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	Water Temple Staging Locations
90. Whip; Poolidib

Poolidib: Male kuo-toa Clr5; CR 7; Medium-size monstrous humanoid (aquatic); HD 2d8+2 plus 5d8+5; HP 41; Init +0; Spd 20’., swim 50’; AC 18 (touch 10, flat-footed 18); Atk +6 melee (1d8+1, heavy mace) and +1 melee (1d4, bite); SA Rebuke undead 2/day; SQ Adhesive, amphibious, electricity resistance 30, immunity to webs, poison, paralysis, hold, and figments, insanity, keen sight, light blindness, slippery; AL NE; Fort +7, Ref +4, Will +9; Str 13, Dex 10, Con 13, Int 13, Wis 14, Cha 8. Skills/Feats: Concentration +6, Escape Artist +18, Heal +6, Knowledge (religion) +6, Listen +9, Move Silently +3, Search +10, Spellcraft +2, Spot +13; Alertness, Dodge, Great Fortitude, Still Spell. Adhexive (Ex): On a failed melee attack, attacker must succeed at a Ref save (DC 14), or weapon sticks to kuo-toa’s shield and is yanked from wielder’s grasp. Amphibious (Ex): Although kuo-toas breath by means of gills, they can survive indefinitely on land. Insanity (Ex): Insanity score 2. Wis 16 for bonus spells and DCs; Wis 12 for all other Wis-based checks. Keen Sight (Ex): Kuo-toas spot a moving object or creature 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 spell). 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 concealment. Spells Prep (5/5/4/3; base DC = 13 + spell level): 0-cure minor, det magic, read magic, resistance (2); 1st-command (2), cure light wounds, obscuring mist, protection from good; 2nd-bull’s strength, endurance, hold person, Tharizdun’s touch; 3rd-cure serious wounds, stilled hold person, rage. Possessions: Ring of prot +2, potion of stoneskin, large wooden shield, heavy mace, 12 pp, water temple symbol

91. Boat Landing, Chuul

Chuul: CR 7; Large Aberration; HD 11d8+44; HP 90; Init +7; Spd 30’, swim 20’; AC 22 (touch 12, flat-footed 18); Atk +12 melee (2d6+5, 2 claws); Face/Reach 5x5/10; SA Improved grab, squeeze, paralysis; SQ Paralysis and poison immunity; Fort +7, Ref +6, Will +9; Str 20, Dex 16, Con 18, Int 10, Wis 14, Cha 5; Hide +13, Jump +11, Listen +13, Spot +13; Alertness, Improved Init; Improved Grab (Ex): Must hit with one claw. Squeeze (Ex): A chuul that gets a hold automatically deals claw damage, with an additional 1d6 points of bludgeoning damage from the crushing force, each round the hold in maintained. Paralysis (Ex): The chuul can transfer grabbed victims from a claw to its tentacles as a partial action. The tentacles grapple with the same strength as the claw but deal no damage. However, they exude a paralytic secretion. Those held in the tentacles must succeed at a Fort (DC 19) or be paralyzed for 6 rounds. While held in the tentacles, paralyzed or not, the victim automatically takes 1d8+2 points of damage each round from the creatures mandibles.

92. Kuo-Toa Guards; 6 Kuo-Toa54h8u

Kuo-Toa Fighters: Ftr1; CR 3; Medium-size monstrous humanoid (aquatic); HD 2d8+2 plus 1d10+1; HP 29; Init +0; Spd 20’, swim 50’; AC 20 (touch 10, flat-footed 20); Atk +6 melee (1d6+1/x3, half spear) and –1 melee (1d4, bite), or +4 ranged (1d6+1/x3, halfspear); SQ Adhesive, amphibious, electricity resistance 30, immune to webs, poison, paralysis, hold, and figments, keen sight, light blindness, slippery; AL NE; Fort +5, Ref +3, Will +5; Str 13, Dex 10, Con 13, Int 13, Wis 14, Cha 8. Skills/Feats: Escape Artist +18, Knowledge(religion) +6, Listen +10, Move Silently +3, Search +10, Spot +11, Swim +2; Alertness, Great Fortitude, Power Attack, Weapon Focus(halfspear). Adhesive(Ex): On failed melee attack, attacker must make Ref (DC 14), or weapon sticks to kuo-toa’s shield and is yanked from wielder’s grasp. Amphibious(Ex): Breath air and water; Keen Sight(Ex): Spot moving object if invisible, ethereal, or astral; Light Sensitivity: Blinded for 1 round by abrupt exposure to bright light. Suffers –1 circumstance penalty. Slippery(Ex): Not affected by webs or other forms of confinement. Possessions: potion of cure mod, potion of cat’s grace, potion of bull’s strength; MW halfspear, pouch with 50 gp, leather armor, large wooden shield




