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Shadows of Gallowspire
And so it was that Tar-Baphon was cast from the heights of Gallowspire, his 

smoldering body still clutching the sliver of the Shield of Aroden as his spirit 
retreated to his phylactery somewhere far beneath the dark tower. The great 
high-priest Narthoc, most blessed of Aroden, stepped forward past the wounded 
General Arnisant and drew down the three great seals fashioned on high, saying 
unto his hosts: “Take these seals far from these dead lands, into the world of the 
living where the undead cannot venture. May they pass beyond the immortal sway 
of this imprisoned tyrant, so that he may never come forth again.”

—Penned recollections of the squire Adolfus Drusilliath, 3827 ar
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Cathedral, he struck upon the idea for a grand 
experiment. History had already shown that, when 
exposed to certain ideas, events, settings, and 

magics, Tar-Baphon had possessed the potential to 
reshape the world. What then would occur 

if a modern inheritor of the lich-king’s 
blood was subjected to the exact same 

ideas, events, and magics? Would it not 
follow that the heir would produce the 

same result as the ancestor? What if Adivion 
himself could recreate the Whispering 
Tyrant, and in so doing gaze into the mind 

of a force that rivaled even the gods? With such a dark 
muse—one indebted to him for its very existence—could 
he not emulate that same path to world-shaping might?

Over the next several years Adivion launched fully 
into his experiment, courting the Whispering Way and 
seducing its leaders with the promise of the resurrection 
of their most famed alumnus. At the same time, Adivion 
delved into the blasphemous secrets of lichdom, taking 
the difficult and unheard of path of researching not his 
own individual path to undeath, but another’s. After years 
of investigation, his delving, both scholarly and arcane, 
bore strange fruit: whispers from beyond death, a verse 
spoken from the spaces between death and the afterworld 
that formed the formula to an undying apotheosis, which 
Adivion dubbed the Carrion Crown. 

With this knowledge, the proper components, and 
grim allies in the Whispering Way to assist him, Adivion 
Adrissant set his plan in motion—a plot to transform one 
of the lords of Ustalav, an heir to a profane legacy, into a 
resurrection of the Whispering Tyrant himself—and 
through the arch-lich reborn, to recreate Golarion into a 
world worth having a place in.

Adventure Background
Born to a life of privilege in Ustalav’s former capital city of 
Ardis, Adivion Adrissant was destined for greatness. His 
family spared no expense on his education, enrolling him 
in Caliphas’s highly prestigious academy at the Quarterfaux 
Archives. Handsome, cunning, and cultured, Adivion 
hungered for knowledge, but soon found himself bored 
in his studies, which left him dispirited and melancholy. 
The young scholar should have wanted for nothing, but 
by the age of 20 had dismissed structured academia as 
unchallenging, romance as little more than a distraction, 
and religion as a fool’s errand. Inspired by the nihilistic 
poetry of Krait, Perry, and Vhaags, the young 
man left Ustalav to explore the cultures of 
Golarion in hopes of staving off his malaise, 
only to return to his family’s holdings years 
later as disappointed as when he first left.

Growing ever more morbid in his 
fascinations, Adivion began explorations into 
the hereafter; he spend years acquiring dusty 
relics from forgotten museum collections, 
communing with spirits in secret seances, 
and delved into the study of necromancy, 
focusing his admiration on Tar-Baphon, the 
Whispering Tyrant. In researching the life 
and undeath of Golarion’s most wretched 
conqueror, Adivion felt kinship for a genius 
burdened by the weight of a worthless 
world, and whose supreme intellect and 
ambition allowed him to defy even death 
in the pursuit of reshaping Golarion into 
an existence worth experiencing. Soon, Adivion’s tireless 
research consumed him, and his acquisition of relics of 
the lich’s rule drained his family’s coffers. Well aware of 
previous futile attempts to physically liberate Tar-Baphon 
from his prison, Adivion sought some alternate path 
that might allow the Whispering Tyrant to return to the 
waking world. 

Through his obsessive research, Adivion soon found 
that Tar-Baphon had sired at least one child while alive, 
and most importantly, that the Tyrant’s increasingly thin 
bloodline reached all the way through the millennia to 
modern Ustalav—and in fact, Count Lucinean Galdana 
of Amaans was a direct, living heir of the Whispering 
Tyrant. Hoping that some inspirational spark of Tar-
Baphon’s genius had somehow survived the ravages of 
time and breeding, Adivion traveled to Willowmourn 
for an audience with the Count, only to be utterly 
disappointed in the aging fop he found waiting there.

It was on the return trip to Ardis that the seeds of 
inspiration—or madness—took root in Adivion’s mind. 
Witnessing a rite of metaphorical rebirth—the Procession 
of Unforgotten Souls—outside Kavapesta’s Cryptgate 

Advancement Track
Characters should be 13th level when they begin 
“Shadows of Gallowspire.” If they haven’t quite reached 
13th level, consider attacking the PCs with minions of the 
Whispering Way while they are still in Caliphas, staging 
more encounters on the overland journey through 
Virlych, or steering them toward more witchgates as they 
attempt to cross the Hungry Mountains. The PCs should 
reach 14th level before they enter the catacombs below 

Renchurch, and should be 15th level before they travel 
to Gallowspire for the final confrontation. “Shadows 

of Gallowspire” uses the medium XP track.

Shadows of Gallowspire
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Adventure Summary
With the components of the Carrion Crown elixir now 
assembled, the cultists of the Whispering Way have 
kidnapped Count Lucinean Galdana and f led across the 
Hungry Mountains, delivering both to their headquarters 
at Renchurch after escaping through the treacherous 
witchgates of Virlych. The PCs must quickly follow them, 
traveling through the ghost-plagued county to Renchurch, 
and encountering deadly necrotic storms, vicious f lora 
and fauna, and a patrol of knights from Lastwall with 
misguided intentions toward a captured “witch.” 

The PCs arrive at the ruined monastery of Renchurch, 
which conceals the cloaked cult members of the 
Whispering Way, predatory undead horrors, and pervasive 
whispers haunting the catacombs below. Facing the cult’s 
minions, the party must infiltrate the monastery’s bladed 
cathedral to finally rescue Count Galdana before the cult 
finishes preparing him for his transformation into the 
new Whispering Tyrant.

With Galdana safe, the PCs head to Gallowspire to 
finally confront Adivion Adrissant, the instigator of the 
plot and the leader of the Whispering Way. The PCs must 

carefully navigate the deserted streets of the necropolis-
city of Adorak to reach Gallowspire itself, encountering 
the undead dragon Marrowgarth and rescuing the 
innocent prisoners the ravener kills for power. Finally, the 
PCs must scale the towering spire, evading ancient traps 
and guardians to reach the tower’s apex, only to find that 
Adivion has consumed the Carrion Crown elixir himself, 
transforming into a powerful undead abomination called 
a forsaken lich. He stands resolutely atop Gallowspire, 
burning with arcane and necromantic energy, ready to 
destroy the PCs, and then the world, if not stopped.

Part One: Over the Hungry 
Mountains
As the adventure begins, the PCs should be aware of the true 
nature of the Whispering Way’s Carrion Crown formula for 
creating a lich from an unwilling target, and that this target 
is not Prince Aduard Ordranti, but Count Lucinean Galdana 
of Amaans, whose blood holds the potential to create a new 
Whispering Tyrant. If the PCs did not receive Ramoska 
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Arkminos’s letter at the end of “Ashes at Dawn,” their allies 
in Caliphas—likely Abraun Chalest or Edjureus Modd in the 
Esoteric Order of the Palatine Eye—can give them the same 
information. Adivion Adrissant and the Whispering Way 
have taken Count Galdana across the Hungry Mountains 
into the wastelands of Virlych. While the PCs know their 
likely destination—the cult’s headquarters in the ancient 
monastery of Renchurch—discerning the cultists’ exact 
whereabouts is another matter entirely. The cultists cast 
mind blank on Galdana every day, and any attempts to scry 
on the count are doomed to failure. Adivion himself is little 
more than a name at this point, and the Whispering Way’s 
organization into isolated cells makes it hopelessly difficult 
to divine the whereabouts of the captured count 
by other means. The PCs have little choice 
but to pursue the cultists and penetrate 
the walls of Renchurch if they hope 
to stop the cult before the ceremony 
to transform Galdana into a new 
Whispering Tyrant is complete.

Travel through Virlych
Although Renchurch only lies some 
200 miles from Caliphas, traveling 
to the black monastery is not an easy 
proposition. The blasted wasteland 
of Virlych sits like a putrid patch 
of decaying f lesh sutured to the 
western arm of Ustalav. The 
terrain of Virlych is uninviting at 
best, and hostile at worst. Anchored to the 
northwest and southeast by ancient, stunted 
forests of twisted trees and malevolent creatures, these 
regions grudgingly give way to the Hungry Mountains, 
which erupt from the plains like rotten teeth on a cankerous 
jawbone. Polluted rivers carve deep valleys throughout the 
range, draining the melting winter runoff of the highest 
peaks into churning cisterns of gray water that stink of 
maggoty rot. Game is scarce, but unnatural creatures thrive 
in the cursed realm. Fell magics still writhe and pulse 
across the dead wastes, remnants of Tar-Baphon’s bony 
death grip on the land that he refuses to relinquish even 
after centuries of imprisonment. East of the Mesmos and 
Barrow Run rivers, violent, seemingly malicious weather 
plagues the Hungry Mountains. West of these rivers, bruise-
colored clouds perpetually crown the mountains with sly 
malevolence, seemingly driven by the imprisoned will of the 
Whispering Tyrant himself. PCs traveling through Virlych 
should encounter both deadly inhabitants and treacherous 
weather during their journey. For more detail on these 
hazards, see page 81 in this volume’s Bestiary.

The PCs may elect to make an overland journey, nipping 
at the heels of Galdana’s captors. The journey across the 

county of Caliphas is easy because of the well-maintained 
roads that wind their way through the region’s fields and 
peat farms. Once they cross the Carabosse River, however, 
the perpetual overlay of low storms and supernatural 
lightning f lashes warn trespassers of the Hungry 
Mountains’ dangers. PCs who take this route on horseback 
can reach Virlych’s borders from Caliphas in approximately 
2 days, or 4 days on foot. The overland journey from 
the Carabosse to Renchurch takes approximately 5 days 
mounted or 10 days by foot, though the terrain exposes 
the PCs to great risks in the forms of haunts, storms, 
and dangerous creatures. Of course, the use of magic can 

shorten this duration significantly.
More likely, the PCs will attempt to use 

magical transportation to reach Renchurch. 
However, ancient wards placed by Tar-Baphon 

around Virlych divert most teleportation 
attempts toward nearby witchgates, stranding 

the PCs in the wilds of the Witchgate 
Forest or the Hungry Mountains 
(see below). Regardless of how the 
PCs travel, however, the cultists 

of the Whispering Way should 
arrive at Renchurch with Count 
Galdana ahead of the PCs.

The following sections 
outline encounters that 
the PCs can face on their 
journey through Virlych 
to Renchurch. If the PCs 

are traveling overland, these 
encounters should be placed 
in the PCs’ path to explore or 

ignore as they wish. If the PCs attempt magical travel, the 
witchgates automatically provide challenging obstacles for 
the PCs, and you can insert the Knights of Ozem encounter 
as the PCs travel overland from one witchgate’s f ield of 
inf luence to another. 

Nevertheless, the PCs should be allowed to make their 
own way to Renchurch, and if they come up with some 
solution that avoids both slow overland travel and the 
witchgates during their journey through Virlych, they 
should be allowed to do so. In this case, some of the 
encounters can be moved to Renchurch or Adorak, or to 
the journey between the two.

Witchgates
Long ago, Tar-Baphon placed a number of dimensional 
anchors known as witchgates to shield his capital from 
magical invasion, distorting the magical ley lines that 
normally guide extradimensional travelers so that they 
displace invaders toward the heavily defended gates. 
The Whispering Way has long known the secret of these 

Shadows of Gallowspire
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witchgate. When travelers appear in the arch, the trees 
use their hallucinatory spores ability to trick trespassers 
into believing they are normal trees, giving intruders a 
single round to utter a password or identifying sign before 
attacking with their vines. 

Advanced Hangman Trees (6)	 CR 8
XP 4,800 each
hp 100 each (Pathfinder RPG Bestiary 2 152, 292)

Development: Attempts to teleport after leaving a 
witchgate grove are redirected to the next witchgate at the 
Wyrmway Smear (area B).

B. Wyrmway Smear (CR 13)

A dark rut smears its way below a craggy peak, gray bits of 
rotting ichor gouging a trail of decayed filth leading up to a 
dark cave mouth. Flies buzz around the cavern opening as if 
drawn to the rotten, dying breath of this old mountain. 

A well-worn, ichor-covered trail carved into the 
mountain’s bedrock gives this site its name. The 
witchgate itself forms the arch of the cave mouth; within, 
a 40-foot-wide cave extends 100 feet into the mountain, 
providing shelter for Whispering Way cultists traveling 
extradimensionally across Virlych’s borders. A DC 16 
Survival check determines that the smeared path outside 
was created by a massive lizardlike creature with clawed 
forelimbs and no rear legs, gouged into the mountainside 
by the rotting mass of the creature’s dead weight. 

Creature: A crippled crag linnorm scavenger named 
Hagmouth lairs in this cavern, a degenerate and filthy 
creature who lost most of his tail in battle with his rival, 
the umbral dragon Sicnavier. The wound has never 
healed, leaving little more than a perpetually rotting and 
infected stump that Hagmouth must drag along behind 
him. Hagmouth jealousy guards his lair, oftentimes 
hostile even to the cultists appearing at the entrance of his 
lair, and attacks any creature foolish enough to trespass 
through his domain. 

Hagmouth	 CR 13
XP 25,600
Male variant crag linnorm (Pathfinder RPG Bestiary 190)
CE Gargantuan dragon 
Init +7; Senses darkvision 120 ft., low-light vision, scent, true 

seeing; Perception +22
Aura stench (30 ft., DC 22, 10 rounds)
Defense

AC 28, touch 9, flat-footed 25 (+3 Dex, +19 natural, –4 size)
hp 172 (15d12+75); regeneration 10 (cold iron)
Fort +16, Ref +12, Will +13
Defensive Abilities freedom of movement; DR 15/cold 

portals, and cleverly guards them to waylay unsuspecting 
dimension-hoppers.

Witchgates function as permanent variant teleport 
traps (The Inner Sea World Guide 296), radiating their 
misdirecting inf luence throughout an area approximately 
20 miles in radius. All long-range teleportation (including 
shadow walk, teleport, greater teleport, teleportation circle, 
and transport via plants spells) into or out of Virlych are 
initially redirected toward Virlych’s outermost witchgate 
groves (area A), regardless of the intended destination, 
though short-range teleportation spells such as dimension 
door are exempt from this effect. Once a creature has 
left a witchgate’s area of effect, additional attempts at 
teleportation shunt the caster and all accompanying 
creatures to another witchgate—either the next closest gate 
or an entirely random one, at your discretion.

A caster attempting to teleport into or out of a witchgate’s 
area of effect can make a DC 20 Will save to resist the 
effect; if the save is successful, the creature simply doesn’t 
teleport at all—either to the intended location or to the 
witchgate itself (but the use of the teleport effect is still 
consumed). A DC 27 Knowledge (arcana) check allows a 
caster to identify the presence and effects of a witchgate, 
but does not reveal the location of the next witchgate in the 
sequence. Once aware of a witchgate’s properties, a DC 35 
Spellcraft check coupled with detect magic enables a caster 
to determine the borders of a witchgate’s area of effect.

Each time a caster is redirected to another witchgate, 
she must succeed at a DC 30 caster level check to avoid 
an intense sensation of vertigo that spreads like a disease 
among dimensional travelers. On a failed check, all 
creatures accompanying the caster must make DC 25 
Fortitude saves or become sickened for 1d6 rounds upon 
arrival at the witchgate. The DC for the caster level check 
increases by +2 for each additional witchgate the caster 
attempts to reach with a single casting.

A. Witchgate Grove (CR 13)

A gem-encrusted arch made of bleached bones stands on a 
patch of scorched ground, surrounded by withered oaks. Sickly 
ravens perch on crooked branches, their hoarse cries echoing 
in the still air.

Druidic groves once nurtured this forest, but Tar-
Baphon’s presence tainted the woods and distorted the ley 
lines the groves once protected. Now used by teleporting 
Whispering Way cultists visiting Renchurch, this grove 
and others like it divert all extradimensional travelers 
attempting to penetrate Virlych’s borders and give the 
Witchgate Forest its name.

Creatures: Six carnivorous hangman trees protect 
this site, evenly spaced approximately 15 feet from the 
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iron; Immune curse effects, fire, mind-affecting effects, 
paralysis, poison, sleep; SR 25

Offense

Speed 30 ft., fly 50 ft. (clumsy), swim 30 ft.
Melee bite +23 (2d8+12/19–20 plus poison), 2 claws +23 (1d8+12)
Space 20 ft.; Reach 20 ft.
Special Attacks breath weapon (120-ft. line, 15d8 fire damage, 

Reflex DC 22 half, usable every 1d4 rounds), death curse
Tactics

During Combat Hagmouth uses his breath weapon on 
opponents before attacking with his claws and poisoned 
bite. He clumsily takes to the air if surrounded, attempting 
to scatter foes with his breath weapon before landing to 
attack again.

Morale Hagmouth has not survived as long as he has by 
foolishly throwing away his life in battle. If reduced to fewer 
than 70 hit points, he flees.

Statistics

Str 34, Dex 16, Con 21, Int 5, Wis 18, Cha 21
Base Atk +15; CMB +31; CMD 44 (can’t be tripped)
Feats Blind-Fight, Cleave, Combat Reflexes, Great Fortitude, 

Improved Bull Rush, Improved Critical (bite), Improved 
Initiative, Power Attack

Skills Fly +7, Perception +22, Swim +38
Languages Aklo, Draconic, Necril
Special Abilities

Poison (Ex) Bite—injury; save Fort DC 22; frequency 1/round 
for 10 rounds; effect 2d6 fire damage and 1d4 Con drain; 
cure 2 consecutive saves.

Treasure: Though filthy with gray purulent discharge, 
the linnorm’s treasure trove is extensive after years of 
careful negotiations with the Whispering Way. The hoard 
is hidden near the cavern’s rear and contains a suit of 
dragonhide plate, a f lame tongue, two potions of inf lict serious 
wounds, a scroll of teleport, a scroll of control water, a wand of 
cure critical wounds (12 charges), 2,405 gp, and 1,980 sp.

Development: Attempts to teleport after leaving the 
Wyrmway Smear are redirected to the next witchgate at the 
Witherleaf Barrows (area C).

The Knights of Ozem (CR 12 or 10)
If the PCs are traveling magically through the witchgates, 
they should be redirected to a barrow on the outskirts 
of Witherleaf (area C), where they encounter the Knights 
of Ozem before the ruined village. If PCs are traveling 
overland, they should encounter the knights about half a 
day’s travel from Witherleaf. In either case, this encounter 
provides the PCs with the opportunity to rescue Lacramoria 
(see below) before venturing into the village with her.

Fog engulfs a makeshift camp on the hard, black soil of the 
moor here, centered around a smoky, guttering fire.

The Knights of Ozem have kept constant vigil over 
Virlych since Tar-Baphon’s fall, and do not suffer intrusion 
lightly. Riding out of Lastwall to the southwest, these 
knights patrol the twisted wastelands of Virlych in search 
of undead horrors or those who would treat with them.

Creatures: A patrol of four Knights of Ozem have made 
camp here. Sir Garvis Karst, a proud and sober-faced man 
of some 56 winters, leads the knights, consisting of Miras 
Barnholdt, a tall, lean man with a drooping mustache; 
Filip Andreve, a silent, brooding man with long blond hair 
in his late thirties; and Anca Viorica, a comely yet severe 
raven-haired woman with no more than a score of years 
behind her.

The patrol recently captured a “witch” they discovered 
caged in a Varisian caravan while investigating rumors of an 
evil witch coven. Suspecting that the woman was possessed, 
and despite the Varisians’ protests, the paladins apprehended 
the crone. Her family’s claim that her demonic inf luence 
was “protecting them from a greater evil” only confirmed 
the patrol’s fears, and though they were able to detect some 
evil presence within the woman (through detect evil), they do 
not have the ability to exorcise whatever is possessing her. 
The knights are now taking her to the Cathedral of Sancta 
Iomedaea in Vigil for help in exorcising the demon. 

Cradled by mists, the withered crone lies bound on the 
ground nearby, her sagging limbs contorted at painful 
angles by bloody manacles staked to the ground with a short 
chain. Limp gray hair barely conceals her naked frame, and 
her worn face holds a perpetual sneer. Her eyes smolder 
with faint yellow pinpoints that leak sulfuric fumes, and a 
low, animalistic growl escapes her rapidly heaving chest.

The captured “witch,” Lacramoria, is a simple fortune-
teller, although when a powerful leukodaemon called Xyssas 
offered to protect her caravan from the rampages of the 
ravener Marrowgarth (see area G2) in exchange for passage 
through Virlych, she allowed the daemon to possess her 
body. The caravan did not encounter Marrowgarth before 
the Knights of Ozem captured Lacramoria, so there is no 
way to know if the daemon could truly protect the Varisians, 
but since her capture at the hands of the paladins, Xyssas 
has refused to relinquish control of Lacramoria’s body. Now 
the daemon bides his time, planning to use Lacramoria’s 
capture to infiltrate Vigil in hopes of scouring the city with 
plague upon his arrival there. 

The Knights of Ozem are aggressive and suspicious of 
foolish trespassers. The paladins resent the PCs’ intrusion, 
drawing their weapons and demanding that the PCs lay 
down their arms and leave Virlych under armed escort. 
The knights begin with a hostile attitude, though a DC 28 
Diplomacy check changes this attitude. The presence of a 
paladin or cleric of a good-aligned deity in the PCs’ party 
grants a +5 bonus on this check. Failing this check by 5 or 
more results in immediate attack by the knights unless the 
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PCs take desperate measures to assure the paladins of their 
good nature. The following paragraphs outline the knights’ 
actions, depending on the PCs’ Diplomacy check result. 

Hostile: The knights threaten the PCs with arrest. If 
they fail to lay down their arms and be escorted to trial, 
the knights immediately attack. Good-aligned PCs should 
realize that these paladins take their responsibilities 
seriously, and are fulfilling their duty to police this land. 
Killing the knights outright is morally questionable at best, 
and PCs who manage to subdue the patrol without killing 
any of the paladins should receive the full experience reward 
for their wisdom. Showing such mercy shifts the paladins’ 
attitude to indifferent once the conf lict is resolved. 

Unfriendly: The paladins stop short of attacking but still 
threaten arrest if the PCs refuse to leave Virlych immediately. 
They warn of a powerful new presence that hungers for 
f lesh, and claim that while travelers here are rare enough, 
recent smoke on the horizon points to some dread presence, 
which they blame on their prisoner. The knights decline any 
offers of assistance and refuse to provide any information 
about their prisoner. Any interference in their duty shifts 
the paladins’ attitude to hostile. 

Indifferent: The patrol is dubious of the PCs’ intentions, 
but the knights agree to share their fire with the PCs for the 
evening. Miras explains that the crone is a witch, discovered 
caged among her own people. The knights believe she is 
possessed (he points out the “f lames of Hell” burning in 
her eyes) and are taking her to Vigil to be exorcised, as they 
lack the means to perform an exorcism themselves. If the 
PCs can help with an exorcism, the knights’ attitude shifts 
to friendly.

Friendly: The knights believe the PCs’ true intentions 
warrant an exception to their laws, and allow them to pass 
freely. They reveal that Lacramoria is a fortune-teller from 
a Varisian caravan who became corrupted by the land’s sour 
magic. She is clearly possessed, and was in fact imprisoned 
by her own people, from whom the knights took her to save 
her, despite her people’s protests and claims of needing 
her protection. 

Helpful: The paladins are inspired by the party’s mission 
and comprehend the immediacy of the PCs’ goals, aiding 
the party in whatever way they can without neglecting 
their sacred duties. They still must take Lacramoria to 
Vigil as soon as possible, however, unless the PCs can help 
the crone by performing an exorcism.

PCs who investigate the bound “witch” Lacramoria can 
make a DC 25 Knowledge (planes) check, recognizing the 
animalistic growls, wrenched limbs, and sulfuric fumes 
as reliable indicators of possession, as are the indigestible 
materials such as eggshells, small bones, and other debris 
that she vomits forth every few minutes. Detect evil reveals 
contradictory information about Lacramoria when cast 
(itself an indicator of possession), but the spell does provide 

a +5 bonus on the Knowledge check to definitively identify 
possession. If needed, you can the use the Fortune-Teller 
stat block on page 299 of the Pathfinder RPG GameMastery 
Guide for Lacramoria.

Trapped in Lacramoria’s body, the daemon Xyssas cannot 
use his body or abilities, but neither can he be harmed. He 
can be expelled from Lacramoria’s body with banishment, 
dismissal, or dispel evil, but these spells do not force the daemon 
to return to his home plane, instead causing him to manifest 
in his true form next to his former host. More information 
on possession can be found in Pathfinder Adventure Path #28, 
but these rules are not necessary to run this encounter. 
Xyssas carefully watches negotiations between the PCs and 
his captors. If the knights attempt to arrest the PCs, the 
leukodaemon chooses a good moment when both sides are 
distracted to exit Lacramoria’s body and spew forth a cloud 
of biting insects with its breath of f lies ability before f lying 
forth to attack. If unwillingly forced out of his host, Xyssas 
immediately attacks his tormentors, fighting to the death.

