
1

Supplement to the Colonies  



2

Shadows over Vathak Setting

Compatibility with the Pathfinder® Roleplaying Game requires the 
Pathfinder® Roleplaying Game from Paizo Publishing, LLC. See http://paizo. 
com/pathfinderRPG for more information on the Pathfinder® Roleplaying 
Game. Paizo, Publishing, LLC does not guarantee compatibility, and does 
not endorse the product. 

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the 
Pathfinder® Roleplaying Game and the Pathfinder® Roleplaying Game 
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used 
under the Pathfinder® Roleplaying Game Compatibility License. See http:// 
paizo.com/pathfinderRPG/compatibility for more information on the compat-
ibility license. 

Open Game Content: All material — including but not limited to art, 
place and character names, character and setting descriptions, background, 
and new class descriptions—is Product Identity. All other content is consid-
ered Open Game Content. 

Reference to non-Open Game Content (thus not covered by the Open 
Game License) in this work to content owned by others is not a challenge to 
their ownership and is used under Fair Use. 

Author: Kiel Howell

Editor: John Bennett

Artist: Rick Hershey

Design and Layout: Rick Hershey

Fat Goblin Games Team Members: Chris Bayes, Eric Hindley, John Bennett, Justice Antonio Mora, 
Kalyna Conrad, Lucus Palosaari, Nick Esposito, Rick Hershey, Troy Daniels, Tyler Beck 

Line Developer: John Bennett

Publisher: Fat Goblin Games

Vathak Hauntings: Red Rose Manor © 2015 Fat Goblin Games 

All rights reserved. www.fatgoblingames.com 

Vathak Hauntings:

Red Rose Manor



3

Supplement to the Colonies  

Contents
Introduction  4

Rumors  4

Red Rose Manor 4

Haunts  5

Optional Encounters  8



4

Shadows over Vathak Setting

Introduction
Red Rose Manor—the weeping, bloody 

manor—is the stately house of a long dead 
wizard and a string of former owners. Lo-
cally, it has become a storied site, a place 
for proving courage by staying close to it for 
as long as possible by older children. It is 
also a place of shunned fear for the adults 
and the very young. The site itself was once 
home to the oak grove of a group of dryad 
sisters. Failed, or scorned, love resulted in 
the entire grove being cut down and used to 
build the rich house. The dryads who once 
lived in and protected that grove now have 
no choice but to stay with the house follow-
ing their deaths. Their souls are bound to 
the wood, forever reminded of their failure 
to protect their trees, their failure to trick and 
enslave the wizard Renald Houssman with 
fake love, and their failure to move on in 
death. The many rooms and the sheer size 
of the large and richly appointed estate at-
test to the number of trees cut down to make 
it. It is also a statement that unrequited love 
proves more evil in its ire than anything else.

Rumors
Red Rose Manor  

(DC 22)

Players may make a Diplomacy check to 
gather information or a Knowledge (local) 
check to learn about Red Rose Manor. The 
results of a failed check are learned on a 
successful check though it works best if you 
just present the information and let the PCs 
come up with their own conclu-
sions about which information is 
correct.

 False Rumor (check fails): Angelo Niven, 
teenage male resident of the town, fear-
fully says, “You don’t wanna go up there. 
I saw inside the house and the bodies 
of people bein’ eaten by trees! Plus, the 
walls were...I dunno...bleedin’ is what it 
looked like. I even saw the wizard there 
that built the place!” Angelo shakes his 
head and points a trembling finger in the 
direction of Red Rose Manor if asked for 
directions.

 

General Rumor (successful check): Mad-
eline “Maddy” Allsbury shushes you as 
she puts away some bottles of alchemical 
supplies. “The Bloody Manor was built 
by a wizard named Renald Houssman, on 
top of the ground where he cut down a 
whole grove of older-than-dirt oak trees. 
It’s a beautiful old place, but it can’t 
seem to keep an owner. Stories have 
sprung up around it of course, and it is a 
little scary looking, but still beautiful.”

