	Burne: Male human Wiz10; CR 10; Medium-size humanoid (human); HD 10d4+20; hp 46; Init +4; Spd. 30 ft.; AC 14 (touch 11, flat-footed 14); Atk +7 melee (1d4+2/19-20 dagger) or +7 melee (1d6+3, Quarterstaff) or +5 ranged (1d8/19-20, light crossbow); AL N; SV Fort+7, Ref +7, Will +9; Str 15, Dex 10, Con 15, Int 21, Wis 11 Cha 12

Skills and Feats: Concentration +15, Knowledge (history) +10, Knowledge (local) +9, Knowledge (planes) +11, Knowledge (religion) +11, Knowledge (arcana) +18, Listen +4, Move Silently +3, Scry +17, Search +8, Sense Motive +2, Spellcraft +18, Spot +4; Brew Potion, Combat Casting, Improved Initiative, Lightning Reflexes, Maximize Spell, Scribe Scroll, Spell Mastery (bull’s strength, dispel magic, fly, lightning bolt, sleep), Spell Penetration

Spells Prepared (4/6/5/4/4/3; base DC = 15+spell level) 0—detect magic (2), mage hand, read magic; 1st—charm person, magic missile (3), shield, sleep; 2nd—bull’s strength, cat’s grace, Melf’s acid arrow (2), protection from arrows; 3rd—displacement, fireball, fly, lightning bolt; 4th—improved invisibility, polymorph other, polymorph self, wall of ice; 5th—cloudkill, dismissal, dominate person

Possessions: Ring of Protection +1, cloak of resistance +2, bracers of armor +2, amulet of natural armor +1, headband of intellect +2, wand of magic missile (7th, 38 charges), chime of opening (42 charges), potion of haste, arcane scroll of teleport.

	Canoness Y’dey: Female human Clr10; CR 10; Medium-sized humanoid (human); HD 10d8+30; hp 70; Init +2; Spd 20 ft.; AC 25 (touch 13, flat-footed 24); Atk +10/+5 melee (1d8+2, +1 heavy mace) or +9/ranged (1d8/19-20, light crossbow); AL LG; SA turn undead 4/day; SV Fort +10, Ref +5, Will +10; Str 13, Dex 15, Con 16, Int 12, Wis 17, Cha 13. 

Skills and Feats: Concentration +12, Diplomacy +10, Heal +12, Knowledge (arcana) +9, Knowledge (religion) +9, Spellcraft +10; Brew Potion, Combat Casting, Dodge, Scribe Scroll, Weapon Focus (heavy mace).

Spells Prepared (6/6/6/5/4/3; base DC=13+spell level): 0—create water, detect magic, detect poison, light, mending, purify food and drink; 1st—bless, comprehend languages, magic weapon, protection from chaos, remove cause fear, sanctuary; 2nd—augury, calm emotions, endurance, lesser restoration (2), zone of truth,; 3rd—dispel magic, locate object, magic circle against chaos, remove curse, remove disease; 4th—discern lies, divination, order’s wrath, restoration; 5th—commune, dispel chaos, raise dead.

Deity: Verena. Domains: Law (cast law spells at 11th level); Protection (1/day grant one target a +7 resistance bonus on one save).

Possessions: +1 heavy mace, +1 full plate, +1 large steel shield, ring of protection +2, potion of fire breath, potion of heroism, light crossbow, 20 crossbow bolts, 31 gp.

	Chatrilon Unosh: Male human Rog5/Asn1; CR 6; Medium-size humanoid (human); HD 5d6+5 plus 1d6+1; hp 27; Init +6; Spd 30 ft; AC 17 (touch 12, flat-footed 17); Atk +7 melee (1d6+1/18-20 rapier) or +6 ranged (1d6/x3, masterwork composite shortbow); SA Sneak attack +4d6, death attack; SQ Evasion, locate traps, uncanny dodge (Dex bonus to AC when flat-footed, can’t be flanked); AL NE; SV Fort +2, Ref +8, Will +0; Str 11, Dex 14, Con 12, Int 16, Wis 9, Cha 12. 

Skills and Feats: Balance +4, Bluff +10, Diplomacy +5, Disable Device +11, Disguise +10, Escape Artist +11, Forgery +11, Hide +11, Innuendo +9, Intimidate +3, Jump +2, Move Silently +11, Open Lock +10, Sense Motive +7, Spellcraft +4, Spot +7, Tumble +11; Improved Initiative, Point Blank Shot, Weapon Focus (rapier), Weapon Finesse (rapier).