Knights of Ozem (4)	 CR 8
XP 4,800 each
Human paladin of Iomedae (undead scourge) 9 (Pathfinder 

RPG Advanced Player’s Guide 117)
LG Medium humanoid (human)
Init +1; Senses Perception +3
Aura courage (10 ft.), life* (10 ft.)
Defense

AC 21, touch 11, flat-footed 20 (+10 armor, +1 Dex)
hp 90 each (9d10+36)
Fort +11, Ref +7, Will +8
Immune charm, disease, fear
Offense

Speed 20 ft.
Melee +1 bastard sword +14/+9 (1d10+5/17–20) or

mwk lance +13/+8 (1d8+4/×3)
Ranged +1 throwing axe +11 (1d6+4)
Special Attacks channel positive energy (DC 17, 5d6), smite 

evil* (+3 attack and AC, +9 damage)
Paladin Spell-Like Abilities (CL 9th; concentration +12):

At will—detect evil
Paladin Spells Prepared (CL 6th; concentration +9)

2nd—bull’s strength, resist energy
1st—bless, detect undead, divine favor

Tactics

During Combat The knights activate their divine bond ability 
to add the flaming burst property to their bastard swords. If 
they have time, they cast bull’s strength and divine favor, and 
use smite evil against evil foes.

Morale Sworn to defend Lastwall from the horrors of Virlych, 
the knights fight to the death.

Statistics

Str 16, Dex 12, Con 14, Int 10, Wis 8, Cha 16
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Base Atk +9; CMB +12; CMD 23
Feats Cleave, Great Cleave, Improved Critical (bastard sword), 

Power Attack, Toughness, Weapon Focus (bastard sword)
Skills Diplomacy +10, Handle Animal +8, Heal +4, Knowledge 

(nobility) +5, Knowledge (religion) +5, Perception +3, Ride +7,  
Sense Motive +4, Spellcraft +4

Languages Common
SQ divine bond (weapon +2, 2/day), divine grace, lay on hands 

(4d6, 7/day), mercies (cursed, fatigued, shaken)
Gear +1 full plate, +1 throwing axe, +1 bastard sword, 

masterwork throwing axe, masterwork lance, silver holy 
symbol of Iomedae, heavy horse with military saddle

* See the Advanced Player’s Guide.

Xyssas	 CR 10
XP 9,600
Advanced leukodaemon (Pathfinder RPG Bestiary 2 68, 292)
hp 135

Development: If the PCs defeat Xyssas, Lacramoria 
awakens and expresses her gratitude for the exorcism, 
but she fears for her family’s safety. She frantically begs 
the PCs to accompany her to the nearby Witherleaf 
Barrows in hopes of saving her caravan, only to find 
that they have already fallen victim to Marrowgarth 
(see area C).

Story Award: If the PCs manage to successfully 
negotiate with the Knights of Ozem, award them 
experience equal to a CR 12 encounter, as if they had 
defeated the knights in combat.

C. Witherleaf Barrows (CR 12)

The blackened remains of an old village burned centuries ago 
dot the landscape between large earthen mounds. Many of 
these barrows have been excavated or have collapsed, and the 
once-sealed entrances of several of these tombs have been 
sundered open. Smoke still rises from the charred remnants 
of almost two dozen Varisian wagons scattered haphazardly 
among the mounds.

Once a small village protecting the graves of its 
inhabitants’ respected ancestors, the town of Witherleaf is 
now little more than crumbling stone foundations and the 
occasional brick chimney still standing amid the burial 
mounds. The barrows once held the bodies of heroes from 
a war forgotten even before the Whispering Tyrant’s rise, 
but when the blight of Tar-Baphon corrupted those buried 
within, the villagers dug up the barrows to destroy their 
fell inhabitants. Since then, no plants or crops have grown 
here, giving the village its name, and the skeletal arch 
of a witchgate stands like a grim monument to the fallen 
princes once buried here.

Most recently, a Varisian caravan stopped here to camp 
among the barrows, but the Knights of Ozem chanced upon 
them and their caged wise-woman. Unswayed by the appeals 
of her family, whose explanations only further confirmed 
their belief of evil inf luence, the knights detained the 
“witch” on suspicion of demonic possession, intending to 
bring her to Vigil (see The Knights of Ozem on page 11). 
Soon after, the caravan fell victim to the patrolling ravener 
Marrowgarth (see area G2). Those who weren’t immediately 
slain were imprisoned in bladed cages of iron and brought 
to Adorak to fuel the undead dragon’s soul ward (see area 
G3). A DC 20 Survival check while inspecting the site 
reveals the chaos of a hopeless battle between humans and 
a large skeletal creature, which left strange scorch marks 

containing a residue of eldritch, negative energy.
Creatures: The danger of the ravener is past, 
but dangerous hags haunt these hills. The 
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smoldering caravan has attracted the attention of a special 
coven—a night hag named Druinnaz and her spectral 
witchfire sisters—who now lurk in ambush, hoping the 
smoke will also attract curious onlookers they can prey 
upon. When the PCs arrive, the hags lurk invisibly among 
the barrow mounds. As the PCs search the ruined village 
and destroyed caravan, the coven casts control weather to 
cause the weather to quickly shift to a poltergeist storm (see 
page 81). As the storm approaches, the coven casts animate 
dead to create 18 zombies from old corpses gathered within 
the barrows, changing their appearance with veil to appear 
as ragged, weary Varisian survivors seeking aid to fool the 
party into complacency.

Druinnaz	 CR 9 
XP 6,400
Night hag (Pathfinder RPG Bestiary 215)
hp 92 
Tactics

During Combat Druinnaz and her incorporeal sisters attack 
from atop a high barrow, attempting to weaken foes with 
waves of exhaustion, bestow curse, and fire storm.

Morale The coven fights to the death.

Witchfires (2) 	 CR 9 
XP 6,400 each
hp 115 each (Pathfinder RPG Bestiary 2 284)
Coven Spell-like Abilities (CL 9th)

At will—animate dead, baleful polymorph (DC 18), bestow 
curse (DC 17), blight (DC 17), charm monster (DC 17), 
clairaudience/clairvoyance, commune, control weather, 
dream, forcecage, mind blank, mirage arcana (DC 18), 
reincarnate, speak with dead, veil (DC 19), vision

3/day—create undead, fire storm (DC 21), nightmare (DC 18), 
waves of exhaustion (DC 20)

Treasure: Most of the barrows’ treasure and burial 
accoutrements have long since been looted, but some 
wealth does remain among the mounds. Half an hour of 
searching and a successful DC 25 Perception check reveals a 
number of small items made of precious metals—amulets, 
combs, rings, and other similar mementos—worth a total 
of 1d6×100 gp. For each point by which the PCs exceed this 
DC and each additional half hour they spend searching, 
they recover additional items worth 1d6×100 gold pieces, 
to a maximum value of 6,000 gp total. If the PCs rescued 
Lacramoria and the coven, the fortune-teller recovers a 
gauntlet of rust from a ransacked barrow, warning the PCs 
that if they travel between dimensions to reach Renchurch, 
“deadly bars of iron and piercing shrieks await, striking 
cold the hearts of men,” a clue to the iron cage and banshee 
that protect Renchurch from extradimensional travelers 
(see area D1).

Development: Attempts to teleport after leaving the 
Witherleaf Barrows are redirected to the next witchgate at 
Renchurch’s Rusted Tower (area D1).

Part Two: The Cloisters of 
Renchurch

The ruined remains of old monastery walls break from the dust 
of the Virlych landscape like jagged glass on a dirty barroom 
floor. Several guard towers reach feebly upward, their upper 
levels crumbling away. Only the sharp, bloodstained blades of 
Renchurch Cathedral give any hint that the area is more than 
just a forgotten fragment of an earlier time. 

Nestled among the rough peaks of the western Hungry 
Mountains, the bladed cathedral of Renchurch has 
long been the spiritual heart of the Whispering Way. 
The fortress-monastery is not only a site of pilgrimage 
for those seeking to walk the whispered path, but also 
a protector of relics sacred to the cult and a vault of 
blasphemous knowledge. Within these unhallowed halls, 
scholars, monks, and arcanists silently labor to unlock the 
whispered secrets of the cold embrace of unlife.

Built on the ruins of an ancient Pharasmin abbey, the 
grounds of the Whispering Way’s most famed retreat look 
like a horribly decayed mockery of what might have once 
been beautiful holdings that served the living. The cathedral 
now hosts a disciplined congregation whose unswerving 
devotion and loyalty to the cult are somewhat at odds with 
the self-serving mindset of most Whispering Way adherents. 
Most of the outbuildings are now little more than crumbling 
stone walls and foundations of little use to the cult, inhabited 
only by wayward undead servants, hungry ghouls picking at 
splintered bone, or the trapped souls of murdered crusaders. 
With most of the cult’s attention focused on the ceremony 
in the catacombs below Renchurch, many of these ruins can 
serve as hideouts for PCs recovering from wounds suffered 
in the monastery, though guardians do wander the abbey’s 
grounds, and no place in this cursed temple is truly safe. 
In addition, the guardians of Renchurch Cathedral’s sole 
entrance (area E1) and the barbed devil in the cathedral’s 
belfry (area E3) watch over the abbey grounds, ready to attack 
any interlopers they become aware of.

Renchurch Features
Inhabited by fanatic devotees of undeath, Renchurch is 
a nexus of sacrilegious energies, and the monastery’s 
grounds, cathedral, and catacombs all fall under a powerful 
and permanent unhallow effect. These effects bolster the 
undead inhabitants within Renchurch, granting them the 
effects of magic circle against good. In addition, the DC to 
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resist negative channeled energy gains a +4 profane bonus, 
and the DC to resist positive channeled energy is reduced 
by 4 while within the cursed grounds of the abbey. A hallow 
spell cast within the grounds does not dispel the unhallow 
effect, but does cancel it within the area of the hallow spell.

Certain areas within the monastery are even more 
profane, as they contain powerful shrines to dark gods of 
undeath; these carry a permanent desecrate aura. Most of the 
monastery’s undead inhabitants were created within these 
areas, and are more powerful than other specimens of their 
kind, gaining +2 hit points per Hit Die, a change already 
ref lected in the stat blocks for this adventure. Undead 
creatures encountered in these areas are bolstered to a 
much greater degree than the unhallowed creatures that 
typically wander the halls. A consecrate spell cast in one of 
these areas does counter and dispel the desecrate effect, but 
only temporarily. Such spells suppress the desecrate effect 
for 1d4 rounds, after which the effect returns. In all cases, 
dispelling the desecrate effect does not remove the additional 
hit points gained by creatures created in these areas.

The following two templates are provided to facilitate 
applying the various bonuses from these effects, since the 
PCs may very well counter or dispel these effects in some 

areas as they adventure. The unhallowed creature template 
includes the effects of the unhallow spell and its magic circle 
against good effect, and applies to all undead creatures 
while they are on the grounds of the abbey. The shrine-
blessed creature template includes all of those bonuses 
plus the effects of a shrine-enhanced desecrate spell, and 
applies only in those areas containing desecrated shrines 
(areas E5, E7, E8, F8, F19, and F21). 

Unhallowed Creature (CR +0)
Undead created in Renchurch are more powerful than others 
of their kind. An undead creature only gains the benefits of 
this template while within Renchurch’s unhallow effect.

Quick Rules: +2 def lection bonus to AC vs. good 
creatures; +2 resistance bonus on saving throws vs. good 
creatures; +4 profane bonus to DC to resist channeled 
negative energy.

Shrine-Blessed Creature (CR +1)
Certain areas of Renchurch hold profane altars that bolster 
undead creatures in their presence. An undead creature 
only gains the benefits of this template while within those 
areas warded by desecrate effects.

Renchurch Abbey
1 square = 10 feet

E

D1

D2

D3 D4

D5

D6
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Quick Rules: +2 def lection bonus to AC vs. good creatures; 
+2 profane bonus on saving throws; +2 resistance bonus 
on saving throws vs. good creatures; +2 profane bonus on 
attack and damage rolls; +6 profane bonus to DC to resist 
channeled negative energy.

D1. Rusted Tower (CR 13)

Only a single tower of those fortifications that once stood vigil 
over the monastery remains wholly intact, the broken blades 
adorning its frame disintegrating into rust and discoloring its 
wall with reddish-brown stains. In contrast to these rusted 
implements of war, the stout iron bars of a prison cage rest 
within, a thick gate obstructing easy escape.

This tower holds the final witchgate barring dimensional 
travel through Virlych, and teleporting travelers are 
shunted here to arrive locked in the tower’s interior. 
Otherwise, the PCs may spot this area as they approach 
Renchurch overland. Having pinpointed this nexus of 
Virlych’s corrupted ley lines centuries ago, the Whispering 
Way is well prepared for uninvited trespassers, and the cult 
dutifully maintains the iron cage that imprisons unwary 
extradimensional travelers within this tower.

The tower’s interior is completely enclosed in a cage of 
magically treated iron bars, 2 inches in diameter and spaced 4 
inches apart (hardness 20, hp 120, Break DC 48). The iron gate 
opening onto the abbey’s grounds is similarly treated, as is its 
lock (hardness 30, hp 60, Disable Device DC 40). Both the cage 
and the lock resist magic effects with a +12 bonus on saving 
throws. The prison is vulnerable to magical rust, however, 
and a rusting grasp spell destroys the lock or a significant 
number of cage bars, enabling escape. The Gray Friar, the 
monastery’s undead abbot, holds the only key to the gate.

Creature: This prison’s warden was once its prisoner—a 
betrayed elf adventurer named Caelandlara, now risen as a 
banshee. When trespassers appear in the cage, the creature 
hears their heartbeats and manifests outside the tower’s 
gate to confront them. Those who fail to show proper 
dedication to Urgathoa or produce evidence of the cult’s 
good graces within a round or two of her manifestation are 
subject to her deadly wail. 

Caelandlara	 CR 13
XP 25,600
Unhallowed banshee (Pathfinder RPG Bestiary 2 41 and page 15)
hp 199 

D2. Abbot’s House (CR 12)

Scorched foundations are all that remain of an ancient stone 
house, littered with the charred, blackened bones of the 
Pharasmin monk who suffered a horrific death by fire here.

Once the holy abode of the abbey’s original founder, 
only the old ghosts of the monks burned to death within 
now reside here. 

Haunt: When the PCs enter these ruins, the monks’ 
ghosts form a haunt near the building’s center. The 
resulting fires have a 65% chance of attracting the attention 
of random wandering undead (see page 81).

Conflagration Haunt	 CR 12
XP 19,200
LE persistent haunt (area D2)
Caster Level 12th
Notice Perception DC 27 (to smell burning flesh)
hp 54; Weaknesses susceptible to cold damage; Trigger 

proximity; Reset 1 day
Effect When intruders enter these scorched foundations, the 

spirits of incinerated monks erupt in unholy flames and 
black smoke, damaging occupants as an incendiary cloud 
spell (save DC 22).

Destruction Ten handfuls of the monks’ cremated ashes must 
be recovered and cast into a cold mountain lake.

D3. Corpsewater Pond (CR 13)

Rancid brown sludge collects in this muddy cesspool like pus 
in an open wound. Thick, oily bubbles rise to the surface of the 
pond, releasing noxious fumes and the stench of decay.

Creatures: Living creatures approaching the shore of 
this foul pond draw the attention of eight corpsewater bog 
mummies, unfortunate souls who long ago drowned in 
these waters, and now rise from the depths and attack.

Corpsewater Bog Mummies (8)		  CR 7
XP 3,200 each
Variant unhallowed mummy (Pathfinder RPG Bestiary 210 and 

page 15)
LE Medium undead 
Init +4; Senses darkvision 60 ft.; Perception +10
Aura despair (30 ft., paralyzed for 1d4 rounds, Will DC 17 

negates)
Defense

AC 20, touch 10, flat-footed 20 (+10 natural) (+2 vs. good 
creatures)

hp 95 each (10d8+50)
Fort +5, Ref +3, Will +9; +2 vs. good creatures
DR 5/—; Immune undead traits, Resist fire 10
Weaknesses vulnerable to cold
Offense

Speed 20 ft.
Melee slam +15 (1d8+10 plus swamp crumble)
Tactics

During Combat The mummies surround foes, attempting to 
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infect victims with swamp crumble and drag them into the 
pond to drown.

Morale The mummies fight until destroyed.
Statistics

Str 24, Dex 10, Con —, Int 6, Wis 15, Cha 15
Base Atk +7; CMB +14; CMD 24
Feats Improved Initiative, Lunge, Power Attack, Toughness, 

Weapon Focus (slam)
Skills Perception +10, Stealth +13, Swim +12
Languages Common
Special Abilities

Swamp Crumble (Su) Curse and disease—slam; save Fort DC 
17; onset 1 minute; frequency 1/day; effect 1d3 Dex, 1d3 Con, 
and 1d3 Cha; cure —. Otherwise 
treated as mummy rot, this 
disease causes the victim’s 
bones to become brittle and 
dissolve; upon death, only 
the skin, internal organs, and 
other soft tissues remain. 
A side effect of swamp 
crumble is that the victim’s 
hair becomes tinged with 
red, with light-colored hair 
turning as red as fresh blood 
(Classic Horrors Revisited 44).

D4. Bloodletting 
House (CR 13)
Several gurneys and stained surgeon’s 
tables are pushed to the far corners of 
this room. Broken scalpels, leech cups, 
and other bloodletting instruments 
litter the floor. A heavy, musky scent 
pervades the stale air, and splatters of 
old blood stain the unstable walls. 

The lair of Svoac the Gate Tender 
(see area E1), this old infirmary is 
one of the few buildings on the abbey 
grounds with an intact roof.

Haunt: While the western chamber 
serves as the athach’s sleeping quarters, the 
eastern room hosts a haunt the gatekeeper 
has learned to avoid. 

Gruesome Gurney	 CR 13
XP 25,600
LE persistent haunt (30-ft.-by-40-ft. room)
Caster Level 13th
Notice Perception DC 25 (to feel a momentary faintness, as if 

from loss of blood)

hp 58; Trigger proximity; Reset 1 day
Effect When this haunt is triggered, the image of a phantom 

monk with dozens of leech-cups applied to his torso appears 
on a bloodstained gurney. The monk then explodes in a 
torrent of bloody ichor and thousands of writhing leeches, 
which cover those present and drain their blood. All creatures 
in the room are targeted by a symbol of weakness (save DC 20),  
followed by mass inflict serious wounds (save DC 20).

Destruction The host of so much pain and suffering, the 
gurney itself must be burned to destroy the haunt.

Treasure: A small tool drawer 
below the haunted gurney holds a 
compendium of antiquated medical 
practices and treatments, worth 500 
gp to the right collector.

D5. Skeletal Stables (CR 13)

The ruddy glow of torchlight flickers from behind 
the crumbling stone stalls of this decrepit 
stable. Several carriages and carts clutter 
the grounds outside, the stench of poorly 
concealed corpses wafting from their warped 

and rotten boards.

The Whispering Way still uses these 
ancient stables for their original purpose, 
as evidenced by the parked carriages and 
corpse-carts outside. The carts contain 

the naked, maggot-ridden bodies of six human 
men, their throats slit and their mutilated 

corpses piled in a heap under grimy 
sheets. A speak with dead spell or similar 

divination reveals them to be a patrol 
of soldiers from Lastwall, ambushed 

by cultists in the Witchgate Forest. 
Bloody ichor—obviously not 
from the corpses—pools all 
around the carriages and trails  

into the stable’s interior.
Creatures: Six bloody skeletal 

champion nightmares are kept in 
the stables, their deathless ability 

making them reliable steeds for 
the Whispering Way. Easily controlled 

by many of the cultists (or with the use of 
bone beads; see page 35), the creatures are left 
unfettered and commanded to stand guard 
and attack the living. The Gray Friar’s own 

mount—a dangerous cauchemar nightmare—resides 
here as well. The nightmares (both living and dead) 

attack intruders with wild abandon. 
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Cauchemar 	 CR 11 
XP 12,800
hp 147 (Pathfinder RPG Bestiary 216)
Tactics

Morale If reduced to 70 hit points or fewer, the cauchemar 
flees using plane shift, returning an hour later in case its 
master needs it.

Nightmare Mounts (6)	 CR 6
XP 2,400 each
Unhallowed bloody skeletal champion nightmare (Pathfinder 

RPG Bestiary 216, 251, 252 and page 15)
NE Large undead (extraplanar)
Init +7; Senses darkvision 60 ft.; Perception +10
Defense

AC 19, touch 12, flat-footed 16 (+5 armor, +3 Dex, +2 natural, 
–1 size) (+2 vs. good creatures)

hp 76 each (8d8+40); fast healing 4
Fort +4, Ref +5, Will +7; +2 vs. good creatures
Defensive Abilities channel resistance +4, DR 5/bludgeoning; 

Immune cold, undead traits
Offense

Speed 30 ft., fly 60 ft. (good)
Melee bite +10 (1d6+5), 2 hooves +5 (1d6+2 plus 1d4 fire)
Space 10 ft.; Reach 5 ft.
Special Attacks smoke (DC 16)
Spell-Like Abilities (CL 6th; concentration +8)

1/day—plane shift (self plus 1 rider only)
Tactics

Morale The nightmare mounts fight until reduced to 0 hit 
points, but rejuvenate 1 hour later if not properly destroyed.

Statistics

Str 20, Dex 17, Con —, Int 13, Wis 13, Cha 14
Base Atk +6; CMB +12; CMD 25 (29 vs. trip)
Feats Alertness, Improved InitiativeB, Improved Natural Attack 

(bite), Run, Toughness
Skills Fly +12, Intimidate +13, Knowledge (planes) +5, Knowledge 

(religion) +8, Perception +10, Sense Motive +10, Stealth +6
Languages Abyssal, Infernal
SQ deathless
Gear scale mail barding

Treasure: A DC 20 Perception check made while 
searching the two carriages produces a +1 undead bane 
heavy crossbow and 20 silver crossbow bolts.

D6. Cemetery (CR 12)

Uprooted gravestones and old bones jut from the earth like 
broken teeth, the gravestones’ markings long since worn away.

Though one might guess this to be the most likely  
location on the abbey grounds to contain undead minions, 

this old monk’s graveyard is surprisingly still. Few bodies 
remain below the tilled earth, the inhabitants of Renchurch 
having long plundered the boneyard of any usable corpses 
for animation as undead minions. 

Haunt: The disturbed earth still holds a grudge for this 
ancient grave robbery, however, and manifests as a dangerous 
haunt when living creatures wander the cemetery grounds.

The Hungry Earth	 CR 12
XP 19,200
CE haunt (area D6)
Caster Level 12th
Notice Perception DC 29 (to feel the ground shifting)
hp 24; Trigger proximity; Reset 1 hour
Effect When this haunt is triggered, deep, yawning graves open 

in the earth beneath the feet of intruders, functioning as 
an earthquake spell cast on open ground (save DC 15 or 20). 
Victims who fall into the graves remain buried as normal 
unless recovered or able to free themselves from the earth.

Destruction The remaining bones here must be reburied and 
the gravestones set upright to settle this aggressive haunt.

E. Renchurch Cathedral

In the center of the monastery’s grounds, the cathedral of 
Renchurch sits perched on a scabby crust of crumbling rock, 
the black spines of its blood-soaked blades spearing into the 
stormy sky. 

The cathedral’s exterior walls are constructed in grand 
gothic style, and though they appear ruined and even 
collapsed in places, they are deceptively strong, constructed 
of magically treated reinforced masonry. The outer walls 
are 3 feet thick (hardness 16, hp 1,080, Break DC 65), all 
inner walls are 1 foot thick (hardness 16, hp 360, Break DC 
55), and both resist magic effects with a +12 bonus on saving 
throws. The outer walls incorporate tens of thousands of 
broken blades from fallen foes and siege engines into their 
construction, and can only be safely climbed with a DC 30 
Climb check. Failure by 4 or less results in a dangerous 
slip on the blades that deals 1d6 points of damage, while 
failure by 5 or more results in 2d4 points of damage and a 
fall from whatever height was attained. Inner walls in the 
upper monastery are 15 feet high unless otherwise noted, 
and have a Climb DC of 25.

Doors are made of stained iron and can be locked from 
the inside (hardness 10, hp 60, Break DC 28, Disable Device 
DC 30). Doors are rarely locked within the cathedral, 
but the Gray Friar holds keys to all of the locks. Smooth 
f lagstone f loors cover the entirety of the upper level, 
and the slick, steeply-angled roofs are constructed of 
stout timbers with thick lead sheeting bolted over them 
(hardness 10, hp 60, Break DC 25, Climb DC 35). 
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Renchurch Cathedral is entirely windowless, with even 
the collapsed portions fortif ied to block the intrusion 
of daylight. Most rooms are lit with continual f lames (CL 
12th) emanating from the eyes of skulls or other suitably 
macabre icons, providing dim light. In addition, the thick 
walls, lead-sheeted roofs, and iron doors of the cathedral 
block most detect spells.

Profane Aura: Overwhelmed with undeath, the aura of 
Renchurch Cathedral and its catacombs overpowers spells 
such as detect evil and detect undead, and such spells get no 
results. A PC attempting to cast one of these spells must 
make a DC 25 Will save or gain the cowering condition for 
1d4 rounds as she is overcome with haunting visions of 
rotting phantoms. Each attempt to cast one of these spells 
has a 50% chance of causing the Tyrant’s Whispers haunt 
to manifest, targeting the transgressor (see below).

Soul Haunting: The soul of a living creature who dies 
within the halls of Renchurch Cathedral or its catacombs is 
soured and corrupted by the cathedral’s malign inf luence, 
manifesting near the scene of its death 1d4 hours later as 
a haunt with a CR equal to its original Hit Dice and its 
alignment shifted to evil. Similar to a soul bind effect (CL 

20th), the souls are trapped within the cathedral itself, 
and spells such as raise dead, reincarnation, and resurrection 
function only if both the soul and the body are removed from 
the cathedral. Such spells always fail if bodies are removed 
from Renchurch without the retrieval of their trapped souls 
as well. Dispel magic, greater dispel magic, or dispel evil cast at 
the resulting haunt’s site can be used to temporarily free a 
bound soul, but the creature must be revived within 1 hour 
or the soul is shunted back into the walls of Renchurch to 
form a haunt again.

The Tyrant’s Whispers
Renchurch’s proximity to Gallowspire creates a focal point 
for the Whispering Tyrant to impose his foul thoughts 
and ill will on trespassers on this unholy ground. These 
malign inf luences manifest in the cathedral as a haunt 
known as the Tyrant’s Whispers.