 

Secret Rumor (exceeds DC by 5 or more): 
Twill Yurgenthrop, the sawmill’s propri-
etor, sits down heavily as he exhales. 
“My father’s father cut them planks. Said 
he could hear three voices screamin’ in 
pain. Said he heard about strange fey 
creatures, and about that Renald feller 
in love wi’ ‘em. I’d guess that those trees 
were those creatures’ grove. The money 
was too good though, that job’s why I 
still own this mill today. Maybe puttin’ all 
the wood together and buryin’ it would 
quiet the voices.”
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Haunts
The first haunt was formed when the 

wizard Renald Houssman used the wooden 
skin from the dryad sisters’ heads to make 
the panels to the front door of his manor. 
The door itself is relatively unremarkable 
at first glance; its construction matches 
the richly appointed look of the rest of the 
house. Six panels adorn the door and each 
pair of is laminated with the head skin of the 
dryad sisters. Unable to come to terms with 
his grief and loss at their betrayal, his death 
was the glue that allowed the haunts to 
form from the bodies, souls, and trees of the 
dryad sisters.

Suggestive Door            CR 6
XP 2,400

CE haunt (5 ft. by 8 ft. doorway); persistent

Caster Level 6th

Notice Perception DC 22 (to see the face 
the door panels form)

hp 12; Trigger touching the doorknob; 
Reset 1 hour

Effect When this haunt is triggered, the 
front door’s panels form into a wooden 
face, which sobs and says “I love you. 
Come in and drink wine with me.” All 
creatures within 30 ft. are targeted by a 
suggestion spell (Will save DC 14). Fail-
ing the save results in the suggestion of 
“Come in and drink wine with me.”

Destruction The door must be taken off 
of its hinges and united with the other 
haunts that are pieces of the dryad sis-
ters’ bodies. The various pieces must be 
buried outside where the oak grove once 
stood, laid out anatomically.

The arboretum contains 
only one relatively small tree, 
about 15 feet in height. This tree 

is fake; Renald took the legs of the dryad 
sisters and fashioned this small oak tree 
as a twisted reminder of how dryads are 
bound to their trees and unable to leave. 
He also meant it to serve as a reminder of 
how wooden his own heart had become 
because of the truth that the dryad he loved 
wanted only to ensnare and enslave him. 
The painstaking care that was taken to 
make it look like a miniature ancient oak tree 
is readily apparent—looking at it from afar 
would make most think that it had grown 
here naturally.

Arboretum            CR 7
XP 3,200

CE persistent haunt (10 ft. by 10 ft. by 15 ft.)

Caster Level 7th

Notice Perception DC 19 (to see the shape 
of legs near the roots of the fake tree)

hp 31; Trigger proximity; Reset 1 day

Effect When this haunt is triggered, the leg 
shapes in the base of the tree begin to 
struggle and any one creature within the 
area of the haunt’s effects is targeted 
with a moonstruckAPG (Will save DC 16) 
spell 

Destruction The fake tree must be de-
stroyed (hardness 5, hp 10, Break DC 13) 
and the legs of the dryad sisters must be 
gathered together with the other haunts 
that are part of the dryad sisters’ bod-
ies. The various pieces must be buried 
outside where the oak grove once stood, 
laid out anatomically.

The dryad wine is actually the same 
sap-like blood of the dryad sisters that weep 
from the walls when the rose petals bloom. 
The bowl looks as though it was made to 
look roughhewn, as the rich often tend to 

do with their furnishings. There 
are still traces of fingerprints that 
can be seen on either side of the 
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container. Renald, intent on not only bind-
ing their souls, set remembrances in various 
rooms of the dryad he loved and her sisters. 
This haunt finally formed when Renald drank 
this “wine” after draining their bodies and 
binding their souls to the house.

Dryad Wine            CR 7
XP 3,200

CE persistent haunt (15 ft. by 10 ft.)