Death Attack (Ex): If the assassin studies a target for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack can also paralyze (for 1d6+1 rounds) or kill the victim.  Fort save DC 14 to resist.

Spells Prepared (1, base DC=13+spell level); 1st—obscuring mist.

Possessions: +1 rapier, masterwork studded leather, +1 buckler, potion of cure moderate wounds (3rd), arcane scroll of undetectable alignment, wand of invisibility  15 charges), masterwork composite shortbow, 20 arrows.

	Chenashi: Female human Clr2; CR 2; Medium-size humanoid (human); HD 2d8; hp 11; Init –1; Spd 20 ft.; AC 18 (touch 9, flat-footed 18); Atk +3 melee (1d8+1, morningstar) or +0 ranged (1d8/19-20 light crossbow); SA Rebuke undead 5/day; SQ Insanity; AL CE; SV Fort +3, Ref –1, Will +5; Str 13, Dex 8, Con 10, Int 12, Wis 15, Cha 14

Skills and Feats: Concentration +5, Knowledge (arcana) +6, Knowledge (religion) +6, Spellcraft +6; Combat Casting, Scribe Scroll.

Insanity (Ex): Insanity score 1. Wis 16 for bonus spells and DCs; Wis 14 for all other Wis-based checks.

Spells Prepared (4/4; base DC=13+spell level): 0—detect magic, light, resistance (2); 1st—bane, cause fear, inflict light wounds, shield of faith.

Deity: Elder Elemental Eye. Domains: Destruction (1/day smite, +4 attack, +2 damage); Force (1/day reroll any damage roll for a weapon, a spell or an ability).

Possessions: Half-plate, large wooden shield, light crossbow, 20 bolts, masterwork morningstar, divine scroll of protection from elements (fire), 3 divine scrolls of cure light wounds (1st), necklace of prayer beads (2 blessing).

	Elmo: Male human Rgr6; CR 6; Medium-size humanoid (human); HD 6d10+18; hp 50; Init +3; Spd 30 ft.; AC 21 (touch 12, flat-footed 19); Atk +12/+7 melee (1d8+5/x3, +1 battleaxe) or +11/+6 ranged (1d8+4/x3, masterwork mighty composite longbow [+4 strength bonus]); SA Favored enemy  (goblinoids +2, undead +1), fight with two weapons; AL NG; SV Fort +8, Ref +5, Will +5; Str 19, Dex 16, Con 17, In 15, Wis 16, Cha 11.

Skills and Feats: Animal Empathy +6, Concentration +6, Handle Animal +6, Hide +4, Intuit Direction +6, Knowledge (nature) +7, Listen +8, Move Silently +3, Ride (horse) +10, Search +5, Swim +10, Use Rope +8, Wilderness Lore +8; Point Blank Shot, Power Attack, Track, Weapon Focus (battleaxe), Weapon Focus (composite longbow).

Fight With Two Weapons: Ambidexterity and Two-Weapon Fighting when wearing light or no armor.  (Not currently available because of +1 chainmail).

Spells Prepped (2; base DC=13+spell level): 1st— delay poison, speak with animals.

Possessions: +1 chainmail, +1 large wooden shield, +1 battleaxe, masterwork mighty composite longbow (+4 strength bonus), 40 arrows, 31 gp.

	Krune: Male human War1; CR 1; Medium-size humanoid (human); HD 1d8+1; hp 8; Init +2; Spd 20 ft.; AC 19 (touch 12, flat-footed 17); Atk +5 melee (1d10+2/19-20 masterwork bastard sword) or +3 ranged (1d8/x3, composite longbow); AL LE; SV Fort +3, Ref +2, Wil1 –1; Str 15, Dex 14, Con 13, Int 10, Wis 8, Cha 12.

Skills and Feats: Climb +0, Intimidate +5, Jump +0, Exotic Weapon Proficiency (bastard sword), Weapon Focus (bastard sword).

Possessions: Breastplate, masterwork bastard sword, large wooden shield, composite longbow and 20 arrows, 3 potions of cure light wounds (3rd).

	Ingrith: Female half-elf Mnk4/Rgr3; CR 7; Medium-size humanoid (half-elf); HD 4d8+4 plus 3d10+3; hp 42; Init +1; Spd 40 ft.; AC 17 (touch 17, flat-footed 16); Atk +8/+3 melee (1d8+2, unarmed strike) or +6/+6/+1melee (1d8+2, flurry of blows) or +7 ranged (1d10/19-2, heavy crossbow); SA favored enemy (goblinoids +1), fight with two weapons, stunning attack; SQ Immune to sleep, low-light vision, monk abilities, +2 bonus on saves against enchantment effects; AL LG; SV Fort +8, Ref +6, Will +9; Str 14, Dex 13, Con 13, Int 12, Wis 18, Cha 11.