The Tyrant’s Whispers	 CR 14
XP 38,400
NE persistent haunt (up to a 70-ft. radius)
Caster Level 14th

Renchurch Cathedral
1 square = 10 feet

E1 E2 E4

E5 E6

E15

E9

E10

E11

E12

E13

E14

E7 E8

E3
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Notice Perception DC 20 (to hear faint whispering)
hp 63; Trigger proximity; Reset 1 minute
Effect When triggered, the Tyrant’s Whispers manifests as 

a subtle chorus of voices whispering in a cacophony of 
languages, including Ancient Osiriani, Azlanti, Common, 
Infernal, and Varisian, among others. Unlike most haunts, 
the Tyrant’s Whispers displays an unusual sentience and 
awareness, selectively targeting groups or individuals with 
the malign will of the imprisoned Whispering Tyrant. This 
attack manifests as a wish spell duplicating a spell effect 
(save DC 23 when applicable). Such effects include, but are 
not limited to, the following: 
•	 A targeted dispel magic spell to dismiss any protection 

from evil spells or other barriers blocking the haunt’s 
attempts to affect intruders.

•	 Successive break spells (Advanced Player’s Guide 207) 
targeting a character’s armor, holy symbol, or weapon, 
which gains the broken condition on the first round, 
then crumbles to dust the next. The effect then moves 
on to new objects for as long as the haunt persists.

•	 An antipathy spell targeting a character’s holy symbol or 
favorite weapon, making the item revolting to all good-
aligned creatures for as long as the haunt persists.

•	 A character is affected by a vomit swarm spell (Advanced 
Player’s Guide 254), vomiting up thousands of flesh-
eating beetles (treat as an army ant swarm; see 
Pathfinder RPG Bestiary 16), but the victim has no 
control over the swarm.
Destruction Only freeing the Whispering Tyrant from 

his imprisonment can dispel the whispers that haunt these 
cursed lands.

The Upper Basilica
Once a glorious temple blessed by the Lady of Graves, 
the cathedral of Renchurch is now haunted by the living 
and undead servants of the Whispering Tyrant, intent on 
wiping all life from the face of Golarion. While much of the 
bladed cathedral appears ruined, the cultists have taken 
great pains to fortify the temple, and the front entrance 
remains the only ingress into the cathedral.

E1. The Bladed Doors (CR 14)

Two massive iron doors constructed from hundreds of broken 
blades and ancient weapons form the sole entrance into the 
windowless abbey. Two withered and gnarled oaks flank the 
stone steps leading up to the doors, their bare branches hosting 
several desiccated corpses whose rusted armor bears the faint 
remnants of crusader heraldry.

Despite its partially collapsed exterior, Renchurch 
Cathedral has only a single entrance. Its decayed state 
is only a deceptive facade for what amounts to a stout 
fortress; the Whispering Way has taken great pains to 
secure the ruined aboveground portions of the abbey 
from intrusion. 

Creatures: A twisted, brutish athach known as Svoac the 
Gate Tender bars entry into Renchurch to all but proven 
supplicants and residents of the cathedral, aided in his 
efforts by two gnarled quickwoods who constantly keep 
watch over the monastery grounds using their oaksight 
ability on the stunted oak trees that dot the campus. The 
Whispering Way provides the carnivorous trees with spell 
energy to power their fear auras, though this reduces their 
SR to 14 until they activate their auras. Unless the PCs 
take extraordinary measures to avoid the oak trees on the 
grounds, the quickwoods are well aware of their presence, 
and communicate this knowledge to Svoac. The quickwoods 
activate their fear auras when intruders approach within 
60 feet, using their roots to pull prey closer to Svoac, who 
stays near the stairwell and throws rocks at foes. Should 
opponents engage the athach in melee combat or find 
themselves dragged near the door by the quickwoods’ root 
attacks, Svoac and the trees both attempt to toss opponents 
onto the stairway to trigger the reaper door trap there.

Svoac the Gate Tender		  CR 12
XP 19,200
Male athach (Pathfinder RPG Bestiary 2 33)
hp 161

Quickwoods (2)		  CR 8 
XP 4,800 each
Aura fear aura (60-ft. radius, DC 20)
hp 95 each (Pathfinder RPG Bestiary 2 228) 

Using the Tyrant’s Whispers
The Tyrant’s Whispers should be used to create dramatic 
tension as PCs invade Renchurch’s unholy halls. In some 
encounter areas the haunt’s specific effects are outlined, 
but the presented mechanic gives you the freedom to 
create other creepy effects to keep PCs on the edge of 
their seats. While potentially powerful, the intent of the 
Tyrant’s Whispers is to disarm and disturb—not outright 
harm the PCs—and you should resist the temptation to 
use the haunt’s mechanic to drop devastating physical 
effects. The haunt is given a quick reset time so that the 
phenomenon can be used when needed, but you should 
do so sparingly, just enough that the mere invocation 
of a chorus of whispers immediately sets your PCs on 
guard, whether a haunting effect is forthcoming or not.
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Trap: The bladed door itself is a powerful deterrent to 
trespassers, and the decapitated skeletons of would-be 
heroes and failed aspirants to undeath litter the ground 
around the portal. Constructed from the cursed blades 
of hundreds of fallen crusaders, the entrance has a foul 
reputation among Whispering Way cultists, though rumors 
of the doors’ sentience are overstated by those unaware of 
the secret switch that deactivates the trap.

Reaper Door	 CR 10
XP 9,600
Type mechanical; Perception DC 28; Disable Device DC 28
Bypass hidden switch (Perception DC 30)
Effects

Trigger location; Reset automatic (immediate)
Effect Atk +20 melee (3d8+3/×4); multiple targets (all targets in 

a 10-ft. square)

E2. Narthex (CR 14)

The crumbled remains of a collapsed belfry litter the 
eastern side of the once-fine tessellated floor of this ruined 
processional, the shards of broken bells protruding at sharp 
angles from the rubble. A half-collapsed archway reveals a 
massive congregational chamber in the darkness beyond. The 
faint hint of whispered murmurs pervades the stale air like 
leathery bat wings.

Haunt: When the PCs first enter this chamber, they 
waken a psychic residue of Tar-Baphon’s rule, triggering 
the Tyrant’s Whispers haunt. 

The Tyrant’s Whispers	 CR 14
XP 38,400
NE persistent haunt (see page 19)
Effect When triggered, the haunt telekinetically seizes control 

of a PC’s body and batters other PCs with it, as the enemy 
hammer spell (Advanced Player’s Guide 219; Atk 
+14, save DC 23) for as long as the haunt persists. 
If at first unsuccessful, the haunt tries again each 
round until the PCs have abandoned the narthex 
or pushed at least halfway through area E4.

E3. Belfry (CR 13)

Rickety wooden stairs spiral around the inner perimeter of this 
tower. A huge bell of cracked bronze lies in the middle of the 
floor, long fallen from its mounts high above.

Towering four stories above the cathedral’s ground 
f loor, this bell tower is ringed with the cathedral’s 
characteristic blades. Unlike some belfries, the apex of the 
tower is closed, and perforated only with narrow slits in 

the stonework that measure 4 inches wide, spaced along a 
narrow wooden walkway.

Creature: A nameless hamatula was captured almost 2 
centuries ago in the Rusted Tower (area D1) and coerced 
into doing the Whispering Way’s bidding. Bound to this 
tower and armed with a f laming longbow, the barbed devil 
has a panoramic view of the monastery’s grounds, and the 
creature relishes harassing intruders from the relative 
safety of his aerie. Most of the grounds to the south and 
east are well covered by the fiend, from the corpsewater 
pond (area D3) to the bloodletting house (area D4). If 
attacked from outside the tower, the arrow-slits provide 
the devil with improved cover.
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Barbed Devil	 CR 11
XP 12,800
hp 138 (Pathfinder RPG Bestiary 72)
Ranged +1 flaming composite longbow +19/+14/+9 (1d8+7/×3 

plus 1d6 fire)
Tactics

Before Combat The devil attacks intruders on the monastery 
grounds outside with flaming arrows or scorching rays. 
Once opponents enter the belfry and trigger the haunt (see 
below), he casts unholy blight, then leaps down to engage 
foes in melee combat with his claws and spines.

Morale Unable to flee the tower, the devil fights to the death.

Haunt: The spirits of the monks who rang the cathedral’s 
bells in warning when the Whispering Tyrant’s forces 
attacked the monastery still haunt the belfry, where they 
were overrun and slain by undead horrors. If the huge bell 
on the f loor is touched, these restless souls manifest as a 
haunt to ring the bells anew.

The Tolling Bell	 CR 11
XP 12,800
LE haunt (area E3)
Caster Level 11th
Notice Perception DC 30 (to hear the distant sound of tolling 

bells)
hp 22; Trigger touch; Reset 1 hour
Effect When this haunt is triggered, a ghostly bell appears in 

the belfry, tolling doom for all who hear it with an ear-
splitting clangor. All creatures in the belfry are targeted 
with a greater shout spell (save DC 22).

Destruction The fallen, broken bell must be repaired and re-
hung in the belfry to lay the monks to rest.

Treasure: Besides the barbed devil’s +1 f laming composite 
longbow (+6 Str), there is nothing of value in the belfry.

E4. Desecrated Nave

Hundreds of skulls decorate carved stone columns in macabre 
arrangements, casting their dead gazes over this empty 
chamber. High overhead, intricate buttresses like crooked, 
bony fingers support a massive vault, and the walls alternate 
between rich panels of aged wood and collapsed stonework 
piled floor to ceiling. A fresh, bloody smear stains the floor 
between the broken pews, leading to a chamber to the west.

Far from containing the hordes of undead guardians 
or elaborate profane rituals the PCs might be expecting, 
the main hall of the cathedral is dark, deserted, and 
ruined—at least at first glance. Allow the PCs to absorb 
the emptiness and desolation of the nave before slowly 
revealing the feasting creatures in the adjacent areas E5 

and E7, establishing the creepy and horrific atmosphere 
in Renchurch Cathedral.

Development: As the PCs push further into the nave, a 
DC 24 Perception check reveals the sounds of shuff ling 
movement to the west (area E5), which immediately stop 
if any light falls near the chamber. The corpulent ghouls 
in that chamber enter the nave on the following round to 
engage intruders. A DC 28 Perception check also detects 
similar sounds of gnashing teeth and scooting chairs 
coming from the sunken area to the north (area E7). 
Engaged in voracious feasting and concealed by the room’s 
lower level, the ghouls in the choir ignore the PCs until 
combat starts with the ghouls in area E5, or unless the PCs 
make some tremendous disturbance. 

E5. Ruined Sacristy (CR 12)

Fresh bloodstains spatter the walls and floor of this rubble-
filled chamber. A makeshift, bloodstained altar stands in the 
center of the room.

Once a sacristy for the preparation of services, this 
room’s original exterior entrance is now totally blocked by 
a collapsed pile of rubble. The altar is under the inf luence 
of a permanent desecrate effect, granting the inhabitants of 
the room the shrine-blessed template (see page 15).

Creatures: Six voracious, bloated ghouls inhabit this 
chamber, feasting on the fresh corpse of a Varisian 
man dragged here from the choir. They attack anyone 
interrupting their feast.

Corpulent Ghouls (6)		  CR 7
XP 3,200 each
Variant shrine-blessed human dread ghoul rogue 6 (Advanced 

Bestiary 76 and page 15)
CE Medium undead (augmented humanoid)
Init +5; Senses darkvision 60 ft., scent; Perception +12
Defense

AC 21, touch 16, flat-footed 15 (+3 armor, +5 Dex, +1 dodge, 
+2 natural) (+2 vs. good creatures)

hp 78 each (6d8+48)
Fort +8, Ref +12, Will +7; +2 vs. good creatures
Defensive Abilities channel resistance +2, evasion, trap 

sense +2, uncanny dodge; Immune undead traits
Offense

Speed 30 ft., climb 30 ft.
Melee bite +13 (1d6+6 plus paralysis), 2 claws +12 (1d6+6 plus 

paralysis)
Special Attacks command ghouls, create spawn, death burst, 

paralysis (1d4+1 rounds, DC 17; elves are immune to this 
effect), sneak attack +3d6

Tactics

During Combat The ghouls flank with each other to make 
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Corpulent Ghoul

sneak attacks, though if a ghoul successfully paralyzes an 
opponent, it immediately begins feeding on its victim, 
ignoring other foes.

Morale The ghouls fight until destroyed, exploding in a 
shower of gore and disease-ridden flesh.

Statistics

Str 16, Dex 21, Con —, Int 12, Wis 16, Cha 18
Base Atk +4; CMB +7; CMD 23
Feats Combat Reflexes, Dodge, Toughness, Weapon Finesse, 

Weapon Focus (bite)
Skills Acrobatics +14, Bluff +13, Climb +20, Escape Artist +14, 

Intimidate +13, Knowledge (religion) +7, Perception +12, 
Sense Motive +12, Sleight of Hand +14, Stealth +14

Languages Common, Necril
SQ rogue talents (bleeding attack +3, finesse rogue, surprise 

attack), trapfinding +3
Gear +1 leather armor, amulet of mighty fists +1
Special Abilities

Command Ghouls (Su) A dread ghoul can automatically 
command all normal ghouls within 30 feet as a free 
action. Normal ghouls never attack a dread ghoul 
unless compelled.

Create Spawn (Su) Any creature killed by a dread ghoul 
that lies undisturbed and uneaten until the next 
midnight rises as a dread ghoul at that time. The 
new dread ghoul is not under the control of its 
creator. A protection from evil or gentle repose 
spell cast on the corpse prevents this.

Death Burst (Ex) Overstuffed from ravenous 
consumption, the bellies of these corpulent 
ghouls explode in a burst of filth when killed. 
All adjacent creatures are exposed to this gore 
and must make a DC 17 Fortitude save to avoid 
being sickened for 1d6 rounds and contracting 
ghoul fever.

Disease (Su) Ghoul Fever: Death Burst—contact; 
save Fort DC 17; onset 1 day; frequency 1/day; 
effect 1d3 Con and 1d3 Dex damage; cure 2 
consecutive saves.

Treasure: The half-devoured body that 
the ghouls are feeding on still wears a 
silver ring of feather falling.

Development: If alerted to the presence 
of intruders in area E4, the ghouls 
emerge into the nave to attack.

E6. Baptistery

Three pews face a raised stone baptismal 
font containing clear water. Torn tapestries 
depicting spirits of the dead awaiting Pharasma’s 
judgment cover each wall.

Despite the clear and refreshing appearance of the water 
in the basin, it is cursed unholy water. The tapestries on 
the walls are too old and rotten to be of value.

E7. Profane Choir (CR 13)

Cracked stone steps descend steeply into this dedicated choir, 
which holds a long table covered in the eviscerated remains of 
obviously humanoid corpses. A once-opulent bishop’s throne 
overlooks the choir from the east, its jewels and gold sheeting 
long plundered, and now covered in greasy, foul-smelling 
brown hair.

This entire area is under the effects of the desecrate  
aura emanating from the altar in area E8, granting the 
undead here the shrine-blessed template (see page 15).

Creatures: A personification of death from hunger, 
a meladaemon named Vallabal presides over the four 

corpulent ghouls seated at this table, taking 
pleasure in watching the ravenous creatures 
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consume dead meat until their swollen bellies burst. Unless 
previously disturbed, Vallabal becomes aware of good-
aligned PCs with its detect good ability once they pass the 
third set of columns in area E4, at which point it casts deeper 
darkness on the choir and commands the ghouls to attack 
after the PCs engage their brethren in area E5.

Corpulent Ghouls (4)	 CR 7
XP 3,200 each
hp 78 each (see page 22)

Vallabal	 CR 11 
XP 12,800
Meladaemon (Pathfinder RPG Bestiary 2 69)
hp 147
Tactics

During Combat Emerging from the darkness after the 
ghouls, Vallabal attempts to weaken opponents with its 
consumptive aura, waves of fatigue, and horrid wilting. It 
flies near the ceiling to fire quickened magic missiles at foes 
before engaging in melee combat.

Morale Vallabal fights to the death.

E8. Apse (CR 14)

A cracked altar smolders with gray fumes; upon it are stacked 
foul offerings of bloody skulls and broken scythe blades.

This altar is the focal point of a widened desecrate aura 
that grants the shrine-blessed template (see page 15) to all 
undead creatures in this area and area E7.

Haunt: The Tyrant’s Whispers haunt manifests as soon 
as the PCs step foot into this area. 

The Tyrant’s Whispers	 CR 14
XP 38,400
NE persistent haunt (see page 19)
Effect When triggered, the haunt forces targets to 

nonchalantly consume scraps of dead flesh from the nearby 
corpses or undead creatures, as if under the effects of a 
dominate person spell (save DC 23). The haunt targets a new 
creature each round while it persists.

E9. Hallway of Heads (CR 13)

Dozens of decapitated human heads preserved as crudely 
mounted trophies adorn the walls of this tall, imposing hallway.

Haunt: The mounted and stuffed heads of slain crusaders 
that adorn the walls still host a spark of bitter unlife. When 
living creatures enter the hall, the faces slowly animate and 
contort, their mouths gasping and eyes bulging as if trying 
to take in breath.

Asphyxiating Taxidermy		  CR 13
XP 25,600
CE persistent haunt (area E9)
Caster Level 13th
Notice Perception DC 25 (to see gasping mounted heads)
hp 58; Trigger proximity; Reset 1 day
Effect When triggered, dozens of moldering taxidermic heads 

gasp for breath in dead-eyed concert, sucking the air from 
the room and drawing the breath from living creatures. All 
creatures within the hallway are subject to a mass suffocation 
spell (Advanced Player’s Guide 248; save DC 23).

Destruction Destroying or immolating all of the taxidermic 
heads destroys the possessing haunt forever.

E10. Vestry (CR 12)

Compared to the decayed filth of the nave, this chamber is almost 
welcoming. Abused finery crowds the room, and heavy curtains, 
plush embroidered settees, rich rugs, and high-backed chairs 
bask in the warm light of a tabletop lantern. A large iron grate is 
set in the floor, a cool draft wafting up from below.

Mortals seeking the whispered path often embark on 
solitary pilgrimages to Renchurch. Those who survive 
the horrific journey and the hungry inhabitants of the 
monastery are led to this chamber to recuperate. The grate 
covers a 10-foot-square pit that descends 15 feet to the stone 
f loor of a subterranean tomb (area F5). A small, 3-foot-
square section of the grate is hinged to provide access to 
the tomb below, and iron spikes driven into the wall of the 
pit once allowed pilgrims to climb down to kiss the tomb 
and sword of the saint interred there.

Creatures: The chamber’s current occupant is the vampire 
Natisha Pavalanis, recently arrived from Caliphas. A minor 
member of Luvick’s court, Natisha is fully aware of the PCs’ 
recent departure from Caliphas, and has come to warn the 
Gray Friar of the party’s intentions. While the relationship 
between Caliphas’s vampires and the Whispering Way is 
cool at best, Natisha hopes to further her own ambitions 
and increase her social standing in Luvick’s court by  
collecting a rich reward from the cult for her information.

Natisha is accompanied by the Gray Friar’s chamberlain, 
a spectre known only by that title, and three other spectres 
that make up his staff. The Chamberlain—a barely visible 
phantom appearing as a severely dressed noble with a tall, 
lanky frame, dead eyes, limp gray hair, and gaunt features—
greets the PCs as they enter the chamber, his palms held forth 
in a gesture of peace as he warns the party against further 
trespass. The Chamberlain is hardly as diplomatic as his role 
might suggest, however, and quickly resorts to intimidation 
and threats, warning the PCs that the Gray Friar will not take 
their intrusion lightly, and that their corpses will make fine 
servants once shown the true path of undeath. His spectral 
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Natisha Pavalanis

staff hide within the walls, coming forth to join him in 
attacking once the discussion is over. For her part, Natisha 
waits until the sham parley is complete before attacking.

The Chamberlain and His Staff (4)	 CR 7
XP 3,200 each
Unhallowed spectres (Pathfinder RPG Bestiary 256 and page 15)
hp 68 each
Tactics

During Combat The spectres surround foes, draining 
levels with their incorporeal touches.

Morale The Chamberlain’s staff fight until destroyed, 
but if the Chamberlain himself is reduced to 
fewer than 35 hit points, he flees through the 
floor to warn the Gray Friar below in area F21.

Natisha Pavalanis	 CR 9
XP 6,400
Female unhallowed vampire (Pathfinder RPG 

Bestiary 271 and page 15)
AC 27, touch 17, flat-footed 22
hp 115
Tactics

Before Combat Natisha casts greater 
invisibility followed by false life and mage 
armor (reflected in her stat block) and 
watches the Chamberlain’s negotiations 
with the party.

During Combat Natisha attempts to trap 
opponents with a web spell before unleashing fireballs 
and scorching rays. 

Morale Unwilling to risk her own death, Natisha uses a wand 
of dimension door to teleport away from the monastery’s 
grounds if reduced to fewer than 50 hit points, before 
fleeing back to Caliphas overland. If slain, she assumes 
gaseous form, but is permanently destroyed 2 hours later as 
she cannot reach her coffin in Caliphas in time.

Treasure In addition to the normal vampire treasure, Natisha 
also carries a wand of dimension door (12 charges) and 2,000 
gp in an embroidered silk bag.

E11. The Ghoul Stone (CR 13)

A sliver of jet-black crystal pulsating with necrotic energy juts 
from the stone floor here. A dirty glass lens set in an intricate 
but tarnished brass mount two feet in diameter slowly orbits 
the rock from several feet away, focusing the dark energies 
of the crystal toward four nearby chairs that seem more like 
torture devices than comfortable seats.

The Whispering Way has long catered to the wretched, 
the dispossessed, and the unstable personages who believe 

that undeath is an ideal physical state. Mortal grave robbers 
with a taste for decayed f lesh, necromancers tainted by 
foul energies, and arcanists who seek immortality through 
undeath all consign themselves to the cult in the hope that 
the rich rewards await them after death. They can achieve 
such desires in this chamber because of the black stone in 
the center of the room. Called the ghoul stone by the cult, 
the crystal is a mineral known as lazurite. Rarely found 
outside the Darklands, the energies emanating from this 

foul substance have a strong impact on the dead, and 
corpses left in its presence tend to arise as undead 

creatures that retain their class abilities from 
life, typically ghasts, ghouls, or juju zombies.

Trap: Rather than leave such undead 
creation to chance, the f loating lens enables 
the Whispering Way to focus the dark 
emanations of the ghoul stone toward 
willing supplicants.

The Lazurite Focus	 CR 10
XP 9,600
Type magic; Perception DC 34; Disable Device 

DC 34
Effects

Trigger manual; Reset automatic (1 round)
Effect spell effect (energy drain, Atk +10 
ranged touch, 2d4 temporary negative levels, 
DC 23 Fortitude negates after 24 hours)

Creatures: Not all adherents of the Whispering Way 
aspire to become liches. Many come upon the desire to enter 
undeath far too late in life, or lack the requisite magical 
knowledge and expertise to enter that unholy state, and so 
must settle for some alternative. Many such disciples find 
their way to Renchurch, where they serve for decades hoping 
to be chosen for ritual rebirth, training to perfect their bodies 
and minds to survive the transition from life to undeath 
before rising again to serve the order. Five of these living 
novices are using the lazurite focus to hasten the transition 
of a paying customer toward undeath. When intruders enter 
the room, the monk operating the lazurite focus brings  
the device’s lens to bear on the first living target she sees.

Renchurch Novices (5)	 CR 7
XP 3,200 each
Human monk (hungry ghost) 8 (Pathfinder RPG Advanced 

Player’s Guide 110)
NE Medium humanoid (human)
Init +2; Senses Perception +15
Defense

AC 20, touch 20, flat-footed 17 (+1 deflection, +2 Dex, +1 dodge, 
+2 monk, +4 Wis)

hp 63 each (8d8+24)

Shadows of Gallowspire

25

paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

1655056

1655056

1655056

435560

435560

435560



paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

1655057

1655057

1655057

435561

435561

435561

Renchurch Novice

Fort +7, Ref +8, Will +10; +2 vs. enchantment
Defensive Abilities evasion
Offense

Speed 50 ft.
Melee unarmed strike +10/+5 (1d10+3) or

unarmed strike flurry of blows +10/+10/+5/+5 (1d10+3) or
mwk dagger +9/+4 (1d4+2/19–20 plus poison) or
mwk dagger flurry of blows +9/+9/+4/+4 (1d4+2/19–20 plus 

poison)
Ranged mwk shuriken +9/+4 (1d2+2 plus poison) or

mwk shuriken flurry of blows +9/+9/+4/+4 (1d2+2 plus poison)
Special Attacks flurry of blows, life funnel*, punishing kick* 

(8/day, DC 18), steal ki*
Tactics

During Combat The novice operating the lazurite focus 
targets a new opponent every round, while her comrades 

rush to flank intruders. If the operator is slain, another 
novice breaks off from combat to operate the focus.

Morale These devout novices fight until killed.
Statistics

Str 14, Dex 14, Con 12, Int 10, Wis 18, Cha 8
Base Atk +6; CMB +10; CMD 28
Feats Combat Reflexes, Dodge, Extra Ki, Improved Unarmed 

Strike, Outflank*, Paired Opportunists*, Punishing Kick*, 
Scorpion Style, Toughness, Weapon Focus (unarmed strike)

Skills Acrobatics +13 (+21 jump), Climb +6, Intimidate +6, 
Knowledge (history) +7, Knowledge (religion) +7, Perception 
+15, Sense Motive +10, Stealth +13

Languages Common
SQ fast movement, high jump, ki pool (10 points, magic), 

maneuver training, slow fall 40 ft., still mind
Combat Gear potion of cure moderate wounds, giant wasp 

poison (2 doses); Other Gear masterwork dagger, amulet of 
mighty fists +1, ring of protection +1

* See the Advanced Player’s Guide.

Development: Withered from exposure to the lazurite 
focus’s black rays, a pale and naked man named Cleves 
Drollac (NE male half-elf rogue 6, currently with 5 negative 
levels) sits bound in one of the chairs facing the ghoul 
stone. Not a cult member, Cleves is a tomb robber with a 
disturbing taste for dead f lesh and a desperate desire to 
become a ghast—a state that he has paid the Whispering 
Way handsomely to achieve. The ordeal has left him 
drained and just on the cusp of undeath, with 5 negative 
levels and 4 hit points remaining. The nearly helpless 
man can provide valuable information if revived and 
questioned. While Cleves is not overly privy to current 
events, he does remember conversations between the 
attendant novices about some important prisoner 
called “the vessel” that was brought below to undergo 
a transformation to “prepare him for rebirth.” If 

healed and released, Cleves may attempt to complete 
his transformation with a single blast from the lazurite 
focus, which kills him and ultimately transforms him 
into a ghast. Alternatively, diplomatic PCs may convince 
the rogue to join them, although he likely f lees from 
Renchurch at the f irst opportune moment.