Caster Level 7th

Notice Perception DC 26 (to see the pale 
reflection of a dryad in the wine bowl)

hp 31; Trigger drinking the wine; Reset 1 
minute

Effect When this haunt is triggered, the 
creature who drank the wine is targeted 
by a mad hallucinationUM spell (Will save 
DC 13). Failing the save results in an 
image (which only the drinker can see) 
of a dryad beckoning to be followed to 
appear along the walls. The dryad image 
sounds real, suggestively whispering to 
the target of love. Creatures still under 
the suggestion effect of the Suggestive 
Door haunt will attempt to drink the 
wine.

Destruction The wine bowl with the wine 
must be gathered together with the 
other haunts that are part of the dryad 
sisters’ bodies. The various pieces must 
be buried outside where the oak grove 
once stood, laid out anatomically.

The door frame above Renald’s bedroom 
has an odd pattern of six knots in the wood. 
These are actually the eyes of the dryad 
sisters that he placed in the frame. Believ-
ing their souls to be tortured every time he 
walked into his bedroom, this act of ven-
geance furthered his insane lust for gaining 
retribution against his stilted love. 
Having already carved out inti-
mate pieces of the bodies of the 
dryad sisters, Renald dug further 

into them to try and soothe his own aching 
heart. The particular remembrance pushed 
Renald over the edge, he fell deep into his 
lust for getting even and trying to forever 
torture the ones who hurt him.

Watchful Door Frame           CR 7
XP 3,200

CE haunt (15 ft. line)

Caster Level 7th

Notice Perception DC 26 (to see the wood-
en knots following movement like eyes)

hp 14; Weakness tricked by invisibility; Trig-
ger proximity; Reset 1 minute

Effect When this haunt is triggered, any 
creature in a 15 foot line is targeted by a 
deep slumber spell (Will save DC 14) as 
the knots begin pulsating rhythmically as 
if to an unheard music.

Destruction The knots in the wooden door 
frame must be carved out and gathered 
together with the other haunts that are 
part of the dryad sisters’ bodies. The 
various pieces must be buried outside 
where the oak grove once stood, laid out 
anatomically.

The chest of drawers in Renald’s bed-
room was fashioned from the trunks, or 
torsos, of the dryad sisters. It is about six 
feet high and decorated with tarnished brass 
handles. The grooves on the front of the 
drawers look like they could almost be veins 
coursing around the large piece of furniture. 
Renald found that keeping his intimates 
inside a chest of drawers made from the 
part of his love that contained her heart was 
both poetic and sufficiently cruel. In a diary 
hidden around his bed, Renald reveals that 
he fashioned the bedroom piece from his 
love’s sisters first, and finally from the dryad 

he loved.
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Chest of Drawers           CR 8
XP 4,800

CE haunt (15 ft. by 35 ft. room);

Caster Level 8th

Notice Perception DC 28 (to see the outline 
of dryad bodies in the scrollwork on the 
drawers)

hp 16; Trigger entering the room; Reset 1 
hour

Effect When this haunt is triggered, the 
vaguely seen bodies begin to contort 
in pain as bloody wounds appear on 
them. The creature nearest the drawer is 
targeted by a malicious spiteUM (Will save 
DC 16) and focuses its spite one the first 
creature its sees.

Destruction The drawers of the chest must 
be gathered together with the other 
haunts that are part of the dryad sisters’ 
bodies. The various pieces must be 
buried outside where the oak grove once 
stood, laid out anatomically.

The fireplace in this study contains a 
curiosity to strangers- the wood inside it 
is never consumed by the fire. The iron 
log holder inside the fireplace has wicked, 
pointed ends upturned in the air and clawed 
feet. Renald took the hands of the dryad 
sisters and placed them here, enchanting 
them to be resistant to heat, but to still feel 
pain from extreme temperature. The insult of 
placing the dryads in a thing made of stone 
and iron did nothing to comfort his loss, only 
to further his madness. This was one of the 
first gruesome remembrances he made of 
the dryads, and a twisted intelligence can 
be seen in the thought and care taken in its 
construction.