Skills and Feats: Balance +8, Climb +7, Escape Artist +6, Heal +9, Intuit Direction +9, Jump +5, Listen +10, Move Silently +6, Search +2, Spot +7, Tumble +6, Wilderness Lore +9; Blind Fight, Deflect Arrows, Dodge, Power Attack, Track.

Fight With Two Weapons: Ambidexterity and Two-Weapon Fighting when wearing light or no armor.

Stunning Attack (Ex): 4/day; DC 16.

Monk Abilities: Evasion, still mind, slow fall 20 ft.

Possessions: dust of disappearance (one use), ring of protection +2, heavy crossbow, traveling gear.



	Maridosen: Female half-elf Ftr3; CR 3; Medium-size humanoid (half-elf); HD 3d10+6; hp 27; Init +3; Spd 30 ft.; AC 16 (touch 13, flat-footed 13) Atk +8 melee (1d6+1/18-20, masterwork rapier) or +8 ranged (1d6/x3, masterwork composite shortbow); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL CE; SV Fort +5, Ref +4, Will +2; Str 13, Dex 16, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +7, Jump +7, Listen +2, Search +1, Spot +1; Dodge, Mobility, Weapon Finesse (rapier), Weapon Focus (rapier).

Possessions: Masterwork studded leather armor (black), masterwork rapier, masterwork composite shortbow, 20 masterwork arrows, 2 Quaal’s feather token (bird), potion of bull’s strength, 2 potions of cure moderate wounds (3rd).

	Master Dunrat: Male human Clr5/Sor1; CR 6; Medium-size humanoid (human); HD 5d8+10 + 1d4+2; hp 36; Init +0; Spd 20 ft.; AC 15 (touch 10, flat-footed 15); Atk +3 melee (1d4/19-20, dagger) or +3 ranged (1d10/19-20, heavy crossbow); SQ Insanity, rebuke undead 3/day; AL CE; SV Fort +6, Ref +1, Will +6; Str 10, Dex 10, Con 14, Int 11, Wis 13, Cha 11.

Skills and Feats: Concentration +11, Diplomacy +6, Heal +4, Knowledge (religion) +4, Scry +4; Combat Casting, Leadership, Silent Spell, Still Spell.

Insanity (Ex): Insanity score 2.  Wis 15 for bonus spells and DCs; Wis 1 for all other Wis-based checks.

Cleric Spells Prepared (5/5/4/2; base DC=12+spell level); 0—detect magic, inflict minor wounds, light, read magic, resistance; 1st—bane, cause fear, command, curse water protection from good; 2nd—death knell, hold person, Tharizdun’s touch (2); 3rd—animate dead, rage.

Deity: Tharizdun.  Domains: Evil (cast evil spells at 6th level); Madness (1/day add Insanity score to Wis based roll).

Sorcerer Spells Known (5/3; base DC=10+spell level; 25% arcane spell failure chance):0—detect magic, light, mage hand, read magic; 1st—charm person, shield.

Possessions: Bead of force, brooch of shielding, holy symbol (obex), dagger, heavy crossbow, masterwork breastplate, ring of mind shielding.

	Nierethi Poscurian: Male gnome Ill4; CR 4; Small humanoid (gnome); HD 4d4+3; hp 13; Init +1; Spd 20 ft.; AC 14 (touch 12, flat-footed 13); Atk +3 melee (1d4/19-20, dagger) or +4 ranged (1d4/19-20, dagger); SQ Cantrips, low-light vision, speak with burrowing animals, +2 bonus on saves against illusions, +1 bonus on attacks against kobolds and goblinoids, +4 dodge bonus against giants; AL NE; SV Fort +1, Ref +2, Will +5; Str 10, Dex 13, Con 11, Int 14, Wis 12, Cha 10.

Skills and Feats: Concentration +7, Hide +5, Knowledge (arcana) +9, Knowledge (temple history) +9, Listen +3, Spellcraft +9; Combat Casting, Scribe Scroll, Toughness.

Cantrips: 1/day—dancing lights, ghost sound, prestidigitation (all as Sor1). DC 12.

Spells Prepared (5/5/4; base DC 12+spell level ; 10% arcane spell failure chance):0—detect magic, ghost sound, light, ray of frost, read magic; 1st—change self, color spray, mage armor, silent image, ventriloquism; 2nd—blur, invisibility, knock, mirror image.

Possessions: Leather armor, dagger, wand of magic missiles (5th level caster, 37 charges), 46 gp.

