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195. Water Temple; Huge Water Elemental

CR 7; HD 16d8+80 152; Init +4, Spd 20’, swim 90’; AC 21(touch 22, flat-footed 17); Atk +17 / +12 / +7 melee (2d10+10); Face/Reach 10’x5’/ 15’; SA Water mastery, drench, vortex; SQ Elemental, DR 10/+2, fire immunity; Fort +15, Ref +9, Will +5; Str 24, Dex 18, Con 21, Int 6, Wis 11, Cha 11, Listen +18, Spot +18, Cleave, Great Cleave, Power Attack, Sunder; Water Mastery(Ex): +1 Atk and Dmg in water. Drench(Ex): Touch puts out fire. Dispel magical fire as Dispel Magic (Sor 16); Vortex(Su): Page 85

196. Cave of the Monitor; Urlurg

Male Kuo-toa; Mnk6; CR 6; HD 2d8+2 plus 6d8+6; hp 44; Init +2; Spd 50’, swim 50’; AC 25(touch 16, flat-footed 23); Atk +7/+4 melee (1d8+1, unarmed strike) or +5/+5/+2 melee (1d8+1, flurry of blows) or +7/+2 ranged (1d6+1/x3, halfspear); SA stunning attack; SQ Amphibious, electricity resist 30, immune to webs, poison, paralysis, hold, and figments, keen sight, light blindness, monk abilities, slippery; AL LE; Fort +8, Ref +10, Will +11; Str 13, Dex 14, Con 13, Int 10, Wis 16, Cha 10. Skills/Feats: Balance +6, Climb +3, Escape Artist +20, Knowledge (Rel) +1, Jump +5, Listen +12, Move Silently +11, Search +9, Spot +4; Alertness, Deflect Arrows, Dodge, Great Fortitude, Improved Trip. Stunning Attack(Ex): 6/day; DC 16; Monk Abilities: Evasion, still mind, slow fall 30’, purity of body. Possessions: Bracers of armor +2, brooch of shielding, diamond (800 gp); 3 halfspears

197. Kuo-Toa Lair: 8 Kuo-Toa Ftr 1
	177. Guards; 4 Human Warriors, 4 Kuo-Toa

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

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

179. Mephit Guards; 2 Water Mephits

Water Mephit; CR 3; Small Outsider(Water); HD 3d8+3; HP 14, 20; Init +0; Spd 30’, fly 40’; AC 16(touch 11, flat-footed 16); Atk +6 melee(1d3+2, 2 claws); Face/Reach 5x5/5; SA Breath weapon, spell-like abilities, summon mephit; SQ Fast healing 2, DR 5/+1; Fort +4, Ref +3, Will +3; Str 14, Dex 10, Con 13, Int 12, Wis 11, Cha 15; Skills/Feats: Bluff +6, Hide +9, Listen +6, Move Silently +6, Spot +6, Power Attack; Breath Weapon(Su): Cone of caustic liquid, 1d8 dmg, Ref (DC 12) half. Spell-Like Abilities: 1/hour hurl acidic blob like Melf’s acid arrow 3rd lvl Sor. 1/day create mass of smelly fog stinking cloud as 6th lvl Sor. Summon Mephit: 1/day 25% to summon water mephit.

181. Mephit Quarters; 1 Water Mephit

182. Common Room; 6 Skum

Skum; CR 2; Medium-Size Aberration; HD 2d8+2; HP 16; Init +1; Spd 20 ft, swim 40’; AC 13(touch 11, flat-footed 12); Atk +5 melee (2d6+4, bit) and +0 melee (1d4+2, 2 claws) and +0 melee (1d6+2, 2 rakes); SQ Low-light vision; Fort +1, Ref +1, Will +3; Str 19, Dex 13, Con 13, Int 10, Wis 10, Cha 6; Skills/Feats: Climb +9, Hide +6, Listen +7, Move Silently +3, Spot +7; Alertness

183. Unfinished Room; 7 Hum War1

187. Kelashein’s Quarters; Kelashein

Kelashein: Female human Clr7; CR 7; HD 7d8+14; hp 45; Init +0, Spd 20’; AC 20(touch 10, flat-footed 20); Atk +10 melee (1d8+3, MW heavy mace)) or +6 ranged (1d8/19-20, lt. Crossbow); SA Rebuke undead 4/day; SQ Insanity; AL CE; Fort +6, Ref +4, Will +9; Str 16, Dex 10, Con 12, Int 15, Wis 17, Cha 13. Skills/Feats: bluff +3, Concentration +11, Heal +13, Hide +2, Knowledge (rel) +10, Listen +5, Spellcraft +12; Iron Will, Lightning Ref, Weapon Focus (heavy mace), Weapon Focus (lt. Crossbow). Spells Prep (6/6/5/4/3; base DC = 15+spell level): 0-cure minor wounds(2), guidance(2), read magic, resistance; 1st-command, cure light wnds, divine favor, endure elements, obscuring mist, prot from good; 2nd-cure mod, death knell, fog cloud, silence, spiritual weapon; 3rd-bestow curse, blindness/deafness, prayer, water breathing; 4th-freedom of movement, summon monster IV, unholy blight. Possessions: Ochre robes, wand of inflict mod (20 charges), lens of detection, divine scroll or neutralize poison, MW heavy mace, MW full plate armor, MW large steel shield, lt crossbow, 10 bolts, 35 gp, 200 gp coral wreath, water temple symbol, lesser key of water.

188. Nilbool’s Quarters; Nilbool

Nilbool: Male kuo-toa Clr2/Wiz5; CR 9; med size monstrous humanoid; HD 2d8+2 plus 2d8+2 plus 5d4+5; hp 43; Init +0; Spd 20’, swim 50’; AC 17 (touch 10, flat-footed 17); Atk +6 melee (1d8+1, heavy mace) and +1 melee (1d4, bite); SA Rebuke undead 2/day; SQ Amphibious, electricity resistance 30, immune to webs, poison, paralysis, hold, and figments, insanity, keen sight, light blindness, slipper; AL NE; Fort +7, Ref +6, Will +14; Str 13, Dex 10, Con 13, Int 16, Wis 15, Cha 8; Skills/Feats: Concentration +8, Craft (metalworking) +8, Escape Artist +20, Heal +3, Knowledge (arcane) +10, Knowledge (rel) +10, Spot +9; Alertness, Craft Wand, Dodge, Great Fort, Iron Will, Lightning Ref, Scribe Scroll, Spell Focus (Evocation). Wizard Spells Prep (4/4/3/2; base DC = 13 + spell level): 0-detect magic, mage hand, read magic, resistance; 1st-magic missile (2), shield, true strike; 2nd-invisibility, mirror image, web; 3rd-displacement, lightning bolt. Cleric Spells Prep (4/4; base DC =13 + spell level): 0-detect magic, light, read magic, resistance; 1st-command, obscuring mist, prot. From good, summon monster I. Possessions: Wand of slow (8 charges), wand of levitate (25 charges), wand of mage armor (50 charges), potion of haste, potion of prot from elements (fire), potion of nondetection, ring of prot +1, curved knife, heavy mace, two 10 gp gold earings, 50 gp coral ring, 75 gp gold ring, 110 gp coral earing, water temple symbol

192. The Deeps; Oomkaan

Oomkaan: Male half-fiend/half kuo-toa Clr4; CR 9; Medium size outsider (evil); HD 6d8+12; hp 40; Init +2, Spd 20’, fly 20’(average), swim 50’; AC 23(touch 12, flat-footed 21); Atk +9 melee (1d6+3, bite) and +3 melee (1d4+1, 2 claws); SA Rebuke undead 3/day, spell-like abilities; SQ Acid, cold, and fire resistance 20, adhesive, amphibious, darkvision 60’, electricity resistance 30, immune to webs, poison, paralysis, hold, and figments, insanity, keen sight, light blindness, slippery; AL NE; Fort +9, Ref +6, Will +8; Str 17, Dex 14, Con 15, Int 17, Wis 15, Cha 10. Skills/Feats: Concentration +6, Escape Artist +20, Heal +5, Knowledge (arcane) +7, Knowledge (nature) +7, Knowledge (religion) +7, Listen +7, Move Silently +5, Search +11, Spellcraft +7, Spot +9; Alertness, Dodge, Great Fortitude, Lighting Reflexes, Mobility, Weapon Focus (bite). Spell-Like Abilities(Sp): 3/day- darkness; 1/day- desicrate, unholy blight (all as Sor6). DC = 10 + spell level. Spells Prep (5/5/4; base DC = 13+spell level): 0-cure minor, det magic, guidance, resistance(2); 1st-cure light, divine favor, entropic shield, obscuring mist, shield of faith; 2nd-bull’s strength, cure mod, endurance, tharizdun’s touch. Possessions: +2 large steel shield, potion of cat’s grace, divine scroll of cure mod (2), 12 pp, water temple symbol, lesser key of earth
194. Temple Guardians; 3 Large Skum

CR 5; Medium-Size Aberration; HD 6d8+2; HP 50; Init +4; Spd 20 ft, swim 40’; AC 16(touch 14, flat-footed 12); Atk +10 melee (2d6+7, bit) and +0 melee (1d4+3, 2 claws) and +5 melee (1d6+3, 2 rakes); +9 ranged (1d8, underwater crossbow) SQ Low-light vision; Fort +3, Ref +3, Will +5; Str 24, Dex 18, Con 13, Int 10, Wis 10, Cha 6; Skills/Feats: Climb +13, Hide +13, Listen +7, Move Silently +6, Spot +7; Alertness