Treasure: Besides a crumpled pile of clothes that reek of 
grave dirt, a large sack contains Cleves’s payment for his 
transformation: 10 diamonds worth 500 gp each, and an 
ebony f ly figurine of wondrous power decorated with the skull 
motif of Urgathoa.

E12. Reliquary

Dozens of moldering relics litter this room, some haphazardly 
crammed into gilded display cases, others arranged with care 
and placed on tarnished stands.
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The Whispering Way has assembled their collection 
of known relics and personal effects of Tar-Baphon 
here. Crumbling books, rotting banners of war, jeweled 
diadems, ceremonial vestments, carved wands, and more 
decayed scraps of the Tyrant’s rule are displayed among 
fading murals depicting the lich-king’s conquests.

Treasure: There are a total of four ceremonial headpieces 
on display, worth 2,000 gp each. If collected, the various 
gems adorning the ceremonial outfits have a total value 
of 5,000 gp. In addition, four exquisite wands (spent of all 
their charges and now nonmagical) are worth 500 gp each 
in materials or twice that based on historical significance. 
The remaining artifacts, while worth up to an additional 
combined 3,000 gp to collectors with macabre tastes, are 
unlikely to survive removal because of their fragile state 
unless the PCs employ magical means to protect them. 
These items are cursed, however. Anyone carrying any of 
these items on their person, even in an extradimensional 
space such as a bag of holding, takes a –2 penalty on all 
saving throws to resist the Tyrant’s Whispers haunt and 
the nightmare curse ability of the Tyrant’s animate dreams 
near Gallowspire (see page 19).

E13. Tea Room (CR 12)

Ancient sarcophagi lean haphazardly along the walls here. 
Stained teacups and cracked saucers are set on a low table, 
next to a matching teapot sitting atop a silver warmer. The 
gruesome remains of a desiccated human forearm lies on a 
small chopping block among powdered remnants of a bitumen-
soaked shroud.

Mummy unwrapping parties and the consumption 
of powdered mummy skin—either inhaled as snuff or 
brewed as a stout tea—have long been in vogue among 
the fashionable elite of Ustalav, particularly those with 
memberships in secret societies such as the Esoteric Order 
of the Palatine Eye. Adherents of the Whispering Way 
also partake of this concoction, but while the Ustalavs use 
dead mummies in their tea ceremonies, Whispering Way 
initiates prefer the taste of the living dead.

Creatures: Two invisible stalker servants of the Gray 
Friar prepare mummy skin tea for the cultists in this 
chamber. In addition, eight of the sarcophagi hold undead 
mummies, each wrapped in magical coldfire wrappings (see 
sidebar on page 28). If disturbed, the stalkers begin silently 
(taking 20 for a total Stealth modifier of +34) unlocking the 
sarcophagi, releasing the mummies to attack intruding 
PCs. These mummies were not created in Renchurch, but 
they still benefit from the other effects of the unhallowed 
template. Unreleased mummies have total cover in their 
sarcophagi, and are considered to be behind solid barriers 
for purposes of line of effect.

Invisible Stalkers (2)	 CR 7 
XP 3,200 each
hp 80 each (Pathfinder RPG Bestiary 181)
Tactics

During Combat Each invisible stalker can release two 
mummies per round as a full-round action. Once all eight 
mummies have been released, the stalkers attack the 
nearest intruders.

Morale The invisible stalkers fight to the death. 

Unhallowed Mummies (8)	 CR 5 
XP 1,600 each
hp 60 each (Pathfinder RPG Bestiary 210 and page 15)
Tactics

During Combat When released, each mummy activates its 
coldfire wrappings (see sidebar) and charges intruders.

Morale The mummies fight until destroyed.

Hazard: Creatures engaged in combat adjacent to the 
room’s table must succeed at a DC 20 Acrobatics check 
each round to avoid disturbing the large piles of f inely 
powdered mummy skin resting there. Failure to do so 
kicks up a large cloud of the dust in a 10-foot-radius. 
Any area effect spells cast into the room have a similar 
effect, dispersing the gray dust into the entire room and 
all hallway spaces adjacent to the doorway, where the 
cloud lingers for 3 rounds. Anyone caught in the cloud 
is exposed to the effects of the drug unless he makes a 
DC 16 Fortitude save. A character exposed to the drug 
immediately gains the effects, but also takes an amount 
of ability damage and contracts mummy rot. In addition, 
the character must make a DC 18 Fortitude or become 
addicted to the drug. More details on drugs and addiction 
can be found on page 236 of the GameMastery Guide.

Powdered Mummy Skin 
Type inhaled or ingested; Addiction minor, Fortitude DC 18
Price 20 gp
Effects 1 hour; +1d2 alchemical bonus to Strength, –2 penalty 

on saves against negative energy and paralysis effects
Damage 1 Wis and 1 Dex damage, contract mummy rot

Treasure: Five doses of powdered mummy skin (worth 20 
gp each) can be retrieved from the room if the PCs take at 
least 10 minutes to gather the powder. In addition, various 
rings, sacred charms, and gold amulets of Ancient Osirian 
origin worth a total of 6,000 gp can be recovered from the 
mummies’ wrappings, along with any coldfire wrappings 
that the mummies did not activate (see sidebar).

E14. Night Stair (CR 14)
Stairs wind down into darkness, leading to the dorter in 
Renchurch’s catacombs (area F1).
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Renchurch Catacombs
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Haunt: The Tyrant’s Whispers echo throughout the 
damp, cramped stairwell, invading the minds of those 
traversing the stairs.

The Tyrant’s Whispers	 CR 14
XP 38,400
NE persistent haunt (see page 19)
Effect When triggered, the haunt targets one creature on 

the stairwell, turning it feral and bloodthirsty, as per the 
moonstruck spell (Advanced Player’s Guide 232; save DC 23)  
for as long as the party remains in the stairwell or the 
haunt persists.

E15. Ruined Cloister (CR 8)

Little remains of this covered garden but rubble and ruined 
benches, and a crooked oak looms over the remnants like a 
hungry vulture. 

Once a peaceful garden, this cloister is now rubble. The 
entrance into the cathedral collapsed long ago, and this 
area is only approachable from outside. 

Hazard: Creatures wandering through this area have 
a 30% chance of causing a cave-in (Pathfinder RPG Core 
Rulebook 415), while those actively searching the area have a 
60% chance. The ruin hides nothing of value. 

Renchurch Catacombs
Deep catacombs lie beneath Renchurch Cathedral, carved 
by Pharasmin monks centuries ago and further expanded 
by the Whispering Way—in particular the lowest levels, 
where the cult discovered a naturally occurring necrotic 
well (area F21). The ceiling height of these underground 
chambers is 10 feet unless otherwise noted. The f loors are 
natural stone worn smooth with the passage of monks over 
the centuries, and most walls remain unworked. Alcoves 
line many of the walls, extending 5 feet into the stone, 
and in several places run from f loor to ceiling, stacked 
one atop another to contain the crowded dead that have 
accumulated over the years. 

Lucimar the Lich-Wolf
Once an inf luential leader of the Whispering Way, the 
bizarre creature known as Lucimar the Lich-Wolf has in 
recent months found his power on the wane and his position 
in the cult supplanted by Adivion Adrissant. Neither zombie 
nor lich, Lucimar was once a normal human necromancer 
who was cursed by his rival Yrasa Nine-Eyes to take the 
form of an undead worg with handlike paws. Sequestering 
himself in the prison-library of Ghasterhall, Lucimar was 
able to alter his body into a creature resembling an undead, 
hybrid-form werewolf, though he still retains the ability to 
change shape into a worg form as well.

Made aware of the portentous events occurring at 
Renchurch by the ghast oracles and blood-splattered 
supplicants of Ghasterhall, Lucimar came to Renchurch 
to insert himself into the proceedings and hopefully 
supplant or discredit his rival Adivion in the process. If 
he can stop the PCs from interrupting the Carrion Crown 
ceremony, Lucimar’s star will once more be ascendant in 
the Whispering Way, and he hopes to parlay that renown 
into more inf luence in the cult, possibly even gaining 
control of Renchurch itself.

Play up the toying, hunter aspect of this feral necromancer, 
always avoiding direct combat in favor of guerilla tactics. 
Several ambush ideas are outlined in the sidebar on page 31. 
Lucimar was not created in Renchurch and does not have 
the additional hit points from desecrate, but he still benefits 
from the effects of the unhallowed template.

Lucimar the Lich-Wolf	 CR 13
XP 25,600
Male unique worg-bodied undead necromancer 13
LE Medium undead (augmented humanoid)
Init +8; Senses darkvision 60 ft., life sight (20 feet, 13 rounds/

day), low-light vision, scent; Perception +17
Defense

AC 28, touch 18, flat-footed 23 (+4 armor, +3 deflection, +4 Dex, 
+1 dodge, +2 natural, +4 shield)

hp 128 (13d6+80)
Fort +12, Ref +11, Will +15
Defensive Abilities channel resistance +4, DR 10/bludgeoning 

and magic; Immune cold, electricity, undead traits
Offense

Speed 40 ft.

Coldfire Wrappings
Aura moderate evocation [cold]; CL 10th
Slot body; Price 2,000 gp; Weight 1 lb.
Description

When carefully wrapped around the body of a Medium-sized 
creature (a process that takes 10 minutes), these magical 
linen wrappings protect the wearer from fire and provide 
defense against physical attacks. As an immediate action, 
the wearer can immolate herself in wispy blue flames that 
protect the wearer as the chill shield version of fire shield 
and deal 1d6+10 points of cold damage to attackers. This 
protection lasts for 10 rounds before the wrappings crumble 
away into fine ash. 
Construction

Requirements Craft Wondrous Item, fire shield; Cost 1,000 gp
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Lucimar the Lich-Wolf

Melee bite +10 (1d6+4 plus trip), slam +10 (1d6+4)
Special Attacks channel negative energy (DC 19, 9/day)
Arcane School Spell-Like Abilities (CL 13th; concentration +19)

9/day—grave touch (6 rounds)
Necromancer Spells Prepared (CL 13th; concentration +19)

7th—finger of death (DC 25), waves of exhaustion
6th—acid fog, chain lightning (DC 22), silent cone of cold 

(DC 21), eyebite (DC 24)
5th—cloudkill (DC 21), silent still dispel magic, empowered 

fireball (DC 19), hungry pit* (DC 21), waves of fatigue
4th—bestow curse (DC 22), dimension door (2), enervation, 

greater invisibility, phantasmal killer (DC 20)
3rd—silent blindness/deafness (DC 20), fireball (DC 19), 

protection from energy, empowered ray of enfeeblement 
(DC 19), ray of exhaustion (DC 21), vampiric touch

2nd—darkness, false life, ghoul touch (DC 20), glitterdust 
(DC 18), mirror image, scorching ray, spectral hand

1st—mage armor, sculpt corpse* (DC 19), shield, magic 
missile (2), ray of enfeeblement (DC 19), shocking grasp

0 (at will)—bleed (DC 18), detect magic, ray of frost, read 
magic, touch of fatigue (DC 18)

Opposition Schools Enchantment, Transmutation
Tactics

Before Combat Lucimar casts false life and mage armor every 
day, and shield before combat.

During Combat Lucimar acts as a guerrilla skirmisher, 
attacking PCs from a distance while they are in the middle 
of other combats, and then using dimension door or stealth 
to escape.

Morale Without his spells, Lucimar’s statistics are AC 20, 
touch 18, flat-footed 15; hp 113.

Statistics

Str 18, Dex 18, Con —, Int 22, Wis 15, Cha 16
Base Atk +6; CMB +10; CMD 28
Feats Combat Casting, Command Undead, Dodge, Empower 

Spell, Eschew Materials, Great FortitudeB, Greater Spell 
Focus (necromancy), Improved Initiative, Iron Will, Scribe 
Scroll, Silent Spell, Spell Focus (necromancy), Still Spell, 
ToughnessB

Skills Bluff +16, Intimidate +16, Knowledge (arcana) +22, 
Knowledge (history) +22, Knowledge (nature) +22, 
Knowledge (religion) +22, Perception +17, Sense Motive +15, 
Spellcraft +22, Stealth +19, Survival +4; Racial Modifiers +2 
Perception, +2 Stealth, +2 Survival

Languages Abyssal, Common, Giant, Goblin, Infernal, 
Necril, Varisian

SQ arcane bond (ring of protection +3), change shape (hybrid or 
worg, beast shape III)

Combat Gear elixirs of hiding (2), potions of inflict serious 
wounds (2), scroll of phantasmal revenge*; Other Gear cloak 

of resistance +3, headband of vast intelligence +2 (Bluff), 
pearl of power (3rd), ring of protection +3, spellbook 

(contains all prepared spells plus additional spells of 
your choosing)

* See the Advanced Player’s Guide.

F1. Dorter (CR 14)

Battered wooden doors hang ajar in the 
intersecting hallways of this dormitory, each 

exposing a simple unkempt cell beyond.

The undead have little use for rest, but those living monks 
who have not yet achieved undeath inhabit these simple 
cells. The cells are universally bare, typically holding two 
small straw bunks, a soiled pillow, discarded robes, and 

very few personal trinkets of minimal worth.
Creatures: Four robed mohrg priors wander the 
main foyer, overseeing the daily life of monks 
here. Six Renchurch novices are also present in 
various cells to the south, and emerge to attack 
if disturbed.
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Unhallowed Mohrgs (4)	 CR 8 
XP 4,800 each
hp 119 each (Pathfinder RPG Bestiary 208 and page 15)

Renchurch Novices (6)	 CR 7
XP 3,200 each
hp 63 each (see page 25)

F2. Formulary (CR 14)

Tremendously complicated alchemical equipment crowds the 
wooden tables in this chamber, all condensing some thick, 
black fluid. Iron spikes impale several drained corpses to the 
walls, their bodies sprouting leaky hoses filled with vile ichor. 

For centuries the Whispering Way’s most gifted 
adherents have pilgrimaged to Renchurch to undertake 
unholy ceremonies to transform them from mortal masters 
of magical arts into blighted abominations known as liches. 
It is here that one of Golarion’s experts on the secrets of 
lichdom instructs aspirants in those final blasphemous 
stages, preparing their bodies for the transition and 
instructing them in the creation of the phylacteries that 
will forever hold their mortal souls prisoner.

Adivion Adrissant delivered the components of the Carrion 
Crown formula to the care of the wizened lich alchemist 
Nalthezzar, one of the few remaining noble dead of Tar-
Baphon’s court. After consulting the ghoulish libraries 
of Ghasterhall, the lich created the final Carrion Crown 
elixir, fermenting some components in the bellies of the 
dead on the walls and exposing the drawn blood of Count  
Lucinean Galdana to the radiation of entrapped shadows. 

Creatures: Although he cannot cast spells, Nalthezzar used 
his vast alchemical knowledge to transform himself into a 
lich through a variety of potent alchemical and magical 
mutagens, extracts, and elixirs. His phylactery is one of three 
such items in area F7. Having delivered the final Carrion 
Crown distillation to the Gray Friar, Nalthezzar now works 
feverishly to infuse the leftover energies generated by the 
process into his servants—two embalming golems, bizarre 
alchemical constructs seemingly created from the lab’s spare 
parts, their large brass bodies containing f luid-filled tubes 
and cylinders. Nalthezzar’s laboratory is a masterpiece of 
alchemy, and the lich is incredibly protective of the apparatus, 
making every attempt to draw the PCs away from and prevent 
damage to the laboratory. As the PCs enter the chamber, the 
robed lich emerges from among the machinery, eyes glowing 
with disturbing pinpoints of light. “The master rises again! 
You are too late!” he cries in a raspy, withered voice. 

If commanded by Nalthezzar, the golems attack the lab 
itself, unleashing its harnessed negative energy to destroy 
intruders (see Hazard below). Each golem can deal 10 points 
of damage to the equipment as a full-round action.

Embalming Golems (2)	 CR 9
XP 6,400 each
Alchemical golems (Pathfinder RPG Bestiary 2 135)
hp 96 each
Tactics

During Combat The golems protect the lab, immediately 
moving toward the door to prevent intruders from entering 
the chamber, and attacking with slams and thrown bombs. 

Morale The golems fight until destroyed.
Special Abilities

Negative Energy Charged (Su) Embalming golems are 
charged with necromantic power, and their alchemy and 
bombs abilities always deal negative energy damage rather 
than random effects.

Nalthezzar	 CR 13
XP 25,600
Male human lich alchemist 12 (Pathfinder RPG Bestiary 188, 

Pathfinder RPG Advanced Player’s Guide 26)

Lucimar’s Tactics
Lucimar employs subtle tactics to aggravate the PCs, 
attacking while they are distracted and depleting the party’s 
resources in the process. Some of the lich-wolf’s tactics are 
outlined below. Lucimar can consume an elixir of hiding to 
bolster his Stealth check to +29, timing subsequent attacks 
within the elixir’s 1-hour duration, and recasts false life, 
mage armor, or shield as needed (using his arcane bond) to 
replenish his defenses before engaging the PCs.

Distant Depowering: Lucimar waits until an opportune 
moment to cast eyebite to sicken a PC. He chooses a 
new victim each round as a swift action, allowing him to 
further assault the PCs with f inger of death, enervation, or 
bestow curse delivered with spectral hand. 

Exhausting Electricity: While the PCs are bottlenecked 
in a hallway during combat, Lucimar casts greater invisibility 
to stay hidden while he casts waves of exhaustion followed 
by chain lightning. If still undetected, he may attempt to 
cast acid fog or cloudkill, regardless of whether any of his 
allies may be caught in the spell.

Phantasmal Revenge: Lucimar seeks out the corpse of a 
creature slain by the PCs and uses his scroll of phantasmal 
revenge (save DC 20) to set the spirit of the creature in 
search of its murderer. 

Silent Spells: Lucimar sneaks up behind the PCs, targeting 
them with silent cone of cold or silent blindness/deadness, and 
casting hungry pit to catch any blinded or fleeing enemies.
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Nalthezzar

NE Medium undead (augmented humanoid)
Init +2; Senses darkvision 60 ft.; Perception +25
Aura fear (60-ft. radius, DC 19)
Defense

AC 28, touch 14, flat-footed 26 (+2 deflection, +2 Dex, +10 
natural, +4 shield)

hp 132 (12d8+75)
Fort +14, Ref +15, Will +11
Defensive Abilities channel resistance +4, rejuvenation; DR 

10/adamantine or 15/bludgeoning and magic; Immune cold, 
electricity, poison, undead traits

Offense

Speed 30 ft., fly 60 ft. (good)
Melee touch +9 (1d8+6 plus paralyzing touch)
Ranged bomb +12/+7 (6d6+6 fire)

Special Attacks bomb 18/day (6d6+6 fire, DC 22), paralyzing 
touch (DC 19)

Alchemist Extracts Prepared (CL 12th)
4th—dragon’s breath* (DC 20), greater invisibility, stoneskin, 

universal formula*
3rd—displacement, draconic reservoir*, elemental aura*  

(DC 19), fly, haste
2nd—aid, barkskin, elemental touch* (DC 18), false life, fire 

breath* (DC 18), see invisibility, vomit swarm*
1st—bomber’s eye*, crafter’s fortune*, identify, shield (2), true 

strike (2)
Tactics

Before Combat Nalthezzar drinks an extract of false life every 
day. Before combat, he drinks extracts of barkskin, draconic 
reservoir, fly, shield, and stoneskin.

During Combat Nalthezzar drinks extracts of greater 
invisibility and elemental aura while his embalming golems 
engage foes, then throws precise bombs to avoid damaging 
his equipment. Before his invisibility runs out, he drinks 
extracts of displacement and haste. If forced into melee 
combat, Nalthezzar drinks a mutagen to increase his 
Dexterity and drinks an extract of elemental touch before 
making paralyzing touch attacks.

Morale Nalthezzar fights until destroyed, using his phylactery 
in area F7 to rejuvenate. 

Base Statistics Without his extracts, Nalthezzar’s statistics are 
AC 19, touch 14, flat-footed 17; hp 117.

Statistics

Str 10, Dex 14, Con —, Int 22, Wis 14, Cha 17
Base Atk +9; CMB +9; CMD 23
Feats Brew Potion, Combat Reflexes, Craft Wondrous Item, 

Iron Will, Lightning Reflexes, Master Alchemist*, Skill Focus 
(Craft [alchemy]), Throw Anything, Toughness

Skills Craft (alchemy) +29, Fly +21, Intimidate +18, Knowledge 
(arcana) +21, Knowledge (history) +18, Knowledge (nature) +21,  
Knowledge (religion) +21, Perception +25, Sense Motive +25, 
Spellcraft +21, Stealth +25, Use Magic Device +18

Languages Abyssal, Common, Draconic, Infernal, Necril, 
Thassilonian, Varisian

SQ alchemy (alchemy crafting +12, identify potions), 
discoveries (acid bomb, dispelling bomb, fast bombs, force 
bomb [6d4+6 force plus knock prone], madness bomb 
[–2d6 hp damage, +1d4 Wisdom damage], precise bombs 
[6 squares]), mutagen (+4/–2, +2 natural, 120 minutes), 
poison use, swift alchemy, swift poisoning

Gear cloak of resistance +3, headband of mental prowess +2 
(Intelligence and Charisma; Knowledge [history]), ring of 
protection +2, formula book (contains all prepared extracts, 
plus additional formulae of your choosing)

* See the Advanced Player’s Guide.

Hazard: Damaging the alchemical equipment in this 
room can release the bound necromantic energy within the 
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complicated apparatus. The entire lab has a total of 100 hit 
points, but for every 10 points of damage done to the device 
by either weapon or spell damage, the increasingly unstable 
equipment releases a burst of concentrated necromancy that 
deals 4d6 points of negative energy to all living creatures 
within the room (DC 22 Fortitude save for half ).

F3. The Honeycomb (CR 14)

Irregular pools of fetid water mar the floor of this chamber like 
the exposed marrow of sawed bone, and a harsh acidic vapor 
burns the nostrils. Funerary urns sealed with thick red wax line 
the perimeter of the chamber, and several more rest on a small 
island in the room’s center. 

The f loor of this chamber crumbled long ago because 
of the porous catacombs beneath, and subsequent f loods 
created a thick, soupy mire among the honeycombed stone. 

Creature: The Whispering Way recovered a dozen 
funerary urns from the collapse, four of which contain deadly 
gaseous creatures called mihstus sealed inside. An omox 
demon named Immoxob, which was originally ensnared 
in the Rusted Tower, also lurks in the mire here. The 
Gray Friar offered the demon sanctuary in the cathedral’s 
catacombs. Able to communicate telepathically, Immoxob 
has promised to release the mihstus trapped within the 
sealed urns if they help it defend the catacombs.

When the PCs enter, Immoxob is hiding submerged 
behind the cover of the stone islands. The wily creature 
allows the PCs to venture into the chamber before using 
telekinesis to hurl one mihstu-filled canopic urn into 
another (hardness 2, hp 5, Break DC 12), breaking both 
near the entrance and releasing the dangerous creatures 
two at a time to attack the trespassers, hopefully forcing 
the PCs into the pool so that the omox may gleefully 
smother them.

Immoxob	 CR 12
XP 19,200
Omox demon (Pathfinder RPG Bestiary 2 79)
hp 162
Tactics

During Combat Immoxob shatters an urn each round until 
all of the mihstus are released, then uses telekinesis to push 
opponents off the slippery islands, plunging them into the 
mire where it can smother enemies. The demon remains as 
elusive as possible, using its liquid leap ability to jump from 
pool to pool.

Morale Immoxob fights to the death.

Mihstus (4)	 CR 8
XP 4,800 each
hp 92 each (Pathfinder RPG Bestiary 2 190)

Hazard: The edges of the pools are a slippery honeycomb 
of narrow ledges. Because of the slick coating of slime, a 
creature traversing the inner ledges must succeed at a DC 
15 Acrobatics check to move at half speed each round. Such 
creatures are considered f lat-footed and lose their Dexterity 
bonus to AC. A creature that takes damage while moving 
must make another DC 15 Acrobatics check to avoid falling. 

In addition, Immoxob’s presence taints these pools, 
concentrating the muck into a corrosive f luid that deals 
2d6 points of acid damage per round to creatures within 
the liquid. The f luid is cloying, and those falling into the 
slime must succeed at a DC 23 Ref lex save each round or 
become entangled. Otherwise, the slime acts as quicksand 
(Core Rulebook 427) and provides cover to the omox. 
Immoxob is immune to these effects.

Treasure: The remaining funerary urns contain only 
moldering remains, although one sealed urn is infested 
with yellow mold (Core Rulebook 416), which bursts forth if 
the urn is opened. The moldy bones conceal a lesser strand 
of prayer beads and three garnets worth 400 gp each. In 
addition, a single urn contains a thick, rich honey preserving 
the mellified cadaver of a gnome. A rare specimen of a lost 
funerary rite, this honey acts as a potion of cure serious wounds. 
Up to 6 doses of the honey can be recovered from the urn.

F4. Catacombs (CR 12)

The temperature drops to a cavernous chill as rough-hewn 
stairs give way to cramped catacombs. The smell of old decay 
emanates from dozens of alcoves containing broken skeletal 
remains, their eyeless skulls staring forward into emptiness 
with dead, vacuous gazes.

Many of the corpses here are too old or damaged for 
animation, though the shattered lids of ancient sarcophagi 
give evidence that the armored crusaders entombed here 
were not. The mazelike corridors hold several inches of 
fetid water, increasing Acrobatics checks made in this area 
by 5. The water also conceals three 10-foot-deep, water-
filled sinkholes. The pits can be discovered with a DC 20 
Perception check, and creatures entering those squares 
must succeed at a DC 20 Ref lex save or take a plunge, 
possibly sinking to the bottom.

Haunt: The Whispering Way’s subversion of these 
catacombs has polluted the collective spectral consciousness 
of the lingering spirits here, who seek to eradicate 
trespassers with the cleansing waters of unholy baptism. 
The haunt triggers when the PCs reach one of the sinkholes 
in the center of the catacombs.

Dead Water	 CR 12
XP 19,200
CE haunt (catacombs in a 30-ft. radius)
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Caster Level 12th
Notice Perception DC 25 (to notice water dripping from the 

alcoves)
hp 24; Trigger proximity; Reset 1 hour
Effect When this haunt is triggered, torrents of gray water 

littered with bones, dead flesh, and worms suddenly gush 
out of the catacombs’ alcoves, creating an inescapable wave 
of water that quickly floods the catacombs. All creatures 
in the catacombs are affected by a weird spell (save DC 23). 
Those affected by the haunt believe they are drowning in 
the churning waters, which appear to recede as quickly as 
they filled the tunnels. 

Destruction A consecrate spell cast in the area permanently 
neutralizes the haunt.

F5. Saint Vesbias’s Tomb (CR 13)

A single candle illuminates a large marble tomb beneath 
an iron grate overhead. The chiseled effigy of a simple foot 
soldier, rather than an armored knight, adorns the lid of the 
sarcophagus, and a gigantic sword, rusted and notched, hangs 
from hooks over the tomb.

The iron grate 15 feet overhead covers an opening in the 
f loor of the vestry above (area E10).

While heroic paladins and stalwart knights dominate 
most tales of the Shining Crusade, other warriors, much 
less well known, also contributed their own stories of 
bravery. A DC 20 Knowledge (history) or (religion) check 
recalls the story of the humble saint buried in this tomb. 
Saint Vesbias was a simple foot soldier during the Shining 
Crusade who took up the gigantic sword of an undead orc 
general and sacrificed his life so that his unit might escape 
the onslaught of the Whispering Tyrant’s troops. His 
grateful friends later recovered his arrow-impaled body, 
and laid it to rest here in this place of honor.

The large masterwork greatsword hanging above 
the tomb has the broken condition, but it is under the 
permanent effects of a bless weapon spell (caster level 13th), 
and can damage the haunt (see below).

Haunt: Saint Vesbias’s soul no longer rests easily now 
that the Whispering Way has desecrated the cathedral, and 
is now a spiteful haunt that resists all intrusion.

The Impaled Haunt of St. Vesbias	 CR 13
XP 25,600
CE persistent haunt (manifesting vision in a 10-ft. radius)
Caster Level 13th
Notice Perception DC 30 (to hear the sound of clashing 

blades)
hp 58; Weakness susceptible to damage from the greatsword 

in the tomb; Trigger proximity; Reset 1 hour
Effect When living creatures enter this tomb, the bloody, 

mutilated body of a slight-framed foot soldier manifests, 
impaled by several dozen broken, black-fletched arrows 
and wielding a massive rusted sword twice his size that 
matches the greatsword hanging near the tomb. The haunt 
screams a silent war cry and attacks any intruders as per a 
mage’s sword spell (+19 attack bonus) each round for as long 
as the haunt persists. While a mage’s sword is not normally 
susceptible to physical attacks, the greatsword hanging 
above the tomb can be used to attack and damage it.

Destruction Saint Vesbias’s soul can be laid to rest if the 
blessed greatsword hanging above the tomb deals the final 
blow that neutralizes the haunt. 

Treasure: The tomb contains nothing of value other 
than Saint Vesbias’s broken masterwork greatsword. 
Although the sword possesses a bless weapon effect, it is 
technically not a magical weapon. If the greatsword ever 
loses the broken condition or is crafted into a true magical 
weapon, it immediately loses its bless weapon effect.

F6. Grotto (CR 12)

Dirty rugs and torn pillows cover the floor of this natural cavern, 
and a thick, heavy fog pervades the air, glowing with the faint 
flicker of candlelight and carrying with it an unusual stench of 
moldering chrysanthemums. Everywhere stare the mortared 
skulls of the dead.

This unworked cavern serves as a chapter house for 
monks dismissed from their daily venerations, and though 
its inhabitants should be well on-guard, the intoxicating 
inf luence of an unusual addiction has distracted them. 
Resentful spirits infest Renchurch’s catacombs, and the 
Whispering Way’s clerics usually capture nuisance haunts 
with haunt siphons (see page 19 of Pathfinder Adventure Path 
#43: The Haunting of Harrowstone). It did not take long for the 
cultists to discover that the controlled release of negative 
energy from a haunt siphon provided a rush of necrotic 
energy, and the monks constructed a special thurible to 
dispense the intoxicating vapors. Several broken phials 
litter the ground, and a small rack of full haunt siphons sits 
on a nearby table, ready for consumption. The ectoplasmic 
smoke from the thurible has created a heavy fog here, 
granting concealment to all creatures in the room (Core 
Rulebook 439).

Creatures: A half-dozen Renchurch novices congregate 
here, bored after days of guarding the rejuvenating lich 
Berezna in area F7. To alleviate this boredom, they take 
turns deeply inhaling the leaking energies of haunt siphons. 
Intoxicated by the ectoplasmic fumes, the novices have the 
fascinated condition, and take a –4 penalty on Perception 
checks to notice approaching PCs. Any obvious threat 
automatically breaks this effect.
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Renchurch Novices (6)	 CR 7
XP 3,200 each
hp 63 each (see page 25)
Tactics

During Combat One novice grabs the nearby rack of used 
haunt siphons and throws it as a splash weapon at intruders. 
The rack explodes on impact, dealing 8d6 points of negative 
energy damage to the target and 8 points of negative 
energy splash damage to all adjacent creatures. The 
remaining novices then rush to attack.

Morale The novices fight to the death.

Treasure: One of the novices wears a bracelet of bone 
beads on her wrist (see sidebar). In addition, five unused 
haunt siphons rest inside a large chest among the cushions, 
and the jeweled thurible on the table is worth 3,000 gp.

F7. Chamber of Rejuvenation (CR 14)

Several large stone slabs crowd the floor of this rough-hewn 
chamber, its walls perforated with a honeycomb of burial 
alcoves. Nearby stand several small marble pedestals, three 
of which hold intricate metal boxes glowing with a dull green 
hue. One of the boxes sits open and pulsating with dark energy, 
orbited by small strips of aged and scribbled parchments 
weaving and braiding in intricate patterns among dark energies 
emanating from the receptacle. 

Few liches trust others to safeguard the phylacteries 
that hold their souls, but there are exceptions, and the 
Whispering Way offers security for those liches who 
often fall in harm’s way, providing a safe haven for their 
phylacteries and reforming bodies. The phylacteries of 
those undead necromancers who take advantage of this 
service are stored in this chamber.

Creatures: Four Renchurch cenobites, juju zombie clerics 
of Urgathoa, frantically attend the rejuvenating body of 
the lich Berezna. Slain several days ago by adventurers in 
Cheliax, the lich has none of her gear and only a few of 
her prepared spells remaining, the rest expended in the 
battle in which she was destroyed. When the PCs enter the 
room, Berezna’s naked, withered husk lies helpless on one 
of the stone slabs. On the second round of combat she is 
staggered, and she can act normally on the third round. 
Most likely aware of the approaching PCs, the cenobites 
cast animate dead on corpses in the nearby alcoves to create 
10 zombies each, sending them toward each entrance to 
hold off intruders while the lich fully awakens.

Berezna	 CR 8
XP 4,800
Female rejuvenating unhallowed lich (Pathfinder RPG Bestiary 

188 and page 82 with the following changes)

AC 17, touch 12, flat-footed 15 (+2 Dex, +5 natural) (+2 vs. 
good creatures)

hp 96 
Spells Prepared (CL 11th; concentration +16)

3rd—dispel magic
2nd—scorching ray 
1st—magic missile, ray of enfeeblement (DC 16), shield
0—bleed (DC 15), detect magic, ray of frost, read magic

Gear none
Tactics

During Combat Berezna casts shield as soon as she can act. She 
then attacks intruders with her few remaining spells before 
charging into combat with her paralyzing touch attack.

Morale Berezna fights until destroyed.

Renchurch Cenobites (4)	 CR 10
XP 9,600 each
Unhallowed human juju zombie cleric of Urgathoa 10 

(Pathfinder RPG Bestiary 2 291 and page 15)
NE Medium undead (augmented humanoid)
Init +6; Senses darkvision 60 ft.; Perception +14
Defense

AC 26, touch 15, flat-footed 24 (+8 armor, +3 deflection, +2 Dex, 
+3 natural)

hp 128 each (10d8+80)
Fort +11, Ref +7, Will +11; +2 vs. good creatures
Defensive Abilities channel resistance +4; DR 5/magic and 

slashing; Immune cold, electricity, magic missile, undead 
traits; Resist fire 10

Offense

Speed 20 ft.

Bone Beads
Aura faint necromancy; CL 3rd
Slot wrist; Price 6,000 gp; Weight —
Description

This bracelet of tiny carved skulls allows its wearer to 
command up to 8 HD worth of mindless undead creatures 
as the command undead spell. It is a standard action to 
establish control over an undead creature, and a free 
action to relinquish control. If the wearer attempts to 
control more than 8 HD of undead, the new creatures fall 
under the wearer’s control, and any previously controlled 
undead in excess of this amount become uncontrolled.
Construction

Requirements Craft Wondrous Item, command undead; 
Cost 3,000 gp
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Lich Phylactery

Melee +2 scythe +15/+10 (2d4+9/19–20/×4) or
slam +12 (1d6+7)

Special Attacks channel negative energy 7/day (DC 21, 5d6), 
killing blow* 1/day (5 bleed), whispering evil* (10 rounds, 
DC 19)

Domain Spell-Like Abilities (CL 10th; concentration +14)
7/day—bleeding touch (5 rounds), touch of evil (5 rounds)

Cleric Spells Prepared (CL 10th; concentration +14)
5th—flame strike (DC 19), slay living (DC 19), suffocationD, * 

(DC 19)
4th—divine power, freedom of movement, greater magic 

weapon, unholy blightD (DC 18)
3rd—animate dead, contagion (DC 17), dispel 

magic, keen edgeD, magic vestment
2nd—death knellD (DC 16), eagle’s splendor, 

hold person (DC 16), silence (DC 16), sound 
burst (DC 16), spiritual weapon

1st—bane (DC 15), cause fearD (DC 15), 
command (DC 15), doom (DC 15), obscuring 
mist, shield of faith

0 (at will)—bleed (DC 14), detect magic, read 
magic, resistance

D Domain spell; Domains Death (Murder 
subdomain*), Evil (Daemon subdomain*)

Tactics

Before Combat The clerics cast greater magic weapon and 
magic vestment every day. Before combat, they also cast 
bull’s strength, eagle’s splendor, keen edge, and shield of faith.

During Combat The clerics cast divine power on the first round 
of combat, then concentrate on damaging opponents with 
channeled negative energy and spells such as flame strike, 
slay living, suffocation, and unholy blight.

Morale The cenobites fight until destroyed.
Base Statistics Without their spells, the clerics’ statistics are 

AC 22, touch 12, flat-footed 20; hp 108; Fort +9; Melee +1 
scythe +12/+7 (2d4+5/×4), or slam +10 (1d6+4); Str 17, Cha 14; 
CMB +10; CMD 25; channel negative energy (DC 19).

Statistics

Str 21, Dex 14, Con —, Int 10, Wis 19, Cha 18
Base Atk +7; CMB +12; CMD 27
Feats Channel Smite, Combat Casting, Command Undead, 

Improved Channel, Improved InitiativeB, Lightning Reflexes, 
ToughnessB, Weapon Focus (scythe)

Skills Climb +10, Knowledge (religion) +13, Perception +14, 
Spellcraft +13

Languages Common
Gear +1 breastplate, +1 scythe, robe of bones, 10 onyx gems 

worth 50 gp each, spell component pouch, unholy symbol of 
Urgathoa

* See the Advanced Player’s Guide.

Unhallowed Zombies (40)	 CR —
hp 12 each (Pathfinder RPG Bestiary 288 and page 15)

Treasure: In addition to those listed in Gear above, 
one of the cenobites also carries a small bag of 20 more 
onyx gems worth 50 gp each. The three metal boxes on 
the pedestals are lich phylacteries, worth 5,000 gp each 
in materials alone, but priceless to those liches whose 
souls are contained within. Two of the phylacteries store 
the souls of Berezna and Nalthezzar (in area F2), while 
the third is an ornate puzzle box holding the soul of the 
lich bard Locardier Eliote (see page 72). Good characters 
can destroy these phylacteries, knowing that they have 
safely rid Golarion of three despicably powerful creatures, 
but enterprising and unscrupulous characters might 

decide to hold the phylacteries for ransom 
from these liches, which could lead to 
some interesting negotiations once this 
adventure concludes.

F8. Revenant Locker (CR 13)

The corpses of robed cultists lie on stone 
slabs and hang from bloody iron hooks on 
the walls of this chamber. Their faces contort 
with death-tinged grimaces in frighteningly 
familiar facades. 

Within this chamber, the Whispering Way has assembled 
the bodies of 12 dead compatriots recovered from across 
Ustalav along the swath of destruction left by the PCs in 
their efforts to stop the cult. The cultists brought these 
bodies back to Renchurch for the special honor of rebirth 
as vengeful undead creatures. For maximum effect, the 
PCs should be able to recognize the decomposing corpses 
in this room as those of humanoid enemies they slew 
earlier in this adventure or throughout the Carrion Crown 
Adventure Path—Gibs Hephenus from “The Haunting 
of Harrowstone”; Vorkstag or Grine from “Trial of the 
Beast”; Estovion Lozarov, Auren Vrood, or one of the 
Shudderwood werewolves from “Broken Moon”; Albor 
Voltiaro or one of the vicars of the Recondite Order of the 
Indomitable Sea from “Wake of the Watcher”; and Aisa or 
Hetna Dublesse from “Ashes at Dawn” all make excellent 
choices to reappear here. With less familiar personages, 
Lucimar the Lich-Wolf (see page 28) has used sculpt corpse 
for a bit of psychological warfare, molding the corpses’ 
faces to resemble those of the PCs.

A small shrine to Urgathoa also sits in this chamber, and 
any undead creatures gain the shrine-blessed template for 
as long as they remain in this chamber. 

Creatures: Six revenants have already been created from 
the familiar cadavers in this room. If the PCs have already 
encountered the wandering revenant pack set loose to hunt 
them down while they rest (see the Renchurch Random 
Encounters Chart on page 81), those numbers should be 
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subtracted from this area. If they have not yet encountered 
the pack, there are six revenants here now and an additional 
six bodies hang from the meat hooks along the walls. In 
the presence of the PCs (their murderers), the revenants 
gain the benefits of a haste spell, as well as a +4 profane 
bonus on attack rolls, grapple checks, and saving throws 
from their reason to hate ability.

Advanced Shrine-Blessed Revenants (6)	 CR 8
XP 4,800 each
hp 112 each (Pathfinder RPG Bestiary 2 235, 292 and page 15)
Tactics

During Combat Fueled by their hatred for their murderers, 
the PCs’ presence enrages the revenants, who let fly with 
their baleful shriek ability. 

Morale The revenants fight until destroyed for the second time.

Development: If any corpses are left in this room, they 
might later animate as more revenants to hunt down the 
PCs in search of vengeance.

F9. Mirror of Life Trapping (CR 14)

Torn paintings depicting foul acts of necromancy intermingle 
with portraits of desiccated nobility and skeletal friars in 
this hallway. Rotting red velvet drapes a single large frame 
haphazardly propped at the intersection of two corridors. 

Centuries of paintings collected from across Ustalav 
line this corridor, but the covered frame contains a large 
mirror of life trapping (Core Rulebook 523).

Haunt: The presence of living creatures draws the 
attention of the Tyrant’s Whispers, which brief ly pervade 
the area as the PCs approach. 

The Tyrant’s Whispers	 CR 14
XP 38,400
NE persistent haunt (see page 19)
Effect When triggered, the haunt uses telekinesis to rip 

away the mirror of life trapping’s velvet cover, exposing 
all creatures within 30 feet to the mirror’s effects. The 
haunt continues using telekinesis to trip and disarm those 
creatures not trapped by the mirror, attacking them with 
their own weapons for as long as the haunt persists (CMB 
+18, Atk +18).

Development: Three kalavakus demons (Pathfinder 
RPG Bestiary 2 78) are imprisoned in the mirror of life 
trapping and are released if the item is destroyed. Only the 
Gray Friar knows the mirror’s command word, and if the 
PCs take the mirror with them, Renchurch’s intelligent 
inhabitants target the mirror, hoping to damage it and 
release its prisoners. 

F10. Embalming Room (CR 14)

Wheeled tables fill this room, each littered with scalpels, bone 
saws, and bloody sutures. Large glass jugs filled with thick 
green fluid stand in wall recesses throughout the room, which 
reeks of formaldehyde.

The monks of Renchurch use this area for the repair and 
preservation of undead f lesh.

Creatures: Eight totenmaskes wearing the guises of 
innocent captives occupy this chamber—five attempt to 
hide behind gurneys, while the other three lurk concealed 
in the room’s alcoves. Aware of the party’s presence, the 
totenmaskes have taken great care in creating a facade to not 
only protect themselves from attack, but also to lure unwary 
interlopers into an ambush. All but one of the creatures 
have used their change shape ability to take on the forms 
and likenesses of battered and weary Varisian prisoners 
recently captured and brought to Renchurch. While the 
totenmaskes gave up the actual prisoners (after killing 
them) to the ghouls in area E7, these creatures are convinced 
of their ability to fool the trespassers into accepting their 
innocent guises. The sixth totenmaske, a personal servant 
of the Gray Friar who participated in the ritual below, has  
taken on the form of Count Lucinean Galdana himself.

When the PCs enter the room, four of the totenmaskes 
in the room pretend to be merely frightened prisoners 
who recently escaped their cells and seek protection and 
guidance out of Renchurch. The totenmaske imitating 
Galdana has absorbed enough memories from the Count 
to recognize the PCs and play up the ruse, begging for 
his new saviors to take him and his new compatriots as 
far from Renchurch as possible while recounting the vile 
depredations of the cult. Meanwhile, the remaining three 
totenmaskes stay hidden in the alcoves.

If the party falls for the totenmaskes’ deception, the 
Galdana-impostor calls forth the hidden totenmaskes (also 
disguised as Varisians) and attempts to guide the PCs toward 
area F11 (if the PCs approached from the north), or area 
F8 (if the PCs approached from the south). Only once they 
have led the PCs to an area occupied with more dangerous 
creatures do the creatures drop their guises and attack en 
masse. If their ruse fails, the five impostors immediately 
attack, their hidden compatriots emerging from the alcoves  
1 round later in their natural forms to surprise the PCs. 

Advanced Unhallowed Totenmaskes (8)	 CR 8 
XP 3,200 each
hp 105 each (Pathfinder RPG Bestiary 2 269, 292 and page 15)

Treasure: An old funerary urn contains three scrolls 
of gentle repose, and a wand of inf lict serious wounds with 38 
charges rests on a nearby gurney.
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F11. Chamber of Supplication (CR 14)

Massive statues loom over this large chamber. To the west, the 
statues portray three women holding huge scythes, the lower 
halves of their bodies skeletal and rotten, while to the east, 
three more statues depict skeletal monks in simple robes. 

A DC 10 Knowledge (religion) check recognizes the three 
statues to the west as representations of Urgathoa, the 
goddess of gluttony, disease, and undeath.

Creatures: The three Urgathoa statues to the west side 
are stone golems, commanded to attack non-cult intruders 
who enter this chamber. 

Stone Golems (3)	 CR 11
XP 12,800 each
hp 107 each (Pathfinder RPG Bestiary 163)

F12. Hall of Shadows (CR 14)

The pooling black wax of a single candle slowly gathers in the 
creases of this chamber’s flagstone floor, its light flickering with 

a pale, ghostly luminescence. Eight robed acolytes in meditative 
poses surround the taper, sitting in dark pools of blood.

A DC 10 Heal check reveals that all of the cultists are 
dead, while a DC 15 Perception check realizes that the 
bodies cast no shadows upon the walls. None of the bodies 
carries anything of value.

Creatures: Eight of Renchurch’s novices gathered in this 
chamber to commit ritual suicide, their combined devotion 
to the Whispering Way powerful enough to animate their 
shadows as undead horrors. The greater shadows that arose 
from their deaths now prowl the room, attacking any living 
creature that enters.

Unhallowed Greater Shadows (8)	 CR 8
XP 4,800 each
hp 76 each (Pathfinder RPG Bestiary 245 and page 15)

F13. Haunted Cavern (CR 14) 

Two tables strewn with shards of broken funerary urns are 
pushed haphazardly to the sides of this rough-hewn chamber. 
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Haunt: The Whispering Tyrant’s malign susurrations 
echo throughout this hollow cave.

The Tyrant’s Whispers	 CR 14
XP 38,400
NE persistent haunt (see page 19)
Effect When triggered, the haunt creates a confusion effect 

(save DC 23) that causes each affected creature to deal 1d8 
points of damage + its Str modifier to itself with an item in 
hand for as long as the haunt persists.

F14. Scriptorium (CR 13)

Ancient bookshelves line the walls of this poorly lit chamber, 
while a dozen haphazardly arranged lecterns stand in the center 
of the room. To the south, four large glass tanks topped with 
intricately filigreed brass caps hold shriveled, mutilated corpses 
dressed in the shredded finery of nobility, each suspended in 
murky embalming fluid.

Very few members of Tar-Baphon’s court survived the 
vengeful rampage of the Shining Crusade after the Tyrant’s 
fall, and the undead nobility of Adorak suffered the worst 
of Lastwall’s inquisitions that rooted out nearly every last 
servant of the defeated lich-lord. For years, the creatures 
that remained on Golarion were mercilessly hunted, 
their bodies mutilated and their phylacteries located and 
destroyed. The four corpses in the glass tanks represent 
the last known corporeal remains of several so persecuted 
by the crusader’s onslaught, recovered and brought here 
by the Whispering Way in the hope of one day restoring 
undeath to these once-powerful creatures.

Creature: Lucimar the lich-wolf has claimed this 
chamber as his personal quarters while he is at Renchurch. 
If the PCs have not yet encountered him, Lucimar may 
be found here, poring over the scrolls and papers on the 
shelves looking for lost lore.

Lucimar the Lich-Wolf	 CR 13
XP 25,600
hp 128 (see page 28)

F15. Chamber of Empty Eyes (CR 14)

This small chamber is devoid of furnishing or decoration. The 
still air within the room is dry and carries the sharp tang of 
foul-smelling smoke.

The iron door to this chamber is barred from the outside. 
The original purpose of this room is long forgotten; it now 
serves as a cell of sorts for several dangerous creatures. 

Creatures: Six bodaks have been conjured here to serve 
the Whispering Way as guardians and assassins. To prevent 

them from slaying those living followers of the cult with 
their death gazes, the bodaks are kept sequestered in this 
chamber, only released by the Gray Friar when he has 
need of their services. If living creatures enter the room, 
the bodaks immediately turn their death gazes on the 
intruders before attacking.

Advanced Unhallowed Bodaks (6)	 CR 9
XP 6,400 each
hp 105 each (Pathfinder RPG Bestiary 2 48, 292 and page 15)

F16. Seance Room (CR 14)

A large, round table carved with letters and symbols in several 
languages takes up the room’s center, and bits of silver gleam 
from tabletops and shelves. Several small smelters and other 
jewelry-making equipment stand nearby. Two large glass tubes 
filled with a swirling cloudy fluid rest on corroded iron stands 
along the room’s perimeter.

Adherents of the Whispering Way come to this room 
for tutelage in the art of constructing phylacteries for 
eventual ascension to lichdom. While the most common 
phylacteries are platinum boxes containing strips of 
magical parchment, living acolytes can also learn the skill 
of constructing amulets, rings, and other items that serve 
as arcane bonds in this chamber. The large seance table 
once allowed students to communicate with the room’s 
ghostly tutors when they failed to manifest, though it has 
not seen use for some years due to the creatures’ assured 
appearance and lazy students’ habit of allowing the ghosts 
to take control of their bodies with their malevolence 
ability—allowing the ghosts to enjoy the feel of f lesh once 
again, and the acolytes to achieve expertly finished results 
without actually having to perform the work themselves.

Creatures: The ghosts of two deceased necromancers 
bound to the chamber centuries ago preside over the 
lessons here, and do not take trespass into their classroom 
lightly. Anchored here by two ectoplasmic containers 
that originally trapped their souls, these once-unwilling 
captives have soured over time, and their thoughts and 
motives now conform to the best interests of the Whispering 
Way. Destroying the ectoplasmic anchors does not harm 
or otherwise dismiss them, although it does prevent them 
from rejuvenating, and slain ghosts are permanently 
destroyed if PCs break the ectoplasmic anchors (hardness 
1, hp 5, Break DC 15).

Ghostly Necromancers (2)		  CR 12
XP 19,200 each
Human unhallowed ghost necromancer 8/loremaster 3 

(Pathfinder RPG Bestiary 144 and page 15)
LE Medium undead (augmented humanoid, incorporeal)
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Init +5; Senses darkvision 60 ft., life sight (10 feet, 8 rounds/
day); Perception +20

Defense

AC 24, touch 16, flat-footed 22 (+4 armor, +4 deflection, +1 Dex, 
+1 dodge, +4 shield)

hp 131 each (11 HD; 8d6+3d6+92)
Fort +7, Ref +4, Will +14; +2 vs. good creatures
Defensive Abilities channel resistance +4, incorporeal, 

rejuvenation; Immune undead traits
Offense

Speed fly 30 ft. (perfect)
Melee corrupting touch +6 (12d6, Fort DC 20 half ) or

draining touch +6 (1d4 ability drain)
Special Attacks channel negative energy (DC 18, 7/day), 

corrupting touch (DC 20), draining touch, malevolence 
(DC 20), telekinesis (DC 20), 

Arcane School Spell-Like Abilities (CL 11th; concentration +15)
7/day—grave touch (4 rounds)

Necromancer Spells Prepared (CL 11th; concentration +15)
6th—eyebite (DC 20), flesh to stone (DC 20)
5th—break enchantment, cone of cold (DC 19), waves of fatigue
4th—ball lightning* (DC 18), fear (DC 18), lesser globe of 

invulnerability, shout (DC 18), solid fog
3rd—dispel magic (2), fireball (DC 17), lightning bolt (DC 17), 

ray of exhaustion (DC 17), slow (DC 17)
2nd—acid arrow, blindness/deafness (DC 16), false life, 

glitterdust (DC 16), scorching ray, see invisibility
1st—mage armor, magic missile (2), ray of enfeeblement  

(DC 15), shield, unseen servant
0 (at will)—detect magic, ray of frost, read magic, touch of 

fatigue (DC 14)
Opposition Schools Enchantment, Illusion

Tactics

Before Combat The ghosts cast false life and mage armor every 
day, and cast shield before combat.

