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49. Giant Lair: Hill Giant, Dire Wolverine

Dire Wolverine; CR 4; HD 5d8+20; HP 45; Init +3; Spd 30’, climb 10’; AC 16(touch 12, flat-footed 13); Atk +8 melee(1d6+6, 2 claws) and +3 melee(1d8+3, bite); Face/Reach: 5x10/5’; SA Rage; SQ Scent; Fort +8, Ref +7, Will +5; Str 22, Dex 17, Con 19, Int 2, Wis 12, Cha 10; Climb +14, Listen +9, Spot +8; Rage(Ex): If damage taken then rage on next turn. +4 Str, +4 Con and –2 AC.

50. Gnoll Barracks: 6 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

51. Gnoll Guards: 6 Gnolls
	36: Troll Watchmen: 2 Trolls

Troll; Large Giant; CR 5; HD 6d8+36; HP 70, 61; Init +2; Spd 30’; AC 18(touch 11, flat-footed 16); Atk +9 melee (2 claws, 1d6+6) and +4 melee (bite, 1d6+3); Face/Reach: 5x5/10’; SA Rend 2d6+9; SQ Regeneration 5, scent, darkvision 90’; Fort +11, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6; Skills/Feats: Listen +5, Spot +5; Alertness, Iron Will; Regeneration: All damage but fire and acid is treated as subdual damage. Rend: Successful hit with both claws results in rend damage.

37: Troll Warrior: Krall

Krall: Male troll Ftr 2; CR6; Large giant; HD 6d8+36 plus 2d10+6; HP 86; Init +2, Spd 30’; AC 23 (touch 9, flat-footed 23); Atk +7 melee and +2 melee (2d6+6/2d6+3/19-20, Huge two-bladed sword), or +11 melee (1d6+6, 2 claws) and +6 melee (1d6+3, bite); Reach 10’; SA Rend 2d6+9; SQ Darkvision 90’, regeneration 5, scent; AL CE; Fort +14, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6. Skills/Feats: Hide –8, Jump +2, Listen +5, Spot +5; Alertness, Ambidexterity, Exotic Weapon Proficiency (two-bladed sword), Iron Will; Rend(Ex): If both claws hit then 2d6+9 damage. Regeneration(Ex): Fire and acid deals normal damage; Possessions: Large MW half-plate armor, Huge two-bladed sword, potion of bull’s strength, potion of heroism, potion of protection from elements (fire), 2 pearl earrings (100 gp each).

39. Dinosaurs: 2 Deinonychses
Deinonychses; Large Beast; CR 3; HD 4d10+12; HP 33, 40; Init +2, Spd 60’; AC 16(touch 11, flat-footed 14); Atk +6 melee (2d6+4, rake) and +1 melee(1d3+2, 2 claws) and +1 melee(2d4+2, bite); Face/Reach: 5x5/10’; SQ Scent; AL N; Fort +7, Ref +6, Will +2; Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10; Skills: Hide +7, Jump +13, Listen +11, Spot +11, Wilderness Lore +9

40: Wizards Quarters: Heunar, Tippesh

Heunar: Male half-orc Wiz 4; CR 4; Medium-size humanoid (half-orc); HD 4d4+4; HP 13; Init +0; Spd 30’; AC 10(touch 10, flat-footed 10; Atk +4 melee (1d6+2, quarterstaff); SQ Darkvision 60’; AL LE; Fort +4, Ref +3, Will +4; Str 14, Dex 10, Con 12, Int 13, Wis 10, Cha 8; Skills/Feats: Concentration +8, Knowledge (arcane) +8, Spellcraft +8; Great Fortitude, Lightning Reflexes, Scribe Scroll. Spells Prepared (4/4/2; base DC = 11 + spell level): 0-detect magic, mage hand, read magic, resistance; 1st-charm person, magic missile, shield, sleep; 2nd-invisibility, summon monster II. Possessions: Wand of shatter (10 charges); potion of levitate, arcane scroll of shield, quarterstaff, 8gp.

Tippesh: Female human Evo 6; CR 6; Medium-size humanoid; HD 6d4+6; HP 21; Init +2; Spd 30’; AC 12(touch 12, flat-footed 10); Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d4/19-20, dagger); AL LE; Fort +3, Ref +4, Will +4; Str 11, Dex 14, Con 12, Int 15, Wis 9, Cha 10;  Skills/Feats: Alchemy +11, Concentration +10, Knowledge (arcane) +11, Knowledge (religion) +11, Spellcraft +11, Brew Potion, Dodge, Empower Spell, Scribe Scroll, Spell Focus (Evocation), Toughness. Tippish has mage armor in effect upon herself when encountered. With mage armor: AC 16 (touch 12, flat-footed 14). Spells Prep (5/5/5/3; base DC = 12+spell level): 0-detect magic, detect poison, mage hand, read magic, resistance; 1st-magic missile (2)*, charm person (2), sleep; 2nd-darkness*, flaming sphere*, obscure object, shatter*, see invisibility; 3rd-fireball*, lightning bolt (2)*; *Spell Focus (base DC = 14+spell level). Possessions: Slippers of spider climbing, arcane scroll of blink, potion of cure light wounds, potion of cat’s grace, potion of endurance, potion of intelligence, 2 daggers

43: D’Gran’s Quarters: D’Gran

D’Gran: Male half-fiend/half-ogre mage; CR 10; Large outsider (evil, chaotic); HD 5d8+20; HP 43; Init +6; Spd 30’, fly 40’ (good); AC 21 (touch 11, flat-footed 19); Atk +10 melee (2d8+12/19-20, Huge greatsword) or +4 ranged (2d6/x3, Huge longbow); Reach 10’; SA Spell-like abilities; SQ Acid, cold, electricity, and fire resistance 20, darkvision 60’, immune to poison, regeneration 2; SR 18; AL CE; Fort +8, Ref +3, Will +3; Str 27, Dex 14, Con 19, Init 18, Wis 14, Cha 19. Skills/Feats: Concentration +10, Hide –1, Intimidate +7, Intuit Direction +5, Knowledge (arcane) +7, Listen +8, Move Silently +3, Search +7, Spellcraft +10, Spot +8; Improved Initiative. Spell-like Abilities(Sp): At will-darkness, invisibility; 1/day-charm person, cone of cold, desecrate, gaseous form, polymorph self, sleep, unholy blight (all as Sor 5). DC=14+spell level. Possessions: Gauntlets of ogre power, Large chain shirt, Huge greatsword, Huge longbow, 12 arrows, fire temple symbol.

44: Great Hall: Slaazh

Slaazh: Male troll Ftr2; CR 4; Large giant; HD 6d8+36 plus 2d10+12; hp 86; Init +2; Spd 20’; AC 26 (touch 11, flat-footed 24); Atk +13/+8 melee (2d6+7/19-20, MW greatsword), or +12 melee (1d6+7, 2 claws) and +7 melee (1d6+3, bite); Reach 10’; SA Rend 2d6+10; SQ Darkvision 90’, regeneration 5, scent; AL CE; Fort +14, Ref +4, Will +3; Str 24, Dex 14, Con 22, Int 8, Wis 8, Cha 7; Skills/Feats: Climb +2, Listen +6, Spot +5; Alertness, Cleave, Iron Will, Power Attack. Possessions: MW greatsword, +1 chain mail, large wooden shield, dust of tracelessness.

45: Guards: 8 Human War 1

Human War1; 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
46. The Bridge: Hill Giant

Hill Giant: CR 7; HD 12d8+48; HP 102; Init –1; Spd 40’; AC 20(touch 11, flat-footed 20); Atk +16/+11 melee (2d6+10, Huge greatclub) or +8/+3 ranged (2d6+7, rock); Face/Reach: 5x5/10’; SA Rock Throwing; SQ Rock Catching; Fort +12, Ref +3, Will +4; Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 17; Skills/Feats: Climb+9, Jump +9, Spot +4; Cleave, Power Attack, Weapon Focus (greatclub)

47. Guard Barracks: 8 Human War 1


