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Map K Encounters

189. Guards: 9 Human War1

Human War1; CR 1; Medium-size humanoid (humanoid); HD 1d8+2; HP 10; Init +1; Spd 20’; 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; Fort +4, Ref +1, Will +1; Str 15, Dex 13, Con 14, Int 11, Wis 12, Cha 8. Skills/Feats: Climb +0, Intimidate +3, Jump +0; Exotic Weapon Proficiency (bastard sword), Weapon Focus (bastard sword). Possessions: MW banded mail, small wooded shield, MW basterd sword, longbow, 20 arrows, potion of cure light wounds.

190. Pool/Prison: Sea hag Ftr3, Human Com1(noncombatants)

Gouquog: Female sea hag Ftr4; CR 8; Large monstrous humanoid (aquatic); HD 3d8+3 plus 4d10+4; HP 72(34); Init +1; Spd 30’, swim 40’; AC 13(touch 10, flat-footed 12); Atk +14/+14 melee (1d4+8, 2 claws); Reach 10 ‘; SA Evil eye, horrific appearance; SQ Water breathing; SR 15; AL CE; Fort +6, Ref +5, Will +5; Str 22, Dex 12, Con 12, Int 10, Wis 13, Cha 10. Skills/Feats: Climb +7, Hide +6, Jump +7, Knowledge (Outer Fane) +4, Listen +9, Spot +9; Alertness, Cleave, Power Attack, Weapon Focus (claws); Weapon Specialization (claws). Evil Eye (Su): 3/day direct gaze at target within 30 ft. The target must succeed at a Fort save (DC 11). Creatures that fail have a 25% chance of dying instantly from fright; even if they survive, they fall into a whimpering catatonia for three days. Horrific Appearance (Su): Upon seeing the hag, victims must succeed at Fort save (DC 11) or take 2d8 points of temporary Str damage. Creatures who save cannot be affected by the same hag’s horric appearance for one day.

198. Owlbears: 2 Owlbears

Owlbear; Large Beast; CR 4; HD 5d10+20; HP 70(45, 63); Init +1; Speed 30’; AC 15(touch 10, flat-footed 14); Atk +7 melee(2 claws, 1d6+5) and +2 melee(bite, 1d8+2); Face/Reach 5’x10’/5’; SA Improved Grab; SQ Scent; Fort +8, Ref +5, Will +2; Str 21, Dex 12, Con 19, Int 5, Wis 12, Cha 10; Skills: Listen +8, Spot +7; Improved Grab (Ex): To use this ability, the owlbear must hit with a claw attack.

202. Dire Apes: 4 Dire Apes

Dire Ape: CR 3; Large Animal; HD 5d8+10; HP 50(34, 29, 32, 40); Init +2; Spd 30’, climb 15 ft; AC 14(touch 11, flat-footed 13); Atk +8 melee (2 claws, 1d6+6) and +3 melee (bite, 1d8+3); Face/Reach 5’ x 5’ / 10’; SA Rend 2d6+12; SQ Scent; Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7; Climb +14, Move Silently +9, Spot +9

203. Master Ape: 1 Upgraded Dire Ape Leader

Dire Ape: CR 5; Large Animal; HD 15d8+10; HP 130(100); Init +2; Spd 30’, climb 15 ft; AC 14(touch 11, flat-footed 13); Atk +16 melee (2 claws, 1d6+6) and +16 melee (bite, 1d8+3); Face/Reach 5’ x 5’ / 10’; SA Rend 2d6+12; SQ Scent; Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7; Climb +14, Move Silently +9, Spot +9

205. Guards: 3 Human War1, 3 Elf War1

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.

206. Guards: 3 Human War1, 3 Elf War1

207. Bridge; Chimera, White Dragon Head

Chimera, White Dragon Head; Large Magical Beast; CR 7; HD 9d10+27; HP 117(80); Init +1; Spd 30’, fly 50’(poor); AC 16(touch 10, flat-footed 15); Atk +12 melee(2d6+4, bite) and +10 melee(1d8+2, bite) and +10 melee(1d8+2, butt) and +10 melee(1d6+2, 2 claws); Face/Reach: 5x10/5’; SA Breath Weapon; SQ Scent; Fort +9, Ref +7, Will +4; Str 19, Dex 13, Con 17, Int 4, Wis 13, Cha 10; Skills/Feats: Hide +4, Listen +9, Spot +9; Alertness, Multiattack. Breath Weapon (Su): Every 1d4 rounds, damage 3d8, Ref(DC 17) for ½. Cone of cold 20’ long.