During Combat The ghosts try to possess obvious melee 
combatants with their malevolence ability, making as 
many attempts as possible in a singular effort to take on 
corporeal form.

Morale Bound to this chamber, the ghosts fight until destroyed.
Base Statistics Without their spells, the ghosts’ statistics are 

AC 16, touch 16, flat-footed 14; hp 116.
Statistics

Str —, Dex 12, Con —, Int 18, Wis 14, Cha 18
Base Atk +5; CMB +6; CMD 21
Feats Combat Casting, Command Undead, Craft Wondrous 

Item, Forge Ring, Improved Initiative, Iron Will, Magical 
Aptitude, Scribe Scroll, Skill Focus (Knowledge [arcana]), 
Toughness

Skills Craft ( jewelry) +18, Fly +20, Knowledge (arcana) +25,  
Knowledge (history) +19, Knowledge (religion) +19, 
Linguistics +9, Perception +20, Perform (oratory) +14, 
Spellcraft +22, Stealth +13, Use Magic Device +22

Languages Abyssal, Aklo, Celestial, Common, Draconic, 
Infernal, Necril

SQ arcane bond (ring), lore, secrets (dodge trick, secrets of 
inner strength)

Gear ghostly spellbook, ghostly spell component pouch
* See the Advanced Player’s Guide.

Treasure: Platinum parts litter the shelves and tables 
of this room, mostly components from broken magical 
weapons, melted-down jewelry, and other salvaged items 
containing the precious metal. A silver spirit planchette (see 
page 19 of Pathfinder Adventure Path #43: The Haunting of 
Harrowstone) rests on a shelf here, and a various items of 
platinum jewelry and half-complete lich phylacteries worth 
a total of 12,000 gp can also be recovered.

F17. Skull Alcoves (CR 13)

Smoothly polished skulls yellowed with age gaze from countless 
small alcoves perforating the stone walls of this chamber from 
floor to ceiling. The collection contains specimens from many 
races, though all of the skulls are missing their jawbones, which 
lie on the lowest shelves beneath the skulls.

The skulls in the alcoves all come from slain devotees 
of the Whispering Way, kept here as a sort of reference 
library for the cult. Each skull is carved with a couplet of 
small runes corresponding to a pair of symbols carved into 
the jawbones below, but the symbols are offset to prevent 
tampering by outsiders who may try to simply match up 
corresponding symbols. A DC 25 Perception check notices 
a subtle phrase scribbled in Ancient Osiriani above the 
stone archways into this chamber that reads, “To each 
hieroglyph f irst pass one left, to each hieroglyph second 
pass one right.” The secret to matching a jawbone to its 
proper skull is to match the first symbol with its preceding 
character in the hieroglyphs of Ancient Osirion, and 
match the second symbol with its succeeding character, 
both found on the correctly matching skull’s forehead. 
A DC 30 Linguistics check is enough to read the Ancient 
Osiriani inscription if no one speaks that language. The 
PCs may be able to decipher the meaning of the clue on 
their own, but a second DC 25 Linguistics check also 
reveals the proper interpretation of the clue.

Haunt: Placing a jawbone with a skull (whether a proper 
match or not) triggers a haunt. If a proper match is made, 
the user can communicate with the skull’s spirit, but if the 
match is incorrect, the chittering skulls drive creatures in 
room mad. 

Chittering Skulls	 CR 13
XP 25,600
NE persistent haunt (area F17)

40

Shadows of Gallowspire

paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

1655071

1655071

1655071

435575

435575

435575



paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

paizo.com #1733381, Kevin Athey <drizzt@acm.org>, Oct 18, 2012

1655072

1655072

1655072

435576

435576

435576

Caster Level 13th
Notice Perception DC 30 (to hear clacking jawbones)
hp 58; Trigger touch; Reset 1 minute
Effect When this haunt is triggered, its effects differ 

depending on whether the skull and jawbone match. If an 
improper jawbone is matched, the skulls erupt in a chorus 
of clacking jaws, driving all occupants in the area mad with 
an insanity effect (save DC 23). If the correct jawbone is 
attached, a speak with dead effect is triggered, allowing the 
creature who placed the jawbone to ask six questions of the 
spirit of the skull. If communication is enabled, the spirits of 
the skulls are neutral evil and can answer questions on the 
topics undeath and unholy rebirth. Assume any skull has 
a Knowledge (religion) skill of 3d4+5, and a +5 in all other 
Knowledge skills.

Destruction Only the complete destruction of all of the skulls 
in this chamber can permanently destroy this haunt.

F18. Cellarium (CR 14)

Rotting corpses stacked like cordwood rise halfway to the 
ceiling of this chamber, threatening to collapse inward because 
of the path something has made, or rather chewed, through the 
pile. The stench of rot is overpowering, and insects buzz in the 
air like an oily cloud. 

Failed undead experiments, hopelessly mutilated bodies 
unfit for animation, or corpses better resurrected as 
skeletal creatures are brought to this room to slough rotten 
f lesh from bone. Small holes perforate the chamber’s f loor, 
dripping the rotting sludge into area F20 below. The room’s 
gore-soaked f loor is slippery, costing 2 squares of movement 
to enter a square, and increasing the DC of Acrobatics 
checks by 5. A DC 10 Acrobatics check is required to run or 
charge across the f loor. Meanwhile, the disgusting haze and 
overpowering stench of rotting vapors and buzzing f lies 
are treated as heavy smoke for the purpose of breathing, 
potentially choking PCs and providing concealment to 
all creatures in the room (see Smoke Inhalation on page 
426 of the Core Rulebook). The pile of corpses is considered 
difficult terrain for those attempting to move on top of the 
pile. The ceiling in this room is 20 feet high.

Creature: The Whispering Way cast greater planar ally 
to call an augnagar qlippoth to this room, which is slowly 
chewing its way through the never-ending piles of corpses 
provided by the cult. A DC 22 Perception check detects 
faint chewing sounds or spots shifting corpses around the 
creature’s bulk, allowing successful PCs to avoid surprise as 
the qlippoth erupts forth from the pile of decaying filth. 

Augnagar Qlippoth	 CR 14
XP 38,400
hp 203 (Pathfinder RPG Bestiary 2 219)

Tactics

During Combat The augnagar casts waves of exhaustion on 
intruders, then attacks with bite and claws from the top of 
the pile.

Morale The alien qlippoth fights to the death.

F19. The Urgathoan Fly (CR 15)

The ruddy glow of smoldering embers cast strange shadows 
on this chamber’s walls. Beyond rows of cracked stone pews, 
marble steps lead to a raised dais encapsulating a large fire 
pit. Standing over the pit is an enormous iron statue of a fly; 
wretched screams echo from within as some living creature is 
roasted alive inside the grotesque effigy. Large doors of iron 
stand in the wall behind the statue.

This unholy chamber hosts foul venerations to the 
goddess Urgathoa. The faithful of the Whispering Way 
use the iron statue—known as the Urgathoan Fly—to 
incinerate unbelievers in the name of the Pallid Princess 
and reanimate their remains into useful servants. A 
small grate on the side of the f ly’s body allows access to 
the statue’s hollow abdomen, where sacrif ices are locked 
inside and forced to suffer the heat of the unholy f ires 
beneath the statue, searing f lesh from bone. The victims 
of this horrible execution rise as burning skeletal servants 
under the command of the Whispering Way. In addition, 
the Urgathoan Fly is considered a shrine for the purposes 
of the permanent desecrate spell that emanates from it, 
granting the undead in this chamber the shrine-blessed 
template (see page 15). The double doors open onto a 
f light of stairs leading down to the presbytery (areas F20 
and F21).

Creatures: Three Renchurch cenobites stoke the f lames 
of the fire pit, sacrificing a Varisian man recently captured 
outside the monastery. A dozen burning skeletons lurk 
inside the 10-foot-deep fire pit as well, their own unholy 
fires contributing to the sacrificial conf lagration. The 
Urgathoan Fly is actually an iron golem under the control 
of the cultists. Exposed to the unholy f lames in the fire pit, 
the golem has absorbed temporary hit points, ref lected in 
its stat block below.

When the PCs enter, the burning skeletons leap out of 
the fire pit to attack, while the cenobites remain atop the 
altar. You might want to delay the golem’s animation to 
surprise players lured into a false sense of security when 
it doesn’t attack immediately, only later revealing that the 
screams were coming from within a gigantic, glowing-hot 
creature on skittering legs of iron that seeks to destroy 
them. Two rounds after the PCs interrupt the ceremony, 
the man trapped within the golem dies and rises as another 
burning skeleton, although the creature remains locked 
inside the Urgathoan Fly unless released.
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The Urgathoan Fly

Shrine-Blessed Renchurch Cenobites (3)	 CR 10
XP 9,600 each
hp 128 each (see pages 35 and 15)
Tactics

During Combat Well aware of the bolstering effects of this 
chamber’s desecrate aura, the clerics avoid direct melee 
combat and rely primarily on their channel energy ability to 
damage intruders from behind the cover of their skeleton 
minions. If given the opportunity, the clerics command the 
skeletons to drag the bodies of any disabled or dead PCs 
into the fire pit, where they may rise as burning skeletons 
themselves (see below).

Shrine-Blessed Burning Skeletons (12)	 CR 1
XP 135 each
hp 7 each (Pathfinder RPG Bestiary 251 and page 15)

The Urgathoan Fly	 CR 13
XP 25,600
Variant iron golem (Pathfinder RPG Bestiary 162)

hp 169
CMD 39 (51 vs. trip)
Tactics

During Combat The fly descends from the dais and uses its 
breath weapon, which reeks of charred flesh, then closes to 
attack enemies.

Morale The golem fights until destroyed.

Hazard: The pit’s f lames deal 3d6 points of damage per 
round to adjacent creatures, or 6d6 points of damage per 
round to those within the pit. Half of this damage is fire 
damage, and the other half is unholy damage, not subject 
to fire resistance. Any humanoid slain by these f lames 
rises as a burning skeleton the following round. 

Treasure: A DC 20 Perception check uncovers a ring of 
force shield under one of the pews.

The Presbytery
Stairs from the chamber of the Urgathoan Fly lead to a 
final long corridor sloping down to the darkest recesses of 
the Whispering Way’s domain, an area reserved exclusively 
for the cult’s most prominent members’ venerations of 
Urgathoa. It is into these dark chambers that the Gray 
Friar brought Count Galdana.

F20. Pool of Maggots (CR 14)

Rotting gray ichor drips from murder holes in the ceiling 
overhead to fill a massive pit with a vile, roiling soup of millions 
of maggots.

The pit is only 2 feet deep, but it contains a creature far 
more dangerous than just mindless vermin.

Creature: A powerful evil conjurer named Urca Namat 
inhabits this disgusting pool. He is not undead, but the 
necrotic energies of Renchurch infused the maggots that 
devoured his deceased body with a foul, voracious sentience, 
manifesting as a worm that walks. The squirming vermin-
creature now guards the cult’s innermost sanctum, 
attacking any creature he knows does not belong here.

Urca Namat 	 CR 14
XP 38,400
Male worm that walks (Pathfinder RPG Bestiary 2 286)
AC 27, touch 17, flat-footed 22

hp 123 
Tactics

Before Combat Urca casts shield before combat. 
During Combat Urca remains at the pit’s center, 
attempting to draw forth any melee combatants 
through the maggots and rot grubs that infest the 

well. He casts disintegrate on trespassers and uses 
telekinesis to toss opponents into the pit.
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Urca Namat

Morale Urca discorporates into a swarm of maggots if 
reduced to 20 hit points or fewer, waiting several rounds 
for his fast healing to repair damage before reforming, but 
otherwise he fights to the death. 

Hazard: Moving through the maggots in the shallow pit 
counts as wading in a shallow bog (Core Rulebook 427), but 
the pool of maggots also contains a host of rot grubs, which 
can only be detected with a DC 30 Perception check among 
the squirming vermin in the pit. A creature within the pit 
is subjected to 1d6 rot grubs each round (DC 15 Ref lex save 
avoids). On a failed save, the rot grubs burrow through 
the aff licted creature’s body, eventually causing death. 
Flame applied to the point of entry on the first round of 
infestation kills the grubs instantly but deals 1d6 points of 
fire damage to the victim. Cutting the grubs out requires 
a slashing weapon and a DC 20 Heal check, and deals 1d6 
points of damage per round that the host has been infested. 
A successful Heal check removes one grub. Remove disease 
kills any rot grubs in or on a host. Any amount of damage 
reduction is enough to provide immunity to infestation, 
making the worm that walks immune to the rot grubs. 
Even if destroyed, the pool of maggots and rot grubs is 
constantly replenished by more falling through the holes 
in the ceiling from the room above.

Rot Grubs	 CR 4
XP 1,200
Pathfinder RPG GameMastery Guide 245
Type infestation; Save Fortitude DC 17
Onset immediate; Frequency 1/round
Effect 1d2 Con damage per grub

F21. Necrotic Sanctum (CR 15)

Black flames lick the walls of this huge ceremonial chamber. 
Three giant statues of Urgathoa loom threateningly over stone 
pews and a processional leading to a black altar atop a raised 
natural outcropping. A dark pit boiling over with foul necrotic 
energy gapes at the far end of the room, and a writhing 
humanoid form hangs stretched over the well, stout chains 
tethered to each of its limbs.

As the inheritor of Tar-Baphon’s bloodline, Count 
Lucinean Galdana must be properly prepared to receive 
the Carrion Crown elixir, and so the cult has begun 
ritually scraping the last vestiges of life energy from 
Galdana like a profane root canal, leaving a nearly empty 
vessel to be transformed into a lich. But the cultists must 
be slow and careful in their rituals, lest they go too far 
and destroy the only living body that might bring their 
plans to fruition. Since his capture, Galdana has been 
carefully drained of vitality and life, to the point now 

where he is almost ready to be brought to Gallowspire to 
consume the Carrion Crown elixir and be reborn as his 
infamous ancestor. 

Galdana has not yet been forced to consume the Carrion 
Crown, but the ceremony to drain his life force is complete, 
and with the threat of the PCs’ approach, the count has 
been hidden among loyal supplicants of the Whispering 
Way. These chanting cultists are all juju zombies, and each 
wears an identical disturbing facade—the face of Count 
Galdana. In preparation for the count’s upcoming journey 
to Gallowspire for the final stage of the ceremony, the juju 
zombies have had their f lesh shaped by the Gray Friar’s 

totenmaskes (see area F10) to resemble Galdana in the 
hope of confusing any attempts at rescuing the count.
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The Gray Friar	 CR 14
XP 38,400
Male advanced shrine-blessed huecuva cleric of Urgathoa 11 

(Pathfinder RPG Bonus Bestiary 12, Pathfinder RPG Bestiary 
294, and page 15)

NE Medium undead 
Init +8; Senses darkvision 60 ft.; Perception +20
Aura faithless (30 ft.)
Defense

AC 31, touch 16, flat-footed 28 (+8 armor, +3 deflection, +3 Dex, 
+7 natural)

hp 185 (14d8+123)
Fort +15, Ref +10, Will +18
DR 5/magic or silver; Immune undead traits
Offense

Speed 20 ft.
Melee 2 claws +18 (1d6+7 plus 2d6 vs. good creatures plus 

disease) or
mwk dagger +17/+12 (1d4+6/19–20)

Ranged mwk dagger +17 (1d4+6/19–20)
Special Attacks channel negative energy 10/day (DC 28, 8d6), 

scythe of evil (5 rounds, 1/day)
Domain Spell-Like Abilities (CL 11th; concentration +17)

9/day—bleeding touch (5 rounds), touch of evil (5 rounds)
Spell-Like Abilities (CL 3rd; concentration +8)

3/day—disguise self
Cleric Spells Prepared (CL 11th; concentration +17)

6th—antilife shell, create undeadD, harm (DC 22)
5th—flame strike (DC 21), righteous might, slay livingD (DC 21), 

true seeing
4th—blessing of fervor*, divine power, freedom of movement, 

inflict critical wounds, unholy blightD (DC 20)
3rd—animate deadD, blindness/deafness (DC 19), inflict serious 

wounds (DC 19), invisibility purge, magic vestment, prayer
2nd—death knellD (DC 18), grace*, hold person (DC 18), inflict 

moderate wounds (DC 18), resist energy, silence (DC 18), 
spiritual weapon

1st—cause fearD (DC 17), command (DC 17), curse water, 
doom (2, DC 17), entropic shield, shield of faith

0 (at will)—bleed (DC 16), detect magic, read magic, resistance
D Domain spell; Domains Death, Evil

Tactics

Before Combat The Gray Friar casts magic vestment every day. 
Before combat, he casts freedom of movement, shield of faith, 
entropic shield, and antilife shell.

During Combat The Gray Friar stays outside the fray to 
bolster and heal his allies and damage foes with channeled 
negative energy and spells. If forced into melee, the Gray 
Friar casts divine power and righteous might before making 
debilitating claw attacks, using his Channel Smite feat to 
infuse his already unholy attacks with even more powerful 
necrotic energies.

Morale The Gray Friar fights until destroyed.

The vaulted ceiling of this cavern is 20 feet high, and 
the entire area is under a desecrate effect centered on the 
altar, bolstering all of the undead in the chamber with 
the shrine-blessed template (see page 15). Remember that 
the desecrate aura stacks with Renchurch’s unhallow effect, 
increasing the DC of the Gray Friar’s channeled negative 
energy by 6 (already included in his stat block) and reducing 
the DC of channeled positive energy by 4.

Creatures: The master of Renchurch, the withered 
huecuva called the Gray Friar, presides over the ceremony. 
Originally a pious monk of Pharasma who called these 
halls home in a time before the Whispering Tyrant, the 
man that would become the Gray Friar was unable to escape 
when the lich-king’s forces attacked and conquered the 
monastery. Forced to endure endless tortures at the hands 
of his undead captors, the monk eventually renounced the 
Lady of Graves and embraced the worship of the Pallid 
Princess instead. Pharasma cursed the monk’s body and 
soul, and the blasphemous creature who arose from the 
heretical monk’s body became known as the Gray Friar. 
Wearing his undeath as a badge of honor gifted by Urgathoa 
herself, the Friar has spent many years furthering the cause 
of the Whispering Way across Golarion, eventually earning 
dominion over Renchurch and all of its inhabitants.

Fifteen chanting juju zombie cultists also sit in the 
pews here, each shaped by the totenmaskes to resemble 
Count Galdana. A sixteenth zombie, now wearing the 
gaudy accoutrements of Tar-Baphon’s old court attire, is 
stretched above the pit in an attempt to lure the PCs into 
rescuing the “count” from the blasphemous ceremony. 
All of the zombies have been previously exposed to the 
necrotic well (see below), gaining 12 temporary hit points 
for 1 hour (already included in their stat block).

The actual Count Lucinean Galdana (NG male human 
aristocrat 2/ranger 6) is now seated in the front eastern pew 
among the cultists, dressed in simple monk’s robes. Galdana 
currently has 7 negative levels, and he has taken 12 points of 
Charisma drain from the totenmaskes, leaving him with a 
Charisma score of 2. As a result, the count has the staggered 
condition until healed with curative magic, restoration, or 
other means. To prevent his death from exposure to negative 
energy in this fragile state, the cult has subjected Galdana to 
an extended death ward spell. In addition, the count is under 
the effect of a mind blank spell until the next morning.

Adivion Adrissant is not present, having relocated to 
Gallowspire with the Carrion Crown elixir to prepare for 
Galdana’s ultimate delivery by the Gray Friar, who now 
risks losing the count in the chaos of melee. The Gray 
Friar commands the juju zombies to attack when the PCs 
enter, staying back to bolster his forces. If the PCs have not 
yet cornered or destroyed Lucimar the Lich-Wolf (see page 
28) by the time they reach this area, he arrives on the fifth 
round of combat to join the fight.
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The Gray Friar

Base Statistics Without his spells, the Gray Friar’s statistics 
are AC 26, touch 13, flat-footed 23.

Statistics

Str 18, Dex 18, Con —, Int 12, Wis 22, Cha 20
Base Atk +10; CMB +14; CMD 31
Feats Channel Smite, Combat Casting, Extra Channel, Improved 

Channel, Improved Initiative, Toughness, Weapon Focus (claw)
Skills Knowledge (religion) +18, Perception +20, Sense 

Motive +20, Spellcraft +15, Stealth +5
Languages Common, Necril
SQ death’s embrace
Combat Gear scroll of destruction; Other Gear masterwork 

breastplate, masterwork dagger, +1 unholy amulet of mighty 
fists, phylactery of negative channeling, 20 onyx gems worth 50 
gp each, silver unholy symbol of Urgathoa, 73 gp

Special Abilities

Disease (Su) Claw—injury; save Fort DC 16; onset 1d3 days; 
frequency 1 day; effect 1d3 Dex damage and 1d3 Con 
damage; cure 2 consecutive saves.

Faithless (Su) The huecuva and all undead creatures 
within 30 feet receive a +2 profane bonus on Will 
saves made to resist channeled energy and any 
effects based on that ability. This bonus stacks 
with channel resistance.

* See the Advanced Player’s Guide.

Shrine-blessed Juju Zombies (16)	 CR 3 
XP 800 each
hp 31 each (Pathfinder RPG Bestiary 2 

291 and page 15)
Tactics

During Combat Drunk with 
the energy leaking from 
the necrotic well, these 
juju zombies continue their 
ritualistic chanting even 
in melee, creating an 
eerie image of Galdana 
look-alikes descending 
with crazed, hungry eyes 
upon the PCs. Groups 
of them focus on 
individuals, surrounding 
foes and making sneak 
attacks or using the aid 
another action en masse to 
add a +2 for each participating 
juju zombie on the grapple 
attempts of a single 
combatant, in an effort to 
overcome weaker foes 
and drag them toward 
the necrotic well. 

Morale The juju zombies fight until destroyed.

Hazard: The necrotic well is a supernatural source of 
profane energy erupting from the sundered f loor of the 
sanctuary like a ruptured boil. The 10-foot-wide, 100-foot-
deep pit leaks powerful negative energy. Living creatures 
within 10 feet of the pit take 2d6 points of negative energy 
damage per round. Undead creatures within 10 feet are 
healed of 2d6 points of damage per round. Any creature 
entering the well takes this damage as well, and also 
gains 1d4 negative levels (no save) for each round in the 
well, on top of any falling damage that may apply. Undead 
creatures exposed to this energy gain 1d4×5 temporary hit 
points for 1 hour.

Rescuing Count Galdana
As the PCs battle the Gray Friar and his minions, Count 
Galdana wanders the battleground in a stupor among the 
undead cultists bearing his likeness, and is thus in peril 
from indiscriminate area of effect spells. The PCs may 

suspect that the count is the creature chained above 
the necrotic well, but give them a chance to identify 
something unusual with the listless juju zombie 
wandering among the cultists. A DC 25 Perception 
check might reveal finely crafted boots beneath 

hastily donned monk’s robes, or a DC 20 Sense 
Motive check can hint at the “cultist’s” innate 

revulsion to the necrotic well, or show 
that the “juju zombie” does not react 

adversely to channeled positive energy. 
In any case, the Gray Friar tries to 
reach Galdana at any cost, and 

the huecuva’s actions should 
alert the PCs that not all is as 
it appears. 

Recovering Galdana is key 
to the cinematic atmosphere 
of this encounter, and 
you should take special 
care to make the rescue 

feel exciting. One tactic is 
to never confirm the 
count’s true location 
from round to round 

in the chaos of the melee. 
The PCs might spy him, 
only to encounter a cultist 
look-alike when they draw 
closer, and might even see 

the Gray Friar suffering 
similar confusion.

You can allow the PCs 
to make skill checks 
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Count Galdana

to spot Galdana—but such a check is only good for that 
moment, and the count is lost in the hustle again at the end 
of the PC’s turn. You might modify this check by decreasing 
the DC by 1 for each cultist previously killed. With so 
many enemies, reaching the count in a single turn may be 
problematic. The Gray Friar can move through the zombie 
horde without hindrance, but he is also a bloodthirsty 
individual, pausing to blast the PCs with profane spells 
or channeled negative energy. Should the Gray Friar 
reach Galdana first, he f lees Renchurch with his captive, 
securing mounts from the stables (area D5) and traveling 
overland toward Gallowspire. Should the Gray Friar escape 
with Galdana, the details of the count’s rescue before the 
events of Part Three are left for you to create, perhaps with a 
customized chase encounter (GameMastery Guide 232).

This loose method of play among the wider scale of combat 
allows you to control Galdana’s fate. If the blast of a PC’s 

fireball would burn the count to a crisp, it is a simple matter 
to decide that a cultist look-alike—not the count—was 
destroyed. Perhaps Galdana is simply knocked unconscious 
in the confusion and can be found among the bodies after 
the combat concludes. Furthermore, if you do not wish for 
the Gray Friar to escape with Galdana, you can ensure that 
PCs reach the count first at a pivotal, cinematic moment 
once the combat has played out to your satisfaction. 

Galdana’s fate after his rescue is left for you to decide, but 
he should certainly inform the PCs that the Whispering Way 
was planning on taking him to Gallowspire for the final 
stage of the ceremony, and that is where the cult’s leader, 

Adivion Adrissant, went as well, along with 
the completed Carrion Crown elixir. Galdana 

gratefully thanks the PCs for their rescue, but 
under no circumstances will he accompany 
the PCs to Gallowspire. If the PCs cannot 
afford the time to take him back to Caliphas 
or his seat in Amaans, he travels to Ravengro 
on his own or seeks shelter until the PCs can 

return to escort him back to civilization.

