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Map A Encounters (Main Entrance)

2. Guard Post: 4 Gnolls

      CR 1; HD 2d8+2; HP: 18 ea; Init +0; Spd 20’; AC 17(touch 10, flat footed 17); Atk +3 melee(1d8+2, battle axe) or +1 ranged(1d6 shortbow); AL: CE; SV Fort+4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8; Skills/Feats: Listen +3, Spot +3, Power Attack. Possessions: Battle Axe, Short Bow, 20 arrows, Scale Armor

3. Guard Post: 4 Human Warriors 1

     CR 1; HD 1d8+2; HP 10 ea; Init +1; Spd 20 ft; AC 18(touch 11, flat footed 17); Atk +5 melee(1d10+2/19-20, mw bastard sword) or +2 ranged (1d8/x3, longbow); AL: NE; SV Fort +4, Ref +1, Will +1; Str 15, Dex 13, Con 14, Int 11, Wis 12, Cha 8; Feats/Skills: Climb +0; Intimidate +3; Jump +0; Exotic Weapon Prof. (bastard sword), Weapon Focus (bastard sword). Possessions: MW banded mail, small wooden shield, MW bastard sword, longbow, 20 arrows, potion of cure light wounds
4. Archers: 4 Gnolls

5. Archers: 4 Human Warriors

6. Barracks: 1 Huge Howler

      CR 5; HD 12+12; HP: 108(80); Face/Reach: 10’x20’/10’; Init +7; Spd 60’; AC 17(touch 12, flat-footed 12); Atk +15 melee(Bite 2d8+5)  and +10 melee(1d4 quills / 1d4+2 dmg); SA Quills, howl; AL CE; SV Fort +10, Ref +11, Will +10; Str 21, Dex 17, Con 15, Int 6, Wis 14, Cha 8; Skills/Feats: Climb +16, Hide +14, Listen +11, Move Silently +14, Search +7, Spot +17, Alertness, Improved Initiative, Power Attack; Quills (Ex) attack with 1d4 quills, opponent hit makes Reflex (DC 16) or quill breaks off in flesh, lodged quill imposes a –1 circumstance penalty to attack, saves and checks, removing quill deals 1d6 additional damage. Howl (Ex): Beings other than outsiders that hear howling for more than an hour are subject, 100’ spread make Will (DC 12) or take 1 point of temp. Wis damage, repeat every hour, mind-affecting, sonic attack.

7. Sergeant: Wormspike

     Male ogre War2; CR 4; Large Giant; HD 4d8+8 plus 2d8+4; HP: 60 (39); Init: -1; Spd 30 ft; AC 16 (touch 8, flat-footed 16); Atk +11 melee (2d6+8, +1 Huge greatclub) or +3 ranged (2d6+5/x3, Huge shortspear); Reach 10’; AL CE; SV Fort +9; Ref +0; Will +1; Str 21, Dex 8; Con 15; Int 6; Wis 10; Cha 7. Skills/Feats: Climb +6, Listen +2, Spot +2; Power Attack, Weapon Focus (greatclub). Possessions: +1 Huge greatclub, Huge hide armor, 4 Huge shortspears, gold necklace (500 gp)

8. Commander: Mereclar

      Male half-elf Rgr 5; CR 5; HD 5d10+5; HP: 55(36) Init +3; Spd 30 ft; AC 17(touch 13, flat-footed 14); Atk +7 melee (1d8+2/19-20 MW longsword) and +6 melee (1d6+1/19-20, MW short sword), or +10 ranged (1d8+2/x3, MW mighty comp. Longbow[+2 Str bonus]); SA Favored enemy (dwarves +2, animals +1); SQ Fight with 2 weapons, immune to sleep, low light vision, +2 bonus on saves against enchantment effects; AL CE; SV Fort +6, Ref +5, Will +3; Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8; Skills/Feats: Heal +5, Hide +5, Listen +10, Move Silently _5, Search _1, Spot +15, Wilderness Lore +9, Quick Draw, Track Weapon Finesse (shortsword); Spells Prep. (1; base DC=11+spell level): 1st-resist elements. Possessions: MW longsword, MW short sword, MW mighty comp. Longbow (+2 str), 20 MW arrows, +1 studded leather armor, cloak of resist. +1, eyes of the eagle, potion of cure light wounds
9. Bunkhouse: 10 Human War 1

10. Bunkhouse: 8 Gnolls

11. Priests Quarters: Terrenygit

      Male troglodyte Clr 5; CR 6; Med (reptilian); HD 7d8+21; HP: 77(55); Init +0; Spd 20 ft; AC 26(touch 10, flat-footed 26); Atk +8 melee (1d8+3, +1 morning star) and +4 melee (1d4+1, bite), or +5 ranged (1d6+2, javalin); SA Rebuke undead 4/day, stench; SQ Darkvision 90 ft, insanity; AL NE; SV Fort +10; Ref +1; Will +6; Str 14, Dex 10, Con 17, Int 11, Wis 16, Cha 13. Skills/Feats: Concentration +8, Hide +0(+4), Knowledge (religion) +5, Listen +5, Multiattack, Scribe Scroll, Weapon focus (morningstar), Weapon focus (javalin). Stench (Ex): All creatures within 30’ of an angry or frightened trog must make a Fort save (DC 13) or be nauseated for 10 rounds, taking 1d6 points of temp Str dmg. Spells Prep. (5/5/4/3; base DC=14+spell level): 0- cure minor, det. Magic, det poison, guidance, resistance; 1st- bane, command, cure light, random action*, shield of faith; 2nd-bull’s strength, endurance, spiritual weapon, Tharizdun’s touch*; 3rd-blindness/deafness, dispel magic, rage*. *Domain Spell. Diety: Tharizdun. Domains: Evil (cast evil spells at 6th level); Madness (1/day add insanity score to wisdom based roll). Possessions: Black robes, +1 morning star, potion of cat’s grace, divine scroll of hold person, rage, and prayer, 2 javelins, full plate armor, large steel shield, curved knife, necklace of bones and teeth, 76 gp, holy symbol (obex)

12. Undead Reinforcements: 12 Zombies

     CR ½; HD 2d12+3; HP: 27; Init –1, Spd 30’; AC 11(touch 9, flat-footed 11); Atk +2 melee(slam 1d6+1); SQ Undead, Partial actions only; Fort +0, Ref –1, Will +3; Str 13, Dex 8, Con 0, Int 0, Wis 10, Cha 1, Toughness



