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	73. The Air Temple; Fachish

Fachish: Male Human Clr7; CR 7; HD 7d8+14; hp 50; Init –1; Spd 20’; AC 21(touch 9, flat-footed 21); Atk +7 melee (1d8+1, MW orningstar) or +5 ranged (1d8/19-20, MW light crossbow); SA Rebuke undead 3/day; SQ Insanity; AL CE; Fort +7, Ref +3, Will +6; Str 12, Dex 9, Con 14, Int 12, Wis 16, Cha 11. Skills/Feats: Concentration +12, Heal +9, Knowledge (rel) +11, Listen +3, Spellcraft +11, Spot +4; Alertness, Lightning Reflexes, Point Blank Shot, Quick Draw. Spells Prep (6/6/5/4/3; base DC=14+spell level): 0-cure minor, det magic, guidance, light, read magic, resistance; 1st-bless, cause fear(2), command (2), random action; 2nd-cure mod, darkness, endurance, hold person, resist elements, wind wall; 3rd- bestow curse, blindness/deafness, gaseous form, summon monster III; 4th-air walk, confusion, dismissal. Possessions: Ochre robes, wand of divine favor (25 charges), wand of inflict light wounds (20 charges), divine scroll of raise dead and cure critical wounds, MW morningstar, +1 full plate, +1 large steel shield, MW light crossbow, 10 bolts, 22 gp, 23 sp, 150 gp gold ring, air temple symbol, lesser key of air

Air Elemental; Large; CR: 5HD 8d8+24; HP 60; Init +11; Spd 100’ fly; AC 20(touch 16, flat footed 13); Atk +12/+7 (2d6+3, slam); Face/Reach 5x5/10; SA Air Mastery, whirlwind; SQ Elemental, DR 10/+1; Fot +5, Ref +13, Will +2; Str 14, Dex 25, Con 16, Int 6, Wis 11, Cha 11; Listen +11, Spot +11, Dodge, Flyby Attack, Improved Init, Weapon Finesse

74. Choranth’s Chamber, Choranth, 4 Huge Skeletons, Clr 4

Choranth: Female human Clr4; CR 4; HD 4d8+4; hp 26, Init +1, Spd 20’; AC 21(touch 11, flat-footed 20); Atk +4 melee (1d8, MW heavy mace) or +4 ranged (1d8/19-20, light crossbow); SA Rebuke undead 5/day; SQ Insanity; AL CE; Fort +5, Ref +2, Will +7; Str 10, Dex 12, Con 13, Int 10, Wis 17, Cha 4. Skills/Feats: Concentration +8, Knowledge (rel) +7, Spellcraft +7; Combat Casting, Extra Turning, Scribe Scroll. Spells Prep (5/5/4; base DC=14+spell level): 0-cure minor, det magic, guidance, read magic, resistance; 1st-command, cure light wounds, divine favor, prot from good, shield of faith; 2nd-hold person, silence, spiritual weapon, wind wall. Possessions: Ochre robes, dust of illusion, divine scroll of bless, magic weapon, doom and cure mod, divine scroll of endurance, augury and darkness, MW heavy mace, full plate armor, large steel shield, light crossbow, 10 bolts, 131 gp, air temple symbol, lesser key of air.

Huge Skeleton (Cave Bear);CR 3;  HD: 4d12; HP 26; Init +5; Spd 40’; AC 13(touch 9, fltat-footed 12; Atk +4 melee(1d8+4, 2 claws); Face/Reach: 10x10/15; SQ: Undead, Immunities; Fort +1, Ref +2, Will +4; Str 18, Dex 12, Con -, Int -, Wis 10, Cha 11; Improved Init; Immunities(Ex): Cold, ½ damage from piercing and slashing.
78 Barbican; 2 Ogres, 3 Hum War 1; Kellial

Hum 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
Ogre; Large Giant; CR 2; HD 4d8+8; HP25, 30; Init –1; Spd 30’; AC 16(touch 8, flat-footed 16); Atk +8 melee (2d6+7, huge greatclub) or +1 ranged (2d6+5 huge longspear); Face/Reach 5x5/10; Fort +6, Ref +0, Will +1; Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7; Climb +4, Listen +2, Spot +2, Weapon Focus (greatclub)

Kellial: Male human Ftr7; CR 7; HD 7d10+14; HP 57; Init +1; Spd 20’; AC 21(touch 10, flat-footed 21); At +12/+7 melee (1d8+6/19-20, +1 longsword) or +9/+4 ranged (1d8+3/x3, MW mighty comp longbow[+3 str]; AL CE; Fort +8, Ref +4, Will +3; Str 16, Dex 13, Con 14, Int 13, Wis 10, Cha 11; Skills/Feats: Climb +6, Jump +6, Listen +4, Ride (horse) +5, Spot +4; Combat Ref, Dodge, Expertise, Mobility, Spring Attack, Weapon Focus (longsword), Weapon Spec. (longsword), Whirlwind Attack; Possessions +1 half-plate, +1 large steel shield, +1 longsword, MW mighty comp longbow, cloak of resistance +1, potion of cat’s grace, potion of cure mod, key to door to area 82a in CRM.

79. Gnoll Barracks; 7 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

81. Sniper; Human War1

82C. Guards; 7 Human War1