Part Three: Gallowspire
Although Count Galdana is likely safe 

now, the plotter of the grand scheme to 
transform the count into a new Whispering 

Tyrant—Adivion Adrissant—is still at 
large. Adrissant still poses a major threat 

to Ustalav and Golarion, for his possession of the Carrion 
Crown might still allow him to engineer Tar-Baphon’s 
release or rebirth in some fashion, ushering in a new age 
of decay. All clues suggest that the next step in Galdana’s 
transformation was to be held at Gallowspire itself, and 
with the count now out of the equation, Adivion may try to 
use the Carrion Crown elixir himself. Rather than take the 
chance that the elixir will simply fail on its own, the PCs 
must face Adivion, for the world cannot truly be considered 
safe until he is defeated.

Gallowspire lies in the middle of the blasted ruins of 
Adorak, some 50 miles northeast of Renchurch over rough 
highlands and across the headwaters of the Orphield 
River. Attempts to teleport directly to Gallowspire result 
in the witchgates shunting the PCs back to the Rusted 
Tower (area D1), leaving an overland journey to the 
sinister obelisk the only option.

Plans Undone
With the threat of the PCs’ entry into Renchurch, Adivion 
and the Gray Friar split responsibilities for the final 
preparations of the Carrion Crown elixir’s consumption—a 
rare miscalculation regarding the PCs’ threat on Adivion’s 
part. When he left Renchurch, Adivion witnessed Galdana 

Mass Cult Combat
The combat in the Necrotic Sanctum is designed to be a 
chaotic and challenging melee, as the undead cultists use 
sheer force of numbers to overwhelm the PCs before being 
overcome by superior tactics and talents. Meanwhile, the 
Gray Friar attempts to ward off the interruption and distract 
the PCs long enough to escape with Galdana—only the friar 
unexpectedly loses track of the count in the ensuing melee.

At first glance, the cult horde here may not seem 
intimidating to characters of the PCs’ level, but 
there are ways to use these low-level cultists to 
considerable effect. For starters, the juju zombies 
have the shrine-blessed template (see page 15), 
a combination of effects from desecrate, magic 
circle against good, and unhallow—an incredible 
boon to resist channeling, hit points, saves, 
and more. Furthermore, the aid another action 
used to bolster a grapple attempt against a totally 
surrounded PC can give the grappler as much as a 
+14 bonus on the zombies’ grapple attempts and 
checks as they attempt to drag the unfortunate 
PC toward the necrotic well. Nor are 
these juju zombies stupid; they spread 
out to best avoid area effects, and may 
threaten the life of the weakened Galdana 
as a bargaining chip. The Gray Friar is able to 
heal many undead with a single blast of channeled negative 
energy, and the juju zombies use flanking to their best 
advantage to deal more damage with their sneak attacks.
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begin the final soul-draining process in the Necrotic 
Sanctum, and sure that the Gray Friar would reliably 
deliver the count’s drained body, the cult leader made his 
way toward Gallowspire. Adivion’s deeds since leaving 
Renchurch are only important insofar as they pertain to 
the amount of time it takes the PCs to confront him before 
he consumes the Carrion Crown elixir. While a sense of 
urgency should certainly be maintained, Adivion will not 
consume the elixir until the PCs’ presence at Gallowspire 
reveals the Gray Friar’s failure to deliver Galdana.

The Ruins of Adorak
Before the coming of the Whispering Tyrant, the city of 
Adorak f lourished from its wealth of iron and nickel mines. 
Despite its reputation for fine weapons and its proximity to 
Belkzen, the city had never faced the true threat of war, and 
when Tar-Baphon attacked, the city fell to the Tyrant’s orc 
hordes in only 3 days. Before sunset on the third day, the 
crooked barb of black stone and dark iron that would become 
Gallowspire began to rise from the city’s smoldering ashes, 
and Tar-Baphon made Adorak his capital.

Today, little more than crumbling facades and 
foundations remain of the city, destroyed first by the 
invading orcs, then again by the Shining Crusade. The 
streets are interspersed with skull-cobbled roads, lich-
tainted estates, impaling gardens, and massive sinkholes 
leaking sulfurous fumes. Ancient guardians now slough 
off long sleep and rise to protect their liege. Skeletal hordes 
of crusaders and orcs alike that have long lain dormant 
now rise from their shallow graves, sniffing at the air and 
detecting the hint of incredible events occurring, ready to 
once more march behind their dark lord when he returns 
to plague the world of the living. And above them all, the 
animate nightmares of the imprisoned Tyrant cackle as 
they swirl through Adorak’s deserted streets.

Much of Adorak is left undetailed, as the PCs’ primary goal 
should be Gallowspire itself, but elements for populating 
this dead city are given below so that you might adapt the 
ruined streets to fit your own group’s tenor of play and the 
pace you have established for the adventure. If the PCs need 
more experience, you can expand the planned encounters 
with more of the elements presented below or unused 
encounters from the earlier journey through Virlych.

Environment and Terrain
Several unique features define Adorak, most notably the 
crumbling, ashlike buildings around Gallowspire, which 
seem to collapse at the slightest tough. Such buildings can 
suffer cave-ins with little or no provocation (Core Rulebook 
415). The crumbling stonework of most ruined walls has 
only hardness 5 and 10 hit points. To make matters worse, 
the city’s infamous sinkholes can spring up at a moment’s 
notice to swallow entire city blocks (see area G1). 

Adorak Weather
By the time the party reaches the city, the supernatural 
storms so common to Virlych are raging, centered on 
Gallowspire as if to welcome the awakening of their liege. 
For the entirety of Part Three, until Adivion Adrissant is 
defeated, a mortuary tempest rages for 1d6×10 minutes 
of every hour (see page 81). The winds of this storm are 
strong enough to check Medium-sized creatures and 
blow away Small creatures. While these storms and 
their accompanying lightning elementals can be quite 
a challenge, they are also a boon in some sense, for the 
storm’s negative energies obscure the PCs’ life force 
somewhat, distracting the legions of skeletal dead on the 
city’s outskirts and allowing the PCs a chance to sneak 
through unprovoked. 

Haunted Sites in Adorak
Despite the pressure to reach Gallowspire and stop Adivion 
Adrissant, there are many chances for encounters in Adorak 
both before and after the final battle. The following brief 
encounter sites are left unassigned; their placement is left 
to your discretion should the PCs delve deeper into the 
Whispering Tyrant’s decaying domain. 

Avenue of Skulls (CR 13): This broad avenue, 50 feet wide 
and 400 feet long, is made from thousands of skulls taken 
from slain crusaders and cobbled face-up into the pavement. 
The skulls bite the feet of living creatures walking over 
them, dealing 1d4 points of damage for every 5 feet traveled. 

Using the Harrow Deck
If the PCs successfully rescue Count Galdana from the 
clutches of the Whispering Way, award each player a 
free draw from the harrow deck, as 
outlined in the Carrion Crown Player’s 
Guide. If you are using the optional 
system presented in the Carrion 
Crown Player’s Guide, the entire party 
receives The Survivor card instead. 
This specific card can be played to 
grant all of the PCs the benefits of 
a death ward spell and a number of 
temporary hit points equal to twice 
the PC’s level. Both of these effects 
last for the duration of one battle. 
The Survivor card can only be 
used once, and the entire party 
must agree to use the card.
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If living creatures remain on the street for longer than 2 
rounds, their presence also triggers a chittering skulls 
haunt as the jaws of the entombed skulls begin clacking in 
unison (see page 40, insanity effect only).

Haunted Estate (CR 14): This ruined home has largely 
escaped the decay that plagues most of Adorak, but living 
creatures entering the grounds summon a motley crew of 
spectral revelers in the midst of a debauched feast—the 
shanks of meat they carry are obviously humanoid in 
nature. Treat this spectral party as a keening suicides 
haunt (see page 55). Further investigation into the ruins 
has a 65% chance of causing a cave-in (Core Rulebook 415), 
but a DC 30 Perception check discovers a wand of cure serious 
wounds with 30 charges amid the debris.

Impaling Gardens (CR 14): Once a public park, this 
area now displays the petrified remains of disemboweled 
crusaders impaled on their own lances. If disturbed, eight 
of the ossified corpses animate, pulling themselves off 
their spears and shambling forward to attack. Treat these 
skeletal crusaders as mohrgs (Pathfinder RPG Bestiary 208) 
with DR 10/— to ref lect their stony, petrified nature. One 
of the mohrgs wears a suit of +2 banded mail. 

Sarcophagus-Lined Alley (CR 12): A crumbling storefront 
hints at a once-brisk trade in Osirian sarcophagi, the 
building’s facade now shattered and its contents spread 
before it. Trespassers stir up a desiccating duststorm (see 
page 81) that blows forth from the open caskets. One round 
later, 2d6 advanced mummies (Pathfinder RPG Bestiary 210, 
294) emerge to attack the PCs. One of the creatures still 
wears a headband of inspired wisdom +2. 

Dreams of the Whispering Tyrant 
(CR 15)
Although you can continue to use the Tyrant’s Whispers 
haunt (see page 19) to plague the PCs in Adorak and 
Gallowspire, Tar-Baphon’s malicious will imposes itself 
in strange new ways so close to his prison. The Tyrant’s 
dreams have a way of manifesting outside Gallowspire 
in a way that Tar-Baphon himself cannot, and these 
nightmares swirl through the ruins of Adorak as 
living animate dreams. The PCs should most certainly 
encounter groups of these creatures on their approach to 
Gallowspire to set the atmosphere for the finale. These 
f lying visions most often appear as skeletal apparitions, 
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desiccated nightmarish creatures of malleable form, or 
the rotting remains of PCs’ loved ones. You may elect to 
have PCs who fared especially poorly against the Tyrant’s 
Whispers in Renchurch take a –2 penalty on saves against 
the nightmare curse ability of these creatures, ref lecting 
the intimacy that the Whispering Tyrant now has with any 
PC against whose mind his will has brushed.

Whispering Tyrant’s Dreams (8)	 CR 9
XP 6,400 each
Advanced animate dream (Pathfinder RPG Bestiary 2 29, 292)
hp 114 each

G1. Adorak Sinkholes (CR 10)
Adorak is built above the crisscrossing tunnels of played-
out mines, and years of neglect have weakened the supports, 
causing the earth to occasionally collapse. Sometimes 
triggered by gravity, sometimes by nothing more than a 
roach’s swift passing, a typical Adorak sinkhole has a radius 
and depth of 1d10×10 feet, though examples as large as 
1d10×100 feet do exist. Any creature in the area of a sinkhole 
must make a Ref lex save (DC 20 +1 per 10 feet of radius) or 
be swallowed up. Aboveground structures fall into the hole, 
dealing 10d6 points of bludgeoning damage to any creatures 
inside, and creatures that fail their saves take appropriate 
falling damage and are trapped without air as if they were 
in the bury zone of an avalanche (Core Rulebook 429). To 
make matters worse, poisonous sulfur fumes leak from 
these sinkholes in a radius 1d6×10 feet from the sinkhole’s 
perimeter, functioning as heavy smoke and causing 1d6 
points of Constitution damage per round if inhaled (DC 15 
Fortitude save negates, +1 per previous save).

G2. Marrowgarth’s Lair (CR 16)
This encounter can take place anywhere within Adorak, but 
it should happen before the PCs reach Gallowspire itself. 
The undead dragon Marrowgarth prefers to make hit-and-
run attacks at times and places of her choosing, rather than 
waiting for the PCs to come and attack her in her lair.

This once-noble estate has all but collapsed in on itself. The 
ruins form a tunnel yawning with darkness, from which the 
stench of foul necromancy issues forth like rancid breath. 

Creature: Most evil dragons enter the state of undeath 
known to them as “the ravening” after long lives spent 
hoarding wealth, with their peak years behind them and only 
the yawning maw of death’s dark embrace awaiting them. 
Through exposure to negative energies or the consumption 
of captured souls, these ancient wyrms make dark pacts to 
extend their lives into undeath, abandoning their f lesh and 
transforming into foul, ferocious skeletal dragons known 
as raveners. One of Tar-Baphon’s mounts, the red dragon 

Marrowgarth, was fed cursed souls and the cast-off bodies of 
foul sacrifices, and with the aid of the Tyrant, whose mastery 
of the necromantic arts far exceeded that of any mere mortal, 
the dragon transformed into a ravener far earlier than 
others of her kind, even as the noose of the Shining Crusade 
tightened around the neck of her master’s empire. 

For centuries Marrowgarth has terrorized Virlych, 
consuming the souls of Lastwall knights and Varisian 
travelers alike. Now she has heard her master’s whispered 
call, and with the recently captured Varisians from 
Lacramoria’s caravan (see area C) as fodder for her soul 
ward, the undead dragon has returned to Gallowspire to 
give what aid she can to his rebirth.

Marrowgarth	 CR 16
XP 76,800
Female adult red dragon ravener (Pathfinder RPG Bestiary 98, 

Pathfinder RPG Bestiary 2 230)
CE Huge undead (fire)
Init +4; Senses blindsense 120 ft., darkvision 240 ft., dragon 

senses, smoke vision; Perception +33
Aura cowering fear, fire (5 ft., 1d6), frightful presence (180 ft., 

DC 24)
Defense

AC 36, touch 11, flat-footed 36 (+3 deflection, +21 natural, +4 
shield, –2 size)

hp 210 (17d8+134)
Fort +16, Ref +10, Will +17
Defensive Abilities channel resistance +4, soul ward (31 hp); 

DR 5/good; Immune fire, undead traits; SR 25
Weaknesses vulnerability to cold
Offense

Speed 40 ft., fly 200 ft. (poor)
Melee bite +27 (2d8+18/19–20), 2 claws +27 (2d6+12/19–20), tail 

slap +25 (2d6+18/19–20), 2 wings +25 (1d8+6/19–20)
Space 15 ft.; Reach 10 ft. (15 ft. with bite)
Special Attacks breath weapon (50-ft. cone, 12d10 fire plus 2 

negative levels, Reflex DC 24 half, usable every 1d4 rounds), 
crush (2d8+18, DC 24), soul consumption (DC 24), soul 
magic, tail sweep (DC 24)

Spell-Like Abilities (CL 17th; concentration +23)
At will—detect magic, pyrotechnics (DC 16), suggestion (DC 17)

Sorcerer Spells Known (CL 10th; concentration +16)
5th—waves of fatigue
4th—dimension door, lesser globe of invulnerability
3rd—dispel magic, haste, lightning bolt (DC 19)
2nd—command undead (DC 18), false life, invisibility, see 

invisibility
1st—grease (DC 17), magic missile, ray of enfeeblement, shield, 

true strike
0—acid splash, bleed (DC 16), dancing lights, detect magic, 

ghost sound (DC 16), mage hand, message, prestidigitation, 
read magic
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Tactics

Before Combat Marrowgarth casts false life and shield before 
she engages the PCs.

During Combat See Battle with Marrowgarth below for her 
actions during combat. If forced into melee combat, she 
makes full attacks with all of her natural weapons, focusing 
her rage on individual combatants.

Morale Unwilling to give up her unnatural existence, 
Marrowgarth flees when reduced to 50 hit points or fewer, 
continuing to plague Virlych and consume souls until her 
health is restored. 

Statistics

Str 35, Dex 10, Con —, Int 20, Wis 21, Cha 22
Base Atk +17; CMB +31; CMD 44 (48 vs. trip)
Feats Cleave, Flyby Attack, Improved Initiative, Improved Vital 

Strike, Iron Will, Multiattack, Power Attack, Toughness, 
Vital Strike

Skills Appraise +25, Bluff +26, Fly +12, Intimidate +34, 
Knowledge (arcana) +25, Knowledge (history) +18, 
Knowledge (religion) +25, Perception +33, Sense Motive +25, 
Spellcraft +25, Stealth +20, Survival +15

Languages Common, Draconic, Dwarven, Ignan, Necril, Orc

Treasure: Marrowgarth’s hoard lies deep within the 
collapsed estate she has claimed as her lair, its fallen walls 
forming a 20-foot-wide tunnel 80 feet deep. The undead 
dragon’s hoard consists of a belt of physical perfection +2, a pair 

of boots of striding and springing, a periapt of wound 
closure, a ring of delayed doom with 3 garnets 
remaining (Advanced Player’s Guide 292), 1,200 
pp, 14,650 gp, and 18,607 sp. In addition, a huge 

iron key weighing 3 pounds hides among the 
loot. This key opens the gibbets at area G3.

Battle with Marrowgarth
Marrowgarth uses a few tricks to make the 

PCs’ journey through the ruined city difficult, 
stalking them through the streets, collapsing 
buildings on them, and steering them toward 
other dangerous areas, while consuming caged 
slaves to grow in power. She primarily patrols 
the two inner rings of Adorak, where she might 
be seen perched on the side of Gallowspire.

Marrowgarth makes good use of her 
breath weapon, f lyby attacks, and spells 
such as dimension door to harass the PCs and 
avoid melee. In addition, the ravener uses 
the city’s dangerously unstable terrain to 
her advantage, using her weight to trigger 
sinkholes and cave-ins against PCs who 
take cover, relying on her own quickness 
and f light to escape harm.

Crumbling Facades: If the PCs seek shelter 
within a structure, Marrowgarth lands 
on top of the building, throwing her whole 
weight against it to cause collapse, dealing 

8d6 points of damage to any creature caught 
under the cave-in (DC 15 Ref lex save for half ) 

and pinning that creature beneath the rubble 
(Core Rulebook 415). Creatures outside collapsing 

buildings take 4d6 points of damage (DC 15 Ref lex save for 
half ) but are only pinned on a failed Ref lex save. Pinned 
creatures take 1d6 points of nonlethal damage per minute. 
If a pinned creature falls unconscious, it must make a DC 15 
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Constitution check or take 1d6 points of lethal damage each 
minute thereafter until freed or dead.

Sinkhole: Marrowgarth is well aware of the dangers of 
Adorak’s unstable streets, and can throw her tremendous 
weight down near the PCs to create a sinkhole (see page 49). 
This is a full-round action and the ravener must make a DC 
25 Strength check to open the sinkhole. Once a sinkhole 
opens, Marrowgarth must still make a Ref lex save to avoid 
the collapse—a risk the deceitful dragon is willing to take if it 
means burying trespassers—but she gains a +5 circumstance 
bonus on the roll because she is prepared for that possibility.

Soul Food: Marrowgarth brought the captured Varisians 
from Lacramoria’s caravan here several days ago; all are 
now imprisoned in rusted iron cages suspended in four 
separate locations (area G3). When in need of more souls 
for her soul ward ability, Marrowgarth returns to these 
cages and uses her breath weapon on the prisoners inside. 
The blast automatically kills the 12 captives in each cage 
(assume the prisoners are all 2-HD commoners), and the 
ravener gains 24 points for her soul ward through her soul 
consumption ability. 

G3. Soul Cages

Cruel shafts of rusted iron protrude from the crumbling arches 
of old estate windows. The end of each hooked pole supports a 
huge, bladed cage stuffed with bodies. 

Four of these cages protrude into Adorak’s central 
square, hanging 20 feet above the ground and holding the 
surviving captives of Marrowgarth’s raid on the Varisian 
caravan near the Witherleaf Barrows (area C). Each cage 
holds 12 captives (N male and female human commoner 
2), though whether they are living or dead depends on the 
actions of Marrowgarth and the PCs as they skirmish with 
the ravener. A DC 20 Perception check allows the PCs to 
hear the distant screams of the captives as Marrowgarth 
attacks them (modified by +5 for each ringed city district 
the PCs are distant from the city’s innermost circle).

The iron cages are locked (hardness 10, hp 60, Break DC 
28, Disable Device DC 20), but the key lies in Marrowgarth’s 
hoard (area G2). If the PCs attempt to rescue the captives, 
they can lower the cages by slowly releasing the massive 
chains supporting them with a DC 25 Strength check. The 
freed Varisians are grateful yet remain terrified, and while 
they may be temporarily saved from the ravener’s deadly 
breath, the PCs will have to find protected shelter for them 
if they are to survive the terrors of Adorak. 

H. Gallowspire (CR 16)

An ornate tower of crumbling gray stone spears through the heart 
of Adorak, its walls festooned with hanging chains and cruel, 

barbed hooks impaling countless preserved corpses. A haze of 
gray dust perpetually falls from the towering obelisk, almost as 
if the stone itself was rotting. A stairway of entwined skeletons 
spirals around the perimeter of the tower, and swirling phantoms 
howl and scream in a furious storm of unquiet dead around the 
spire’s dizzying heights. The only entrance into the windowless 
tower appears to be a pair of massive doors at the fortress’s base. 

Constructed of dark basalt and iron and over 400 feet 
high, the crooked tower of Gallowspire is both the throne 
and the prison of Tar-Baphon, the most powerful lich to 
ever walk Golarion. The Whispering Tyrant is imprisoned 
in subterranean catacombs far beneath the tower, and the 
tower has been sealed to keep him trapped there—the 
only way to enter the interior of Gallowspire is from the 
top, though even here the entrance is sealed by a locked 
mithral door warded by potent magics. The Tyrant himself 
is bound to Gallowspire by a powerful Great Seal in the 
dungeons below, itself secured and protected by three 
lesser seals hidden elsewhere on Golarion, which must 
first be broken before the Great Seal can be breached. The 
cumulative effect of these seals is to prevent anyone from 
entering or leaving the tower by any means. As long as these 
scattered seals remain in place, the dungeons inside and 
beneath Gallowspire are completely impregnable by mortal 
magic. However, the ancient gates that once provided access 
to the tower’s interior now open onto chambers leading 
to the numerous walkways, balconies, and stairways that 
climb along the outside of the tower (see area H1). More 
information on Gallowspire and its sealed dungeons can be 
found in Pathfinder Campaign Setting: Dungeons of Golarion.

Creatures: Besides the mortuary tempest (see page 
81) that rages off and on during the PCs’ time in Adorak, 
Gallowspire is surrounded by a storm of damned spirits, 
the incorporeal undead remains of cursed crusaders, slain 
undead, and the unliving dreams of the Whispering Tyrant. 
These creatures are drawn to the tower, yet dare not touch 
the tower itself or creatures that clamber up and down its 
sides, as if they fear to draw that close to their imprisoned 
lord. Anyone attempting to f ly toward Gallowspire’s apex 
must pass through this maelstrom, encountering ghostly 
spellcasters, dread wraiths, and greater shadows. A dozen 
of these creatures attack those f lying to the top of the tower, 
and it should quickly become clear to PCs attempting this 
method of travel that there is an almost inexhaustible 
supply of these howling phantoms to replace any who fall in 
combat with the PCs. Creatures on the ground or ascending 
the crumbling walkways and staircases on the tower’s 
exterior are ignored, and not subject to these attacks.

Dread Wraiths (6)	 CR 7
XP 3,200 each
hp 67 each (Pathfinder RPG Bestiary 281, 294, 295)
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Ghostly Necromancers (2)	 CR 12
XP 19,200 each
hp 131 each (see page 39)

Greater Shadows (4)	 CR 8
XP 4,800 each
hp 58 each (Pathfinder RPG Bestiary 245)

Hazard: In addition to the supernatural maelstrom of 
undead around the tower, the storm itself poses a grave 
danger as well. Those f lying through the storm gain 
2 negative levels every round they remain within the 
storm, and are buffeted by hurricane-force winds. This 
storm extends 500 feet in every direction from the tower, 
although the lower 50 feet, closest to the ground, remain 
safe. Ranged attacks are impossible in the storm, and Large 
creatures are checked, requiring a DC 20 Fly check to move 
forward. Creatures of Medium size or smaller are blown 
back 2d6×10 feet and take 2d6 points of nonlethal damage 
due to battering and buffeting, unless they succeed at a 
DC 25 Fly check. All Fly skill checks take a –12 penalty in 
this gale.

H1. The Old Gate (CR 14)

Gigantic skeletal arms clasp immense doors of dark metal, but 
whether they are holding the doors closed or stand poised to 
open them is unclear.

This outer gate once led into Gallowspire proper, but 
with the tower sealed, it now opens only into hollow, 
vacuous chambers on the outer walls of the fortress that 
give access to the spiraling Bone Stair and other walkways 
that wind upward to the spire’s apex.

The skeletal arms and doors are both crafted out of 
adamantine (hardness 20, hp 200, Break DC 45), and sealed 
with an arcane lock (CL 20th, Disable Device DC 50). Even 
if the doors are unlocked, the massive portals weigh over 
200 tons each, requiring a Strength score of at least 59 
to drag open. Fortunately, the giant arms are animated 
and effortlessly pull the doors open if negative energy is 
applied to them, such as with channeled negative energy, 
enervation, slay living, or even a ray of enfeeblement.

Creatures: Long ago, two knights—giants among men—
pledged to stand guard over Gallowspire’s gates to bar the 
way of any who might attempt to trespass in the Whispering 
Tyrant’s prison. Alas, they were driven mad by such close 
proximity to the lich-king, and the tower’s black energy 
transformed them over time into devourers, still shrouded 
in their tattered knightly armor. Standing outside the gates, 
the knights still seek to repel anyone disturbing the Tyrant’s 
captivity, even in undeath. Each of the devourers has 10 
essence points from the souls trapped in their chests.

Knights of the Gate (2)	 CR 12
XP 19,200 each
Advanced devourers (Pathfinder RPG Bestiary 82, 294)
AC 30, touch 12, flat-footed 27 (+3 armor, +3 Dex, +15 natural, 

–1 size)
hp 161 each 
Gear broken masterwork breastplate 
Tactics

Before Combat One of the devourers casts confusion on 
approaching foes while the other delivers a bestow curse spell 
with a spectral hand. In melee, the devourers use their devour 
souls ability to replace the waning souls in their bodies.

Morale The devourers fight until destroyed.

H2. Choir of Impaled Angels (CR 16)

The bleeding corpses of angelic beings drip fresh celestial blood 
on the dusty floor of this courtyard, their bodies impaled on the 
iron-hooked walls of Gallowspire. Signs of destruction are evident 
among the fallen blocks and rusted weaponry here, and the black 
core of the tower looms cold and imposing in the structure’s 
center. A staircase of entwined skeletons winds upward around 
the inner spire’s windowless and doorless exterior.

This ceiling of this chamber ceiling rises to a lofty 
height of 60 feet and its f loor is nothing more than the 
gray, dusty crust found throughout Adorak. An animated 
conglomeration of the skeletal remains of thousands of 
slain crusaders forms an unliving staircase that spirals 
up and around the perimeter of Gallowspire. Called the 
Bone Stair, its component parts normally lie in a jumbled 
field of yellowed bone on the f loor of this chamber, but 
necromancers and others with power over the undead can 
command the stairs to rise to the very top of Gallowspire. 
While not actually a creature, the Bone Stair is the 
equivalent of a mindless undead creature with 8 Hit Dice 
for the purpose of controlling it with the command undead 
spell or the Command Undead feat. Those commanding 
the stair can cause it to rise into the air around the tower, 
undulating beneath their feet and lifting them upward 
like a disturbing escalator, at a rate of 40 feet per round. 
Otherwise, it can be climbed as a normal (albeit steep) 
staircase. Adivion has already animated the bones to form 
the stairs, which begin in this room. The Bone Stair hovers 
in midair, 5 feet from the tower’s walls, and is very steep 
(treat as difficult terrain). At the lower levels of the tower, 
the Bone Stair functions just like normal stairs, though it 
becomes more treacherous as it approaches the top of the 
tower (see area H5). 

Six angels once guarded this courtyard against those 
penetrating the Old Gate, their backs turned stoically 
toward Gallowspire, circling its perimeter with their 
f laming greatswords to bar all ascent upward. The current 
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inhabitant of this room killed these angels, impaling 
them on the tower they once defended, and broke their 
magical weapons. 

Creature: Adivion is not the only servant of the 
Whispering Tyrant who has returned to Gallowspire in 
anticipation of the arch-lich’s return. The sibilant dreams 
of Tar-Baphon travel far and wide, whispering in the ears 
of servants long scattered, drawing them back to witness 
their master’s possible rebirth. One such creature is 
Sey’lok—a nightwalker general long ago banished by the 
Shining Crusade. This creature has returned to aid in its 
old master’s resurrection, attempting to kill interlopers 
who seek to disrupt Adivion’s quest. 

General Sey’lok	 CR 16
XP 76,800
Nightwalker (Pathfinder RPG Bestiary 2 201)
hp 241
Tactics

Before Combat Sey’lok casts invisibility when the Old Gate opens.
During Combat Sey’lok watches intruders before summoning 

four greater shadows that seem to emerge from the 
impaled angels’ looming shadows. The nightwalker then 
casts quickened unholy blight and haste on itself and its 
shadow companions before wading into combat. 

Morale Sey’lok fights until destroyed. 

Treasure: A single +1 f laming greatsword survived the 
nightwalker’s sundering onslaught, and is visible among 
the debris with a DC 20 Perception check.

H3. Room of Bladed Webs (CR 15)

Bright purple flashes of lightning from the raging storm outside 
flicker through the gaping holes left by old siege damage, 
diffusing among the stirred dust of this chamber. Stacks of 
sundered black stone litter this room, a testament to damage 
wrought on the tower in ancient days. Little else remains.

The Bone Stair passes through this chamber as it climbs 
up the tower’s exterior. The ceiling here rises 90 feet, and 
holes broken open during Gallowspire’s siege allow brief 
f lashes of lightning to illuminate the seemingly empty 
vault. However, this level’s occupant has cast a powerful 
mirage arcana spell to conceal the fact that the entire 
chamber—including the spiraling Bone Stair—is actually 
draped in strong webs and the cocooned bodies of the 
guardian’s favored prey. The PCs’ first interaction with 
this room’s illusion may very well be when they stumble 
into the carefully placed webs as they continue their ascent 
or enter at least 10 feet into the room.

Creature: The thin membrane between worlds caused 
by the powerful necromantic energies that surround 

Gallowspire have attracted the attention of a Leng spider, 
drawn here some years ago from its strange home realm. 
Finding itself unable to return home, the creature 
has taken up residence here, ensnaring the occasional 
nightwing for sustenance.

Leng Spider	 CR 14
XP 38,400
hp 202 (Pathfinder RPG Bestiary 2 176)
Tactics

Before Combat The spider casts air walk and invisibility to 
hover just above the Bone Stair, allowing intruders to enter 
the room before activating its bladed webs trap (see below).

During Combat Once its trap is sprung, the spider uses its 
web ability to incapacitate opponents, dropping to block the 
stairway once the trap’s bladed pendulums stop swinging. 

Morale If reduced to 100 hit points or fewer, the Leng spider 
attempts to flee by climbing up the walls of the tower. If 
cornered, however, the spider fights to the death.

Trap: With its web weaponry ability, the Leng spider has 
created a delicate counterbalance of bladed pendulum webs 
that swing through the lowest 10 feet of this chamber. The 
Leng spider can release the webs with a simple tug of one 
of its signal lines, setting off the trap as a free action. The 
spider is not immune to the trap, however, so it attempts 
to stay in the upper reaches of the chamber until the 
pendulums lose momentum after 1d4 rounds. 

Bladed Webs Trap 	 CR 11
XP 12,800
Type mechanical; Perception DC 25; Disable Device DC 20
Effects

Trigger location; Duration 1d4 rounds; Reset manual
Effect Atk +20 melee (3d8+6); multiple targets (all targets in a 

40-ft. square)

H4. Ancient Flames (CR 15)

The Bone Stair ascends onto a balcony clinging to Gallowspire’s 
sides before continuing its spiral around the rising tower. 
Cold, hard rain pelts down onto the exposed parapet, and the 
howls of the dead echo from the dark stone of the tower’s 
walls. Despite the rain, pale blue fire glows brightly in four 
huge braziers at each corner of the balcony, casting eerie 
shadows that seem to move and shift as if possessed of their 
own free will. 

Tar-Baphon once addressed his conquering minions 
from this encircling balcony 150 feet above the ground, the 
looming presence of Gallowspire behind him a profane 
symbol of his power and wrath. Ancient venerations 
and foul sacrifices once took place on the balcony, the 
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Whispering Tyrant’s captured enemies were hoisted up in 
chains over the corner braziers and roasted alive in full 
view of the howling citizens of conquered Adorak.

Creatures: The living f lames used to immolate the 
condemned grew used to the taste of boiling blood and 
burning fat of human sacrifice, and the braziers still burn 
with ancient, vengeful fire. The f lickering blue f lames resolve 
into four elder fire elementals that emerge from the braziers 
to attack living creatures entering the area. The elementals 
are infused with unholy power; half of the damage from their 
burn ability is fire damage, but the other half results directly 
from divine power and is therefore not subject to being 
reduced by resistance to fire-based attacks.

Unholy Elder Fire Elementals (4)	 CR 11
XP 12,800 each
Elder fire elemental (Pathfinder RPG Bestiary 125)
hp 152 each

H5. The Bone Stair (CR varies)

The outer sheath of Gallowspire falls away, leaving the main core 
of the tower to rise alone to dizzying heights, the undulating stair 
of yellowed bone still encircling its sharp and bladed exterior.

The animated, unliving Bone Stair continues its ascent 
of Gallowspire and begins to display a sly malevolence 
as it approaches the tower’s summit. This area actually 
incorporates three encounters, each of which takes place 
along the Bone Stair as it climbs over 170 feet to the next 
level of Gallowspire. The exact order of these encounters is 
up to you, but they should all happen before the PCs reach 
the Upper Sheath (area H6).

H5a. Haunt (CR 14): As the PCs climb the Bone Stair, a 
haunt formed of keening suicides erupts from the fabric 
between worlds, manifesting as a streaming ectoplasmic 
miasma of cursed spirits. These are the lingering 
spirits of those stonemasons who once struggled to seal 
off Gallowspire from the world, and whose souls were 
trapped by the spire when they took their own lives after 
suffering plagues of nightmares. By the time the crusaders 
abandoned the tower, hundreds of workers had lost their 
lives under mysterious circumstances or outright suicide 
as they plummeted to their deaths or impaled themselves 
on the sharp spines of Gallowspire. The spirits of those 
unfortunates now seek to force their suffering on others, 
and jealously attack the living in particular. 

Keening Suicides	 CR 14
XP 38,400
CE haunt (60-ft. radius around the tower)
Caster Level 14th
Notice Perception DC 30 (to hear distant, plummeting screams)

hp 28; Trigger proximity; Reset 1 hour
Effect When triggered, a swarm of keening ectoplasmic spirits 

swirls around the stairs, accompanied by a forlorn, wailing 
keen that overwhelms the living with sorrow and angst. All 
creatures within earshot of the haunt’s ectoplasmic flurry 
are targeted by a wail of the banshee spell (save DC 23).

Destruction The site where the haunt manifests must be 
blessed with a consecrate spell.

H5b. Trap (CR 14): The Bone Stair is an unusual undead 
construct possessed of a canny malevolence that resents the 
passage of good-aligned, living creatures on its macabre 
steps, cracking and parting beneath them to hinder 
their passage. The stair typically waits until opportune 
moments—perhaps during assaults by haunts or when 
intruders have ascended to frightening heights—to twist 
and shift a 10-foot-square section in a clatter of falling 
bones to dump trespassers 100 feet onto area H4 below. 

Collapsing Stairs 	 CR 14
XP 38,400
Type mechanical; Perception DC 29; Disable Device DC 29
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Effects

Trigger location; Reset automatic (1d6 rounds)
Effect 100-ft. fall (10d6 falling damage); DC 26 Reflex save 

avoids; multiple targets (all targets in a 10-ft.-square)
H5c. Chains of the Condemned (CR 16): Gallowspire is 

garlanded with rusted, hooked iron chains that dangle by the 
thousands from the upper walls of the tower. It is here that 
Tar-Baphon hoisted and impaled the bodies of his enemies 
as an example for all his subjects to see. These bodies still 
hang from Gallowspire’s upper reaches, swinging violently 
in the rough winds, the corpses preserved through the 
centuries by the fell magics of the tower.

Creatures: Proximity to the Whispering Tyrant and 
his unfathomable power has transformed some of these 
bodies into skeletal undead, infused with eldritch energy 
and bent to the terrible will of the lich-king. Similar in 
appearance to normal skeletons, these gallowdead are all 
pierced by the great iron hooks that impaled their bodies, 
dragging their long rusted chains behind them. The 
creatures lash out with their terrible chains at all who seek 
to ascend Gallowspire. 

Gallowdead (2)	 CR 14
XP 38,400 each
Human gallowdead fighter 13 (Dungeons of Golarion 21)
CE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +19
Aura whispers (30 ft.)
Defense

AC 32, touch 13, flat-footed 29 (+12 armor, +2 Dex, +1 dodge, 
+2 natural, +5 shield)

hp 170 each (17 HD; 4d8+13d10+81)
Fort +12, Ref +7, Will +8; +3 vs. fear
Defensive Abilities bravery +3, channel resistance +4; DR 10/

bludgeoning and magic; Immune cold, undead traits
Offense

Speed 30 ft.
Melee +3 longsword +24/+19/+14/+9 (1d8+25/17–20)
Ranged chain of the dead +18 (8d6)
Special Attacks weapon training (heavy blades +3, bows +2, 

pole arms +1)
Tactics

During Combat Gallowdead always use Power Attack 
(included in stat block). They fight with single-minded 
purpose, focusing their attacks against one foe at a time 
before moving on to the next target. 

Morale The gallowdead fight until destroyed.
Statistics

Str 20, Dex 15, Con —, Int 8, Wis 10, Cha 16
Base Atk +16; CMB +21; CMD 34
Feats Bleeding Critical, Cleave, Combat Reflexes, Critical 

Focus, Dodge, Greater Shield Focus, Greater Weapon 
Focus (longsword), Greater Weapon Specialization 

(longsword), Improved Critical (longsword), Improved 
Initiative, Power Attack, Shield Focus, Stand Still, Step 
Up, Toughness, Vital Strike, Weapon Focus (longsword), 
Weapon Specialization (longsword)

Skills Intimidate +19, Perception +19, Sense Motive +16
Languages Common
SQ armor training 3
Gear +3 full plate, +1 heavy steel shield, +3 longsword
Special Abilities

Chain of the Dead (Su) As a standard action, a gallowdead can 
use its chain to attack its enemies. This acts as a ranged 
touch attack against any foe within 20 feet. If the attack 
hits, the target takes 1d6 points of damage for every 2 Hit 
Dice possessed by the gallowdead, to a maximum of 10d6. 
In addition, if the attack hits, the gallowdead can make a 
free combat maneuver check against its target with a +4 
racial bonus. If the check succeeds, the target becomes 
grappled, but the gallowdead does not gain the grappled 
condition in this case. The gallowdead can make a free 
combat maneuver check each round to maintain its grip 
on the victim, but cannot take any of the special grapple 
actions against the victim if the check is a success.

Whispers (Ex) A gallowdead constantly whispers vile secrets 
and blasphemous chants. Any creature within 30 feet of 
a whispering gallowdead must make a DC 21 Will save or 
become sickened for 1d4 rounds. Shaken creatures that fail 
this saving throw become nauseated by the secrets revealed. 
Each round, an affected creature may make a new Will save 
to recover from the effect—once a creature recovers from 
a gallowdead’s whispers, it is immune to this ability for 
24 hours. Each additional overlapping whisper aura from 
additional gallowdead increases the save DC by +2. The save 
DC is Charisma-based.

H6. The Upper Sheath (CR 14)

The exposed steps of the Bone Stair once more plunge through 
the black stone of Gallowspire’s walls, storm waters gushing 
from a dark passage ahead. The stair emerges into a large 
chamber inside the tower’s flared apex. The gray sky churns 
as the final height of Gallowspire continues upward from the 
center of the chamber, stabbing toward the dark clouds above, 
the towering blades decorating its rooftop reflecting flashes 
of purple lightning. Shadows dance among the gloom, and 
strange, inhuman cries echo shrilly throughout the vault.

Gallowspire’s upper walls f lare out and away from the 
inner core of the black spire, creating an outer shell around 
an inner tower that protrudes from the center of this large 
chamber. After its brief plunge through this chamber’s 
f lared outer shell, the Bone Stair continues its climb 80 feet 
upward to the peak of Gallowspire’s roof. The chamber is 
totally exposed to the storm overhead, and the churning 
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rainwater not funneled through the stairwell makes this 
area’s surfaces slippery. The walls shelter the area somewhat, 
however, warding off the storm’s swirling winds and the 
pestering haunts that harass f lying creatures.

Creatures: A total of three nightwings normally roost in 
this area, but only one is currently present; its companions 
are currently on the wing, hunting elsewhere in Virlych. 

Nightwing	 CR 14
XP 38,400
hp 195 (Pathfinder RPG Bestiary 2 203)

Development: Any noise from this chamber alerts 
Adivion Adrissant (in area H7) to the PCs’ presence, and 
thus the Gray Friar’s failure to deliver Count Galdana. 
PCs may spot the watching magus with opposed checks, 
but he quickly ducks out of sight to consume the Carrion 
Crown elixir in a moment of desperation before the party 
can interfere. In his newly acquired undead state, he takes 
advantage of the time that the PCs are engaged with the 
nightwing to prepare defensive spells, and may harass PCs 
attempting to reach the pinnacle via the Bone Stair with 
spells such as grease, hydraulic push, or telekinesis. He may 
also use his bone beads to command the stairs to buckle, 
triggering another collapsing stairs trap (see area H5b).

H7. The Pinnacle (CR 17)

Lightning cracks from the churning, corpse-gray sky above as 
the Bone Stair finally terminates at the vertiginous heights of 
Gallowspire’s roof beneath a massive crown of blades that cast 
dark shadows across the roof of Gallowspire. A wide, round 
portal of shining silver metal caps the roof, inscribed with 
arcane symbols and powerful magic wards. 

As the PCs make their final ascent to the pinnacle of 
Gallowspire, 400 feet above ground level, the mortuary 
tempest (see page 81) still rages above, sending down 
threatening bolts of lightning. The spirits of slain undead 
servants and crusaders alike howl in swirling mists of 
spectral phantoms high above, and f lying creatures that 
ascend further than 30 feet above this level attract the 
attention of the undead storm (see area H). The giant 
mithral door atop in the middle of the roof provides the sole 
entrance into Gallowspire’s hollow inner core, the Well of 
Tears, but it has long been sealed by powerful magics, and 
the PCs’ final battle with the Whispering Way takes place 
atop Gallowspire, not inside it. This rooftop level stands 80 
feet above the upper sheath’s f loor (area H6).

Creature: The leader of the Whispering Way and the 
engineer of the cult’s plans to recreate the Whispering 
Tyrant, Adivion Adrissant, stands atop the storm-lashed 
pinnacle of Gallowspire. Aware that the PCs’ approach 

portends the Gray Friar’s failure to deliver Lucinean 
Galdana to Gallowspire, Adivion consumes the Carrion 
Crown elixir himself, hoping that Gallowspire’s powerful 
necromantic energies will allow him to use the elixir 
to transform into a lich himself, thus becoming the 
Whispering Tyrant reborn. 

But while the plan may very well have worked with Count 
Galdana, Adivion’s body lacks both Tar-Baphon’s bloodline 
and a prepared phylactery, so the transformation does not 
go as planned. As Adivion consumes the potion, his soul is 
torn from his body, immediately killing him, but with no 
phylactery to house it, his essence becomes trapped outside 
the body that now rejects it. Adivion’s spirit reanimates his 
dead body, but the arcane forces unleashed by the failed 
transformation, bolstered by Gallowspire’s vile energies, 
now swirl about him in a storm of barely controlled arcane 
energy. To all appearances, it seems that Adivion might 
well have succeeded in becoming a lich, but in fact the 
failed process has transformed him into a forsaken lich (see 
page 82), and the eldritch energies that power his undead 
state will soon eat away at both his unbound soul and his 
undead corpse until nothing remains. 

Normally, a forsaken lich burns out like a snuffed candle 
in 1d10 days, but Gallowspire’s necromantic energies could 
keep Adivion “alive” indefinitely, constantly replenishing 
the chaotic energy storm burning through the magus, 
provided he doesn’t leave the dark tower. The PCs have no 
choice but to face Adivion and defeat him here, for though 
they might be trapped at Gallowspire, they dare not leave 
him free, lest he find some way to release the Whispering 
Tyrant himself, held captive far below the prison.

While the PCs combat the nightwing on the level below, 
Adivion uses the time to cast defensive magic, or may take 
a round or two to harass approaching PCs. When the PCs 
finally reach the pinnacle to face Adivion, the mirage arcana 
effect of his delusory aura makes it appear that the PCs and 
Adivion are standing on a blighted battlefield beneath a 
roiling, stormy sky. In the distance, the towering spire of 
Gallowspire looms over the field like a huge clawed skeletal 
arm reaching up from the dead earth, but no matter how 
the PCs approach it, the tower never seems to get any closer. 
Nevertheless, the PCs remain on top of the tower, and if a 
creature attempts to move off the 50-foot-diameter rooftop, 
it plummets 80 feet to the upper sheath below (area H6) if it 
fails a DC 23 Will save to disbelieve the illusion.

Adivion Adrissant	 CR 17
XP 102,400
Male human forsaken lich magus (staff magus) 16 (Pathfinder 

RPG Ultimate Magic 9, 49, and page 82)
NE Medium undead (augmented humanoid)
Init +7; Senses darkvision 60 ft.; Perception +16
Aura delusory aura (100 ft., DC 23)
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Defense

AC 32, touch 17, flat-footed 29 (+7 armor, +4 deflection, +3 Dex, 
+3 natural, +5 shield)

hp 187 (16d8+112); Gallowspire fast healing 20
Fort +18, Ref +13, Will +16
Defensive Abilities channel resistance +4, quarterstaff defense, 

soul shield, spell storm; DR 10/adamantine, 15/bludgeoning 
and magic; Immune cold, electricity, undead traits; SR 25

Offense

Speed 30 ft.
Melee +2 icy burst shocking burst staff of shrieking +21/+16/+11 

(1d6+11/19–20 plus 1d6 cold and 1d6 electricity) or
spell combat +2 icy burst shocking burst staff of shrieking 

+19/+14/+9 (1d6+8/19–20 plus 1d6 cold and 1d6 
electricity) or

disembodied strike +18 (1d8+8)
Space 5 ft.; Reach 5 ft. (10 ft. with disembodied strike)
Special Attacks disembodied strike (1d8+8), greater spell 

combat, improved spell combat, soul lash (8d6, DC 23), 
spell combat (–2 attack, +2 concentration, double bonus), 
spellstrike, staff weapon

Magus Spells Prepared (CL 16th; concentration +22)
6th—chain lightning (DC 22), true seeing
5th—cloudkill (DC 21), cone of cold (DC 21), corrosive 

consumption**, telekinesis (DC 21)
4th—arcana theft**, dimension door, fire shield, phantasmal 

killer (DC 20), stoneskin
3rd—dispel magic, fly, force punch** (DC 19), lightning bolt 

(DC 19), slow (DC 19), vampiric touch
2nd—acid arrow, elemental touch* (DC 18), frigid touch**, 

invisibility, mirror image, scorching ray (2)
1st—corrosive touch**, grease (DC 17), hydraulic push*, magic 

missile (2), shocking grasp (2)
0 (at will)—acid splash, detect magic, flare (DC 16), ray of 

frost, read magic
Tactics

Before Combat Adivion casts stoneskin, mirror image, and true 
seeing, and uses his arcane pool to add the icy burst and 
shocking burst properties to his staff of shrieking. Just before 
the PCs reach him, he casts fire shield (chill shield).

During Combat Adivion activates his hasted assault magus 
arcana as a swift action on the first round of combat, 
renewing it as needed later, and casts maximized chain 
lightning (using his maximized magic magus arcana). 
Thereafter he attacks opponents with both his staff and 
spells using his spell combat ability. Adivion uses a swift 
action each round to direct his soul lash, unless it makes 
better tactical sense to spend that action on another 
ability, in which case he takes the damage from the soul 
lash. He uses improved spell recall to cast disintegrate at 
powerful foes that continue to harass him, and attempts 
to maneuver near spellcasters to make use of his 
counterstrike ability.

Morale Bound to Gallowspire and burning with arcane 
energies, Adivion fights until destroyed.

Statistics

Str 22, Dex 16, Con —, Int 22, Wis 12, Cha 20
Base Atk +12; CMB +18; CMD 39
Feats Combat Casting, Critical Focus, Defensive Combat 

Training, Improved Critical (quarterstaff ), Improved 
Initiative, Iron Will, Lightning Reflexes, Quarterstaff 
Master**, Toughness, Weapon Focus (quarterstaff )

Skills Craft (alchemy) +25, Fly +13, Intimidate +20, Knowledge 
(arcana) +25, Knowledge (history) +16, Knowledge (religion) 
+25, Perception +16, Sense Motive +16, Spellcraft +25, 
Stealth +16, Use Magic Device +20

Languages Abyssal, Ancient Osiriani, Common, Draconic, 
Infernal, Necril, Varisian

SQ arcane pool (14 points, +4), counterstrike, improved 
spell recall, knowledge pool, magus arcana (arcane 
accuracy, hasted assault, maximized magic, quickened 
magic, wand wielder)

Combat Gear scroll of mind blank; Other Gear +3 mithral 
chain shirt, staff of shrieking*, belt of physical might +2 
(Strength and Dexterity), bone beads (see page 35), cloak of 
resistance +3, headband of alluring charisma +4, scarlet and 
blue sphere ioun stone, ring of protection +4, diamond dust 
worth 500 gp, spell component pouch, spellbook (contains 
all prepared spells plus disintegrate and additional spells of 
your choice)

Special Abilities

Gallowspire Fast Healing (Su) As long as Adivion is within 
500 feet of Gallowspire, the tower continually infuses 
him with negative energy, granting him fast healing 
20. Adivion loses this ability if death ward or protection 
from evil is cast on him, blocking the effect. Although 
a forsaken lich is normally destroyed automatically in 
1d10 days, Adivion’s Gallowspire fast healing renews and 
replenishes the arcane energies that power him, allowing 
him to survive indefinitely as long as this ability is in 
effect. If Adivion is reduced to 0 hit points, the effects of 
fast healing end immediately.

* See the Advanced Player’s Guide.
** See Ultimate Magic.

Development: If the PCs seem to be having an easy time 
against Adivion, you can reinforce the forsaken lich with 
more allies to distract the PCs. The two nightwings from 
area H6 that are out hunting could return, swooping out 
of the stormy sky to cast confusion, unholy blight, or hold 
monster on the PCs or to drain the PCs’ magic effects with 
their bite attacks. Alternatively, dread wraiths, ghostly 
necromancers, or greater shadows from the undead storm 
around Gallowspire (see page 51), or the Whispering 
Tyrant’s animate dreams (see page 19) might swoop out of 
the sky to harry the PCs with f lyby attacks.
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Concluding the Adventure
With the defeat of Adivion Adrissant, the PCs have 
thwarted the forsaken lich’s plot and saved Golarion from 
the Whispering Tyrant’s rebirth. They have also struck 
a devastating blow to one of the most vile organizations 
of Golarion, the Whispering Way, by decapitating 
its leadership and clearing out its most profane site, 
Renchurch. Many potential adventures remain, however. 
Other adherents of the Whispering Way might creep 
from the bowels of the earth, seeking to reclaim the 
unhallowed monastery and exact revenge for the death 
of their brethren. 

If the PCs destroyed the phylacteries stored in 
Renchurch, they have no doubt gained the attention of 
powerful liches who do not take the desecration of their 
soul-boxes lightly, and may seek suitable vengeance for 
the PCs’ trespass as well. But more immediately, Count 
Galdana and any rescued Varisians need escort out of 

Virlych—no less dangerous now than before Adivion’s 
fall—and the PCs could still face a great many more 
dangerous tasks and foes before they see the distant 
lights of home. 

If the PCs were unable to defeat Adivion, the magus 
remains a dangerous threat. Although Adivion must stay 
at Gallowspire to avoid his own impending destruction 
from the uncontrolled arcane and necromantic energies 
raging though him, his future actions could still threaten 
Ustalav and all of Golarion. Trapped at the unholy seat 
of Tar-Baphon’s power, Adivion soon calls the scattered 
remnants of the Whispering Way to him, preparing to 
break the seals of Gallowspire to f inally release the 
Whispering Tyrant himself. The PCs might need to stop 
the cult from finding and discovering the three seals 
scattered across Golarion, or even venture deep into the 
dungeons beneath Gallowspire to defeat and destroy the 
Whispering Tyrant once and for all.
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