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	161. Bugbear Wonderworkers; Steeran; Fesad

Steeran: Female bugbear Wiz5; CR 7; Medium-size Humanoid (7 ft. tall); HD 3d8+3 (bugbear) plus 5d4+5 (Wiz); hp 34; Init +1 (Dex); Spd 30 ft.; AC 15, touch 11, flat-footed 14; Atk +6 melee (1d8+2, morningstar) or +5 ranged (1d6+2, javelin); SQ darkvision 60 ft.; AL CE; SV Fort +3, Ref +5 Will +6; Str 15, Dex 12, Con 13, Int 13, Wis 10, Cha 9.  Skills and Feats: Concentration +6, Climb +2, Hide +3, Knowledge (arcana) +4, Listen +3, Move Silently +6, Spellcraft +3, Spot +3; Alertness, Spell Focus (Evocation). Possessions: bracer of armor +1, wand of magic missiles (as 5th-level caster, 25 charges), potion of fly, morningstar, gold bracelet with inset garnet (200 gp), pouch with 640 gp. Spells Prepared (4/4/2/1): 0—daze, detect magic, ray of frost, resistance; 1st—charm person, magic missile (2), shield; 2nd—invisibility, flaming sphere; 3rd—lightning bolt.

Fesad: Female bugbear Clr5; CR 7; Medium-size humanoid (goblinoid); HD 3d8+3 plus 5d8+5; HP 46; Init +1; Spd 30’; AC 18 (touch 11, flat-footed 17); Atk +7 melee (1d8+2, morningstar) or +6 ranged (1d6+2, javelin); SA Rebuke undead 2/day; SQ Darkvision 60’; AL CE; Fort +7, Ref +6, Will +7; Str 15, Dex 12, Con 13, Int 10, Wis 13, Cha 9. Skills/Feats: Climb +3, Concentration +7, Heal +2, Hide +4, Knowledge (rel) +3, Listen +4, Move Silently +7, Spot +4, Alertness, Combat Casting. Spells Prep (5/5/3/2; base DC = 11+spell level): 0-detect magic (2), guidance, resistance, virtue; 1st-command, doom , protection from good, sanctuary, sield of faith; 2nd-endurance, shatter, sound burst; 3rd-contagion, magic circle against good. Diety: Hruggek. Domains: Chaos; Evil (cast at 6th level). Possessions: +1 small wood shield; cload of resistance +1, pearl of power (1st-level spells), morningstar with blue star sapphire in hilt (900 gp), javelin, potion of cure mod, leather armor.

162. Bugbear Guards; Bugbears 2; Bugbear Rog1 2

Bugbear; Medium-size Humanoid; CR 2; HD 3d8+3; HP 27; Init +1; Spd 30’; AC 17 (touch 11, flat-footed 16); Atk +4 melee (1d8+2, morningstar) or +3 ranged (1d6+2, javelin); SQ Darkvision 60’; Fort +2, Ref +4, Will +1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9; Climb +2, Hide +3, Listen +3, Move Silently +6, Spot +3, Alertness; Possessions: leather armor, small shield, morningstar

Bugbear Scouts: Male Bugbear Rog1; CR 4; HD 3d8+3 plus 1d6+1; HP 34; Init +1; Spd 30’; AC 14(touch 11, flat-footed 13); Atk +3 melee (1d8+2, morningstar) or +2 ranged (1d6+2, javelin); AS Sneak attack +1d6; SQ Darkvision 60’; locate traps; AL CE; Fort +2, Ref +6, Will +1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9; Climb +3, Hide +4, Knowledge(rel) +1; Listen +6, Move Silently +9, Spot +6; Alertness Possessions: potion of cure mod, potion of invisibility, leather armor, small wooden shield, morningstar, 2 javelins, pouch with 250 gp.

164. Bugbear Chief; Urolax

Urolax; Female bugbear Ftr4; CR 7; HD 3d8+3 plus 4d10+4; HP 50; Init +1; Spd 30’; AC 18 (touch 11, flat-footed 17): Atk +13/+8 melee (1d10+8/19-20, +2 bastard sword) or +7/+2 ranged (1d6+4, javelin): SQ Darkvisin 60’; AL CE; Fort +6, Ref +5, Will +2; Str 18, Dex 12, Con 13, Int 10, Cha 12. Jump +3, Listen +3, Move Silently +4, Spot +4, Alertness, Cleve, Exotic Weapon Prof (BS), Power Attack, Weapon Focus (BS), Weapon Spec (BS). Possessions: +2 bastard sword, banded mail, small wooden shield, 4 javelins.

165. Ambush; 4 bugbears, dire boar

Dire Boar; Large Animal, CR 4; HD 7d8+21; HP 52; Init +0; Spd 40’; AC 15(touch 11, flat footed 15); Atk +12 melee (1d8+12, bite); Face/Reach 5x10/5; SQ Ferocity, SQ Scent; Fort +8, Ref +5, Will +6; Str 27, Dex 10, Con 17, Int 2, Wis 13, Cha 8; Lisen +9, Spot +8

166. Bugbear Reserves; 7 Bugbears

171. Bridge; Kadiss; 6 Elf War1

Kadis: Male elf Wiz6; CR 6; HD 6d4; HP 17; Init +2; Spd 30’; AC 12(touch 12, flat-footed 10); Atk +4 melee (1d8/19-20, MW longsword) or +6 ranged (1d8+1/x3, longbow); SQ Immune to sleep, low light vision, +2 bonus on enchant saves; AL NE; Fort +2, Ref +4, Will +7; Str 11, Dex 14, Con 11, Int 16, Wis 14, Cha 13. Concentration +9, Knowledge(arcane)+12, Listen +6, Search +7, Spellcraft +12, Spot +6, Point Blank Shot, Precise Shot, Scribe Scroll, Spell Focus (enchantment), Spell Mastery (suggestion, fly, lightningbolt). Spells Prep (4/4/4/3; base DC=13+spell level): 0-detect magic, prestidigitation, read magic, resistance; 1st-mage armor, shield, sleep, magic missile; 2nd-blur, endurance, see invisibility, summon monster II; 3rd-fly, lightning bolt, tongues. Possessions: +1 longbow, 20 arrows, wand of summon monster IV (6 charges), arcane scroll of summon swarm, arcane scroll of detect thoughts, MW longsword)

Elf Warriors: Male and female elf War1; CR 1; Medium-size humanoid (elf); HD 1d8; HP 8; Init +3, Spd 20’; AC 18(touch 13, flat-footed 15); Atk +5 melee (1d8+3/19-20, MW longsword) or +4 ranged (1d6+2/x3, mighty comp. Shortbow [+2 Str bonus]); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL CE; Fort +2, Ref +3, Wil –1; Str 15, Dex 16, Con 11, Int 12, Wis 8, Cha 10. Skills/Feats: Climb +2, Jump +2, Listen +1, Search +3, Spot +3, Weapon Focus (longsword). Possessions: Breastplate, MW longsword, mighty comp. Shortbow (+2 Str bonus), 20 arrows, 2 potions of cure light wounds.


