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Map B Encounters

23.Ettin Ambush: Marlgran, 1 Rust Monster

Marlgran: Ettin; Large Giant; CR5; HD 10d8+20; HP 100(70); Init: +3; Spd 40’; AC 18(touch 8, flat-footed 18); Atk +12 melee (1d10+6, greatclub) and +7 melee(1d10+6, greatclub) or +5 ranged(1d8+6, longspear) and +0 ranged(1d8+6, longspear); Face/Reach: 5x5/10’; SA Superior two-weapon fighting; SQ Darkvision 90’; Fort +9, Ref +2, Will +3; Str 23, Dex 8, Con 15, Int 6, Wis 10, Cha 11; Skills/Feats Listen +10, Search +0, Spot +10; Alertness, Improved Initiative, Power Attack. Possessions: 2 greatclubs, 4 longspears, 1 thunderstone

Rust Monster; Medium Sized Aberration; CR 3; HD 5d8+5; HP 45(29); Init +3, Spd 40’; AC 18(touch 13, flat-footed 15); Atk +3 melee(antennae touch rust) and –2 melee(1d3, bite); Face/Reach: 5x5/5; SA Rust; SQ Scent; Fort +2, Ref +4, Will +5; Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8; Skills/Feats: Listen +9, Spot +9, Alertness. Rust (Ex): Make a successful touch attack with it’s antennae causes the target metal to corrode, falling to pieces and becoming useless immediately. Size of metal is immaterial. Magic armor or weapons make Reflex(DC 20) or corrode. Metal weapons that deal damage to the rust monster also corrode immidiately. Creature targets the largest metal object available first. Scent: Scent metal object up to 90’ away.

24. Inlet: 1 Ochre Jelly (non organized)

26. Vranthis the Dragon: Vranthis, Fiendish Girallon

Vranthis: Male juvenile green dragon; CR 7; Large dragon(air); HD 14d12+42; HP 210(133); Init +4; Spd 40’., fly 150 ft. (poor), swim 40’; AC 22(touch 9, flat-footed 22); Atk +17 melee(2d6+4, bite) and +12 melee (1d8+2, 2 claws) and +12 melee (1d6+2, 2 wings) and +12 melee (1d8+6, tail slap); Face/Reach 5’x10’/10’; SA Breath weapon; SQ Blindsight 120 ft., immune to sleep, paralysis, and acid, keen senses, low light vision, water breathing; AL LE; Fort +12, Ref +9, Will +11; Str 19, Dex 10, Con 17, Int 14, Wis 15, Cha 15. Skills/Feats: Bluff +16, Concentration +17, Diplomacy +18, Escape Artist +14, Hide –4, Intimidate +4, Knowledge (religion) +16, Listen +16, Search +16, Spellcraft +16, Spot +16; Flyby attack, Improved Initiative, Power Attack, Sunder. Breath Weapon (Su): 40’ cone of acid gas, 8d6 points of acid damage, Ref save DC 20 half. Water Breathing (Ex): Vranthis can breathe underwater indefinately and can use his breath weapon and other abilities while submerged. Keen Senses(Ex): Includes darkvision 400 ft. Spells Known(5/5; base DC = 12 + spell level): 0-arcane mark, detect magic, mage hand, read magic; 1st-mage armor, spider climb.

Fiendish Girallon: Large Beast; CR 6; HD 7d10+14; HP 84(52); Init +3; Spd 40’, climb 40’; AC 16(touch 12, flat-footed 13); Atk +12 melee(4 claws, 1d4+8) and +7 melee(bite, 1d8+4); Face/Reach: 5’x5’/10’; SA Rend 2d4+12, smite good; SQ Cold and fire resistance (10), Scent, damage reduction 5/+1, SR 14; Fort +7, Ref +8, Will +3, Str 26, Dex 17, Con 14, Int 3, Wis 12, Cha 7; Skills/Feats: Climb +16, Move Silently +8, Spot +7. Smite Good 1/day: +7 damage to good-aligned creatures

28. Kuo-Toa Spy: Moolowik

Moolowik: Male kuo-toa Rog4; CR 6; Medium-sized monstrous humanoid (aquatic); HD 2d8+2 plus 4d6+4; HP 46(29); Init +1; Spd 20 ft., swim 50’.; AC 20(touch 11, flat-footed 20); Atk +7/+1 melee (1d6+2/x3, +1 halfspear; 1d4, bite) or +7 ranged (1d6+2, +1 halfspear); SA Snead attack +1d6; SQ Adhesive amphibious, electricity resistance 30, evasion, immune to webs, poison, paralysis, hold, and figments, insanity, keen sight, light, blindness, locate traps, slippery, uncanny dodge (Dex bonus to AC when flat-footed); AL NE; Fort +4, Ref +8, Will +4; Str 13, Dex 13, Con 13, Int 13, Wis 10, Cha 9. Skills/Feats: Climb +5, Disable Device +3, Escape Artist +24, Hide +8, Knowledge (local) +3, Knowledge(religion) +6, Listen +9, Move Silently +11, Search +14, Sense Motive +4, Spot +13; Alertness, Blind-Fight, Dodge, Great Fortitude. Adhesive (Ex): On a failed melee attack, attacker must succeed at a Ref (DC 14), or weapon sticks to the kuo-toa’s shield and is yanked from the wielder’s grasp. Amphibious (Ex): Although kuo-toas breath by means of gills, they can survive indefinitely on land. Insanity (Ex): Insanity score 1. Wis 16 for bonus spells and DCs; Wis 14 for all other Wis-based checks. Keen Sight (Ex): Kuo-toas spot moving objects or creatures even if it is invisible, ethereal, or astral. Light Blindness(Ex): Blinded for 1 round by abrupt exposure to bright light (such as sunlight or a daylight spells. Suffers a –1 circumstance penalty on all attack rolls, saves and checks in bright light. Slippery (Ex): Not affected by webs or other forms of confinement. Possessions: +1 halfspear, pouch with 200 gp, +1 leather armor, large wooden shield with sapphire inlaid (400 gp).

30. Side Caves: 1 Digester

Digester: Medium-Size Magical Beast; CR 6; HD 8d10+24; HP 104(71); Init +6; Spd 60’; AC 17(touch 12, flat-footed 15); Atk +11 melee (rake, 1d8+4); Face/Reach: 5x5’/5; SA Acid Spray; SQ Scent, acid immunity; Fort +9, Ref +8, Will +3; Str 17, Dex 15, Con 17, Int 2, Wis 12, Cha 10; Skills/Feats: Hide +11, Listen +6, Jump +7, Spot +6; Alertness, Improved Init; Acid Spray(Ex): Spray acid cone 20’ long for 4d8 damage to everything in the area. Ability can be used every 1d4 rounds. The creature can also produce a concentrated stream of acid that deals 8d8 points of damage to a singe target within 5’. In either case a Ref (DC 17) halves damage.