208. Barracks: 2 Human War1 (sleeping)

210. Kennel: 6 Dog, Riding

Dog, Riding; Medium-Size Animal; CR 1; HD 2d8+4; Init +2; Spd 40’; AC 15(touch 12, flat-footed 14); Atk +3 melee(1d6+3, bite); Face/Reach: 5x5/5; SQ Scent; Fort +5, Ref +5, Will +1; Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6; Skills: Listen +5, Spot +5, Swim +5, Wilderness Lore +1

211. Great Hall: Oamarthis, Riu Lotaas, 6 Human War1

Oamarthis: Male duergar Ftr7; CR 8; Medium-size humanoid(dwarf); HD 7d10+21; HP 91(62); Init +4; Spd 15’(full plate); AC 21(touch 10, flat-footed 21); Atk +12/+7 melee(1d10+6/x3, +1 dwarven waraxe); SQ Darkvision 120’, immune to paralysis, phantasms, and magical or alchemical poisons, light sensitivity, spell-like abilities, stonecunning, +2 bonus on saves agains poison, spells, or spell-like effects, +1 bonus on attacks against orcs and goblinoids, +4 dodge bonus against giants, +2 bonus on Appraise or Craft checks related to stone or metal; AL LE; Fort +9, Ref +2, Will +2; Str 16, Dex 10, Con 18, Int 10, Wis 10, Cha 10. Skills/Feats: Appraise +2, Climb +6, Craft (metalworking)+2, Craft(stoneworking)+2, listen +5, Move Silently –2, Spot +5, Swim +5; Alertness, Cleave, Exotic Weapon Prof.(dwarven war axe); Great Cleave, Improved Init; Power Attack; Weapon Focus(dwarven war axe), Weapon Spec (dwarven waraxe). Light Sensitivity (Ex): -2 penalty on attack rols, saves and check in bright sunlight or in daylight spell. Spell-Like Abilities(Sp): 1/day – enlarge, invisbility (both as Wiz14). These abilities can only affect the duergar and whatever it carries. Possessions: +1 dwarven waraxe, +1 full plate, bracers of health +2, assorted gems (300 gp), large steel shield, metal key to area 206.

Rui Lotas: Greater Barghest; Large Outsider; CR 5; HD 9d8+18; HP 90(66); Init +6; Spd 30’ or 60’; AC 20(touch 11, flat-footed 18); Atk +12 melee(1d8+4, bite) and +7 melee(1d6+2); Face/Reach 5’x5’/10’(goblin form); 5’x 10’/5’(wolf form); SA Spell-like abilities, feed; SQ DR 15/+1, scent, alternate form; Fort +8, Ref +8, Will +10; Str 19, Dex 15, Con 15, Int 18, Wis 18, Cha 18; Skills/Feats: Bluff +16, Concentration +14, Hide +10, Intimidate +18, Jump +16, Listen +16, Move Silently +14, Sense Motive +16, Spot +16; Combat Casting, Combat Reflexes, Imp. Init. Spell-Like Abilities: At will-levitate, misdircetion and project image; 1/day-charm monster, charm person, dimension door and emotion. These abilities are as the spells cast by a sorcerer whose level equals the barghest’s HD (save DC 12 + spell level). Feed (Su): When a barghast slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full round action. For every 8 HD or levels a barghest consumes, it gains 1 HD. Feeding destroys the victims boyd and prevents any form of raising or resurrection that requires part of the corpse. A wish, miracle, or true resurrection can restore a devoured victim to life, but there is a 50% chance that even such powerful magic will fail. Alternate Form(Su): A barghest can assume the form of a goblin or a large wolf as a standard action. This ability is similar to the polymorph spell, except that it allows only goblin and wolf forms. Pass Without Trace(Ex): A bargest in wold form can pass without trace (as the spell) as a free action.

216. Athach Guardian: 1 Athach

Athach: Huge Aberration; CR 7; HD 14d8+70; HP 182(140); Init +1; Spd 50’; AC 20(touch 9, flat-footed 17); Atk +12/+7 melee(2d6+8, huge club), +12 melee(2d6+4, 2 huge clubs), +14 melee(2d8+4, bite and poison); or +5/+0 ranged(2d6+8, rock), +5 ranged(2d6, 2 rocks); Face/Reach: 10’x10’/15’; SA Poison; Fort +9, Ref +5, Will +10; Str 27, Dex 12, Con 21, Int 7, Wis 12, Cha 6; Skills/Feats: Climb +16, Jump +16, Listen +7, Spot +7; Multiattack, Multidexterity, Multiweapon Fighting; AL CE