Study Fireplace           CR 8
XP 4,800

CE haunt (20 ft. by 20 ft. room)

Caster Level 9th

Notice Perception DC 30 (to see wooden 
hands writhing in the fireplace fire)

hp 16; Trigger proximity; Reset 1 minute

Effect When this haunt is triggered, the 
fire flares briefly and the hands inside 
clench into fists of pain. Any one creature 
within the haunt’s area is targeted by 
a smug narcissismUM (Will save DC 16), 
seeing themselves as a dryad in reflective 
surfaces.

Destruction The fire must be put out by any 
non-magical means and the hands of the 
dryad sisters must be gathered together 
with the other haunts that are part of 
the dryad sisters’ bodies. The various 
pieces must be buried outside where the 
oak grove once stood, laid out anatomi-
cally.

The silvery, finely woven rug is actually 
made from the hair of the dryad sisters. 
Strong as spider silk, each hair was plucked 
individually from the dryads by Renald. His 
need to have his love triumph led him to put 
the very top of the dryad sisters under the 
very bottoms of his soles. The days he spent 
ensuring he could complete this particular 
remembrance shows how early on he made 
this—the dryads were alive as he plucked 
each individual hair out.

Woven Rug            CR 7
XP 3,200

CE haunt (10 ft. by 10 ft. rug)

Caster Level 7th

Notice Perception DC 27 (to see the hair 
comprising the rug)

hp 16; Trigger stepping on the rug; Reset 1 
minute

Effect When this haunt triggers, all crea-
tures stepping onto the rug see them-

selves being dragged into a dark 
void by ensnaring hair and are 
targeted by a crushing despair 
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spell (Will save DC 16).

Destruction The rug must be gathered 
together with the other haunts that are 
part of the dryad sisters’ bodies. The 
various pieces must be buried outside 
where the oak grove once stood, laid out 
anatomically.

Renald constructed this shrine to the 
dryad that was the object of his affection. 
He made this secret room with the last of 
the pieces of the dryad sisters. On a small 
table inside the secret room floats the three 
brains and hearts of the dryad sisters. One 
heart and brain stay central while the other 
two sets circle endlessly and slowly around. 
The wall that once concealed it was blasted 
in a fit of rage one night when Renald had 
drunkenly lost self-control, blew open his 
wall, and succumbed to the haunt that his 
beloved had become. Curiously, there are 
no bones or signs of anyone having been in 
this room before.

Unknown Shrine            CR 9
XP 6,400

CE persistent haunt (5 ft. by 10 ft. by 10 ft. 
room)

Caster Level 9th

Notice Perception DC 29 (to see wooden 
brains and hearts floating above table)

hp 40; Trigger touching the brains or 
hearts; Reset 1 minute

Effect When this haunt is triggered, the 
creature who touched the brains or 
hearts is targeted with a dominate per-
son spell (Will save DC 17). The creature 
hears a beautiful female voice in its mind 
telling it “You are a tree, a stout oak. 
Plant here and grow.” 

Destruction The brains and hearts of the 
dryad sisters must be gathered 
together with the other haunts 
that are part of the dryad sis-

ters’ bodies. The various pieces must be 
buried outside where the oak grove once 
stood, laid out anatomically.

Optional   
Encounters

These optional encounters can be used 
to expand the location.

Bedroom - Diary booby trapped with a 
symbol of pain (CL 9th).

Haunting Music Room - Primitive sound re-
cording device playing the sounds of the 
dryad sisters’ voices pleading for mercy.

Mossy Ballroom - Former human residents 
of the town turned into vegepygmies 
(Pathfinder Roleplaying Game Bestiary) 
and a patch of russet mold in the center 
of the ballroom (Pathfinder Roleplaying 
Game Bestiary)

Toolshed - Former human resident of the 
town turned into a treant (Pathfinder 
Roleplaying Game Bestiary)
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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 includ-
ing 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 descrip-
tions 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 Contribu-
tions 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 distribut-
ing, and You must add the title, the copyright date, and the copyright holder’s 
name to the COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner of 
any Product Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game 
Content You must clearly indicate which portions of 
the work that you are distributing are Open Game 
Content.

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have writ-
ten 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 unenforce-
able, such provision shall be reformed only to the extent necessary to make 
it enforceable.

15. COPYRIGHT NOTICE
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