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According  to bards  tales, when  the Grand Squire  learned of 
the fate befell his dear Lady of the Quest, he was driven mad 
trying  to  reclaim what was  stolen  away. After  the Paths of 
Honor failed to restore what he lost the Grand Squire turned 
to darker dealings, but no power, no matter how deep in the 
Pit  it dwelled, was  able  to help him  on his mad  errand. A 
dark  transformation  washed  over  Pellamshire.  Monsters, 
previously unseen walking the lands of men, began to gather. 
Some would  tempt men  to  their death, others  setting  traps 
with grand promises. What follows is a sampling of the evils 
within the barony’s borders. 
 

Hangman’s Tree  
No. Enc.: 0 (1d3)  
Alignment: Chaotic  
Movement: 15’ (5’)  
Armor Class: 2  
Hit Dice: 10 (special)  
Attacks: 4  
Damage: 2d4 / 2d4 / 2d4 / 2d4 
Save: F10  
Morale: 8 
Hoard Class: XX 
 

Looking like a great, thick oak tree, with oddly twisted vines 
hanging down;  this  tree  is  inhabited by a cruel spirit. When 
any living creature comes under its canopy a hangman’s tree 
will lash out with its vines. A successful hit means the victim 
has been ensnared and will be pulled aloft on  the  following 
round taking damage automatically. Victims captured by the 
vines can cut themselves free by dealing 10 points of damage 
with any bladed weapon. 
 

Any  attacks  against  large  branches  or  the  trunk  will  deal 
damage directly to the tree, but damage dealt to the vines do 
not count when determining how wounded the tree is.  
 

Murder Crow 
No. Enc.: 0 (1d10)  
Alignment: Chaotic  
Movement: 120’ (40’)  
Armor Class: 7  
Hit Dice: 2 
Attacks: 1  
Damage: 1d4 
Save: F1 
Morale: 8 
Hoard Class: None 
 

A larger, semi‐intelligent version of the common crow over 3 
feet long, its talons are razor sharp. When it first attacks it can 
swoop down on  its  target  inflicting double normal damage. 
Murder crows will attack creatures as large as a man.  

Pact Demon 
No. Enc.: 1 (1)  
Alignment: Chaotic  
Movement: 150’ (50’)  
Armor Class: 2  
Hit Dice: 12 
Attacks: 1  
Damage: 3d6 
Save: D12 
Morale: 11 
Hoard Class: XIX 

 

In  its natural state a pact demon stands well over 10’  tall,  is 
hairless with ashen colored skin, and has eyes black as coal. 
To help in its sinister dealings, the pact demon has the ability 
to  polymorph  itself  at  will.  It  uses  this  power  to  put  its 
victims at ease while working  to  strike  its dark bargains. A 
pact demon has the power to grant any wish but it will only 
do  so  in  exchange  for  some  great  sacrifice  or  service. 
Examples  include  requiring  a  villainous  sacrifice,  forfeit  of 
the bargainer’s life after a set amount of time, or some other 
deed, life, or object that furthers one of the demon’s plots. 
 

A pact demon has a host of spell‐like abilities. It can cast the 
following  spells  3/day  as  a  15th  level  magic‐user:  Curse, 
Darkness, Fireball, Invisibility, Lightning Bolt, Phantasmal Force, 
and Wish. It can cast any of  these spells while polymorphed 
or in it’s natural form. 
 

Siren  
No. Enc.: 1d4 (1d4)  
Alignment: Chaotic  
Movement: 120’ (40’), Swim: 150’ (50’) 
Armor Class: 5  
Hit Dice: 7  
Attacks: 1 (claws) or special ability  
Damage: 1d8 or special 
Save: F7 
Morale: 9  
Hoard Class: XVII 
 

The  siren  is  a  supernaturally  beautiful  woman  distantly 
related  to  both  fey  and water  elementals. Any mortal man 
that  looks at one or even hears  the sound of her voice must 
make a save vs. Spells at a  ‐2 penalty or become enthralled. 
Once captivated by the siren’s call, the victim will walk to the 
embrace  of  the  siren where  they  are  pinned  by  the  siren’s 
great strength (equal to that of an ogre) and then devoured. 
 

A siren possesses multiple abilities. She casts Curse, Fear, and 
Hold Person, each twice per day. A Siren also regenerates two 
hit  points  each  round  they  are  standing  in water,  and  can 
summon  16HD  of  water  elementals  once  per  day.  These 
servitors will remain for one hour and will fight to the death. 
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DESIGNATION OF PRODUCT IDENTITY FOR 
DANIEL PROCTOR & GOBLINOID GAMES 

Labyrinth Lord™ is copyright 2007 Daniel Proctor. Labyrinth 
Lord™ and Advanced Labyrinth Lord™ are trademarks of 
Daniel Proctor. These trademarks are used under the Labyrinth 
Lord™ Trademark License 1.0, July 2007 available at 
www.goblinoidgames.com. 
 

DESIGNATION OF PRODUCT IDENTITY FOR 
ANTI PALADIN GAMES 

The name AntiPaladin Games™ and the APG Logo when used in 
any context are product identity.  
 

DESIGNATION OF OPEN GAME CONTENT 
All text and tables except with the exception of material specifically 
excluded in the declaration of product identity is Open Game 
content.  
 

OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)"Derivative 
Material" means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)"Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative works 
under copyright law, but specifically excludes Product Identity. (e) 
"Product Identity" means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; and 
any other trademark or registered trademark clearly identified as Product 
identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) "Trademark" means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the 
Open Game License by the Contributor (g) "Use", "Used" or "Using" 
means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) "You" or 
"Your" means the licensee in terms of this agreement. 
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
3.Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 
Open Game Content. 

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights 
to grant the rights conveyed by this License. 
6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 
and the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or 
coadaptability with any Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as expressly licensed 
in another, independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 
10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 
12 Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected. 
13 Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 
14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 
15 COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich 
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, 
John D. Rateliff, Thomas Reid, James Wyatt, based on original material 
by E. Gary Gygax and Dave Arneson. 
 

Modern System Reference Document Copyright 2002-2004, Wizards of 
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles 
Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney 
Thompson, and JD Wiker, based on material by Jonathan Tweet, Monte 
Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, 
John Tynes, Andy Collins, and JD Wik 
 

Labyrinth Lord™ Copyright 2007, Daniel Proctor. Author Daniel Proctor. 
 

The Terrors of Pellamshire Copyright 2009, AntiPaladin Games. Writers 
Ray Nolan and Phil Morris Jr. AntiPaladin Games™ is a trademark of Phil 
Morris Jr. and Ray Nolan.. 
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