune or resistant to electricity, it could not choose to have lightning strike both it and its foe unless the foe is equally resistance to electricity.
Create Spawn (Su)3 Any humanoid creature that is slain by a wight becomes a wight itself in only 1d4 rounds.  Spawn so created are less powerful than typical wights, and suffer a -2 penalty on all d20 rolls and checks, as well as -2 hp per HD.  Spawn are under the command of the wight that created them and remine enslaved until its death, at which point they lose their spawn penalties and become full-fledged and free-willed wights.  They do not possess any of the abilities they had in life.
Cursed (Ex) A fortune-spurned creature takes a -2 luck penalty on all opposed checks and saves, and a -1 luck penalty on all attack rolls.  These penalties are already figured into the creature's stats.
Diminished Criticals (Ex) A fortune-spurned creature must roll twice to confirm a critical hit.
Fortune-Spurned Curse (Su) Once per month, Baillaset can curse up to 25 humanoids, permanently giving them his fortune-spurned template.  Baillaset has already used this ability this month cursing the Zyphus cultists.
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a wight destroys it (Will negates).  Using the spell in this way does not require a material component.
Twist of Fate (Su) The first time in any given day that a fortune-spurned creature rolls a natural 20 on a saving throw, it fails the save.  This twist of fate happens only once per day.
Unlucky Strike (Su) When a fortune-spurned creature attacks with a weapon and rolls a natural 1, it drops the weapon unless it can make a successful Reflex save (DC 21).  If it attacks with a natural weapon and rolls a natural 1, it provokes an attack of opportunity from its target, even if that creature would not otherwise be entitled to make one.
Ability Drain:  Ability drain actually reduces the relevant ability score.  Modify all skills and statistics related to that ability.  This might cause you to lose skill points, hit points, and other bonuses.  Ability drain can be healed through the use of spells such as restoration.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Uncanny Dodge (Ex):  At 2nd level, a barbarian gains the ability to react to danger before his senses would normally allow him to do so.  He cannot be caught flat-footed, nor does he lose his Dex bonus to AC if the attacker is invisible.  He still loses his Dexterity bonus to Armor Class if immobilized.  A barbarian with this ability can still lose his Dexterity bonus to Armor Class if an opponent successfully uses the feint action against him.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

1 Barbarian "trap sense +1"
2 When not raging, Baillaset's rage power "swift foot" is no longer active and his speed drops to 40 ft.
3 The "create spawn" special ability text was not included in the scenario's stat block for Baillaset, but since it still appears under his SQ it has been added here.
TREASURE
RING OF CLIMBING
Aura faint transmutation; CL 5th
Slot ring; Price 2,500 gp; Weight --
DESCRIPTION
This magic ring has the deceptively simple appearance of a plain leather cord that wraps securely around a finger.  The ring continually grants the wearer a +5 competence bonus on Climb checks.

BAG OF TRICKS, GRAY
Aura faint conjuration; CL 3rd
Slot --; Price 3,400 gp
DESCRIPTION
This small sack appears empty.  Anyone reaching into the bag feels a small, fuzzy ball.  If the ball is removed and tossed up to 20 feet away, it turns into an animal.  The animal serves the character who drew it from the bag for 10 minutes (or until slain or ordered back into the bag), at which point it disappears.  It can follow any of the commands described in the Handle Animal skill.

	d%
	Animal

	01-30
	Bat

	31-60
	Rat

	61-75
	Cat

	76-90
	Weasel

	91-100
	Riding Dog