	Questin Himmble: Male halfling Rog2/Bbn2; CR 4; Small humanoid (halfling); HD 2d6+4 plus 2d12+4; hp 32; Init +4; Spd 30 ft.; AC 17 (touch 15, flat-footed 17); Atk +8 melee (1d4/19-20, dagger) or +9 ranged (1d4/19-20, dagger); SA Sneak attack +1d6; SQ Evasion, halfling traits, locate traps, rage, uncanny dodge (Dex bonus to AC when flat-footed), +1 bonus on attacks with thrown weapons, +2 morale bonus on saves against fear; AL CN; SV Fort +6, Ref +8, Will +1; Str 11, Dex 19, Con 15, Int 11, Wis 10, Cha 6.

Skills and Feats: Balance +9, Climb +3, Hide +11, Intuit Direction +4, Jump +3, Listen +7, Move Silently +8, Open Lock +8, Pick Pocket +5, Search +15, Spot +5, Tumble, +8, Use Rope +6, Wilderness Lore +6; Dodge, Weapon Finesse (dagger).

Rage (Ex): 1/day—hp 40; AC 15 (touch 13, flat-footed 15); Atk +8 melee (1d4+2/19-20, dagger), or +9 ranged (1d4+2/19-20, dagger); SV Fort +8, Will +3; Str 15, Con 19, Climb +5, Jump +5.  Lasts 7 rounds, then fatigued.

Possessions: 6 daggers, leather armor, lens of detection, 39 gp.

	Redithoor Halfmoon: Male human Brd1; CR 1; Medium-size humanoid (human); HD 1d6; hp 5; Init +3; Spd 20 ft.; AC 16 (touch 13, flat-footed 13); Atk +0 melee (1d6/19-20, short sword) or +3 ranged (1d8/x3, longbow); SQ Bardic knowledge +1, bardic music (countersong, fascinate, inspire courage); AL NG; SV Fort +0, Ref +5, Will +2; Str 10, Dex 17, Con 11, Int 11, Wis 10, Cha 10.

Skills and Feats: Escape Artist +6, Gather Information +4, Hide +6, Perform (recorder) +4, Spot +2; Dodge, Run.

Spells known (2; base DC=10+spell level; 15% arcane spell failure chance): 0—ghost sound, mage hand, prestidigitation, read magic.

Possessions: Finely carved recorder (20 gp value), traveling and performing outfits), leather armor, small wooden shield, short sword, longbow and arrows, 23 gp.

	Rufus: Male human Ftr8; CR 8; Medium-size humanoid (human); HD 8d10+8; hp 69; Init +1; Spd. 30 ft.; AC 22 (touch 12, flat-footed 21); Atk +14/+9 melee (1d8+7/x3, +2 battleaxe) or +10/+5 ranged (1d8/x3, masterwork mighty composite longbow (+3 Str bonus)); AL LG; SV Fort +8, Ref +4, Will +3; Str 16, Dex 13, Con 12, Int 15, Wis 10, Cha 14.

Skills and Feats: Bluff +4, Climb +4, Gather Information +4, Handle Animal +8, Intimidate +4, Jump +5, Listen +2, Ride (horse) +9, Sense Motive +2, Spot +2, Swim +9; Blind-Fight, Cleave, Dodge, Improved Critical (battleaxe), Mobility, Power Attack, Spring Attack, Weapon Focus (battleaxe), Weapon Specialization (battleaxe).

Possessions: +2 chainmail, +1 large steel shield, +2 battleaxe, masterwork mighty composite longbow (+3 Str bonus), 21 +1 arrows, potion of cure moderate wounds (10th level), potion of endurance (10th level), cloak of resistance +1, ring of protection +1, periapt of proof against poison, dust of disappearance (12 pinches).

	Spugnoir: Male human Wiz7; CR 7; Medium-size humanoid (human); HD 7d4+17; hp 33; Init +6; Spd 30 ft.; AC 14 (touch 13, flat-footed 12); Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d8/19-20, light crossbow); AL NG; SQ Familiar benefits; SV Fort +4, Ref +6, Will +5; Str 11, Dex 15, Con 14, Int 19, Wis 11, Cha 7.

Skills and Feats: Alchemy +14, Concentration +12, Knowledge (arcana) +14, Knowledge (local) +14, Listen +3, Move Silently +4, Scry +14, Spellcraft +14, Spot +3; Alertness, Brew Potion, Combat Casting, Improved Initiative, Lightning Reflexes, Scribe Scroll, Toughness.

