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	54. More Watchers; 4 Orc Archers

Orc War1; Male; CR 1; Medium-size humanoid (orc); HD 1d8+2; HP 10; Init +0; Spd 20’; AC 16 (touch 10, flat-footed 16); Atk +0 melee and –4 melee (1d8+1/x3, MW orc double axe), or +1 ranged (1d8, repeating crossbow); SQ Darkvision 60’; light sensitivity; AL CE; Fort +4, Ref +0, Will –1; Str 15, Dex 10, Con 14, Int 9, Wis 8, Cha 8. Skills/Feats: Jump –1; Exotic Weapon Profiency (orc double axe). Light Sensitivity: -1 penalty on attack rolls in bright sunlight or in daylight spell. Possessions: Splint mail, MW orc double axe, repeating crossbow(holds 5 shots), 10 bolts +2, potion of cure moderate wounds.

57. Orc Guards; 6 Orc Warriors, Bombardier Beetle

Orc War1; Male; CR 1; Medium-size humanoid (orc); HD 1d8+2; HP 10; Init +0; Spd 20’; AC 16 (touch 10, flat-footed 16); Atk +0 melee and –4 melee (1d8+1/x3, MW orc double axe), or +1 ranged (1d6+2, javelin); SQ Darkvision 60’; light sensitivity; AL CE; Fort +4, Ref +0, Will –1; Str 15, Dex 10, Con 14, Int 9, Wis 8, Cha 8. Skills/Feats: Jump –1; Exotic Weapon Profiency (orc double axe). Light Sensitivity: -1 penalty on attack rolls in bright sunlight or in daylight spell. Possessions: Splint mail, MW orc double axe, 2 javelins, potion of cure moderate wounds.

Giant Beetle, Bombardier; CR 2; Medium-Size Vermin; HD 2d8+4; HP 13; Init +0; Spd 30’; AC 16; Atk +2 melee (1d4+1, bite); Face/Reach: 5x5/5; SA: Acid Spray; SQ Vermin; Fort +5, Ref +0, Will +0; S tr 13, Dex 10, Con 14, Int -, Wis 10, Cha 9; Skills: Listen +5, Spot +5; Acid Spray(Ex): Release a 10’ cone of acidic vapor once per round. Those within the cone must succeed at a Fort (DC 13) or take 1d4+2 damage. Immune to mind influencing effects.

58. Orc Leader; Murant

Male orc Bbn5; CR 5; Medium-size humanoid (orc); HD 5d12+15; HP (75)47; Init +2; Spd 40’; AC 16(touch 12, flat-footed 16); Atk +4 melee (1d8+4/x3, orc double axe) and +3 melee (1d8+2/x3, orc double axe), or +7 ranged(1d8+4, trident); SA Poison, rage; SQ Darkvision 60’., light sensitivity, uncanny dodge (Dex bonus to AC when flat-footed, can’t be flanked); AL CE; Fort +7, Ref +3, Will –1; Str 19, Dex 14, Con 17, Int 8, Wis 7, Cha 9. Skills/Feats: Intimidate +7, Intuit Dir. +6, Listen +6; Ambidexterity, Two-Weapon Fighting. Poison(Ex): Large scorpion poison on both ends of orc double axe. Fort save DC 18; 1d6 Str/ 1d6 Str. Rage(Ex): 2/day – hp (85)57; AC 14(touch 10, flat-footed 14); Atk +6 melee (1d8+6/x3, orc double axe) and +5 melee (1d8+3, orc double axe), or +7 ranged (1d8+6, trident); Fort +9, Ref +5; Str 23, Con 21. Lasts 8 rounds, then fatigued. Light Sensitivity: -1 penalty on attack rolls in bright sunlight or in daylight spell. Possessions: +1 orc double axe, +1 hide armor, trident, potion of blur, Large scorpion venom (1 dose on each axe head).

59. Lair; 6 Orc Warriors

60. Orc Lair; 7 Orc Warriors

69. Hydra; Hydra, Seven-Headed

Hydra; Seven Headed Huge Beast; CR 6; HD 7d10+35; HP (105) 73; Init +1; Spd. 20’, swim 10’; AC 15 (touch 9, flat-footed 14); Atk +7 melee (1d10+4, 7 bites); Face/Reach 20x20/10; SQ Scent; Fot +10, Ref +6, Will +2; Str 19, Dex 12, Con 20, Int 3, Wis 10, Cha 9; Skills/Feats: Listen +6, Spot +7; Combat Reflexes

71. Temple Guards; 6 Human War 1

Human Warriros 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

72. Temple Guards; 4 Gnolls, Graud

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

Graud: Male half-orc Bbn4; CR 4; Medium-size humanoid (half-orc); HD 4d12+4; hp 42; Init +2; Spd 40’; AC 16 (touch 12, flat-footed 16); Atk +9 melee (1d12+5/x3, +1 greataxe) or +7 ranged (1d8+3/x3, mighty comp. longbow [+3 Str bonus]); SA Rage; SQ Darkvision 60’; uncanny dodge (Dex bonus to AC when flat-footed); AL CE; Fort +5, Ref +3, Will +1; Str 17, Dex 14, Con 13, Int 10, Wis 10, Cha 6. Skills/Feats: Intimidate +5, Intuit Direction +7, Listen +7, Swim +6, Wilderness Lore +4; Dodge, Weapon Focus (greataxe). Rage(Ex): 1/day-hp 50; AC 14(touch 10, flat-footed 14); Atk +11 melee (1d12+7/x3, +1 greataxe) or +7 ranged (1d8+3/x3, mighty comp. longbow [+3 Str bonus]); Fort +7, Will +3; Str 21, Con 17. Swim +8. Lasts 6 rounds, then fatigued. Possessions: MW chain shirt, +1 greataxe, mighty comp longbow, 20 MW arrows, potion of cure moderate.