Familiar Benefits: Alertness when familiar is within reach, +2 bonus on Move Silently checks, empathic link, share spells with familiar, deliver touch spells by familiar.

Spells Prepared (4/5/4/3/2; base DC=14+spell level): 0—daze, detect poison, flare, resistance; 1st—detect secret doors, mage armor (2), magic missile, unseen servant; 2d—cat’s grace, daylight, invisibility, web; 3rd—dispel magic, lightning bolt, nondetection; 4th—fire shield, scrying.

Possessions: Wand of shield (18 charges), headband of intellect +2, ring of protection +1, amulet of natural armor +1, goggles of minute seeing, dagger, light crossbow with 20 bolts, 125 gp.

	Sebbekai: Male cat familiar of Spugnoir; CR ---; Tiny magical beast; HD ½ d8 (7 HD); hp 16; Init +2; Spd 30 ft.; AC 18 (touch 14, flat-footed 16); Atk +7 melee (1d2-4, 2 claws) and +2 melee (1d3-4, bite); Face 2 ½ ft. by 2 ½ ft.; SQ Improved evasion, speak with Spugnoir, speak with cats; AL NG; SV Fort +2, Ref +4, Will +6; Str 3, Dex 15, Con 10, Int 9, Wis 12, Cha 7.

Skills and Feats: Balance +10, Climb +5, Hide +17  (+4 on hide checks in tall grass or heavy undergrowth), Listen +4, Move Silently +14, Spot +4; Weapon Finesse (claw, bite).

	Terjon:  Male human Clr6; CR 6; Medium-size humanoid (human); HD 6d8+18; hp 49; Init +1; Spd 20 ft.; AC 19 (touch 12, flat-footed 18); Atk +6 melee (1d8+1, +1 heavy mace), or +5 ranged (1d8/19-20, light crossbow); SA Turn undead 3/day; AL LG; SV Fort +8, Ref +3, Will +8; Str 11, Dex 13, Con 16, Int 10, Wis 16, Cha 8.

Skills and Feats: Concentration +9, Heal +9, Knowledge (arcana) +5, Knowledge (religion) +5, Spellcraft +5; Brew Potion, Combat Casting, Dodge, Weapon Focus (heavy mace).

Spells Prepared (5/5/5/4; base DC=13+spell level): 0—cure minor wounds, detect magic (2), light, read magic; 1st—command, detect chaos, magic weapon, sanctuary, shield of faith; 2nd—bull’s strength, endurance, hold person, remove paralysis, shield other; 3rd-daylight, magic circle against chaos, prayer, searing light.
Deity: Verena. Domains: Law (cast law spells at 7th level); Protection (1/day grant one target a +7 resistance bonus on one save).

Possessions: Chainmail, large wooden shield, ring of protection +1, +1 heavy mace, light crossbow, 20 crossbow bolts, potion of cure light wounds (6th level), potion of delay poison, potion of lesser restoration (6th level), divine scroll of dispel magic (6th level).

	Toridan: Male half-orc Ftr2; CR 2; Medium-size humanoid (half-orc); HD 2d10+4; hp 19; Init +1; Spd20 ft.; AC 19 (touch 11, flat-footed 18); Atk +7 melee (1d12+4/x3, greataxe) or +3 ranged (1d8/19-20, light crossbow); SQ Darkvision 60 ft.; AL CE; SV Fort +5, Ref +1, Will +1; Str 17, Dex 13, Con 14, Int 8, Wis 12, Cha 6.

Skills and Feats: Jump +0, Spot +2; Cleave, Power Attack, Weapon Focus (greataxe).

Possessions: Full plate, masterwork greataxe, light crossbow and 10 bolts, 2 potions of cure light wounds. 

	Vacra: Female tiefling Wiz3; CR 3; Medium-size outsider; HD 3d4; hp 10; Init +2; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Atk +1 melee (1d4/19-20, dagger) or +3 ranged (1d10/19-20, heavy crossbow); SQ Cannot be raised or resurrected, cold, electricity, and fire resistance 5, darkness, Darkvision 60 ft.; AL LE; SV Fort +2, Ref +3, Will +4; Str 11, Dex 14, Con 13, Int 15, Wis 12, Cha 10.

Skills and Feats: Bluff +4, Concentration +7, Hide +5, Knowledge (arcana) +8, Spellcraft +8; Combat Casting, Dodge, Scribe Scroll.

Darkness (Sp): 1/day (as Sor3)

Spells Prepared: (4/3/2; base DC=12+spell level): 0—detect magic, detect poison, open/close, read magic; 1st—Alarm, charm person, magic missile; 2nd—invisibility, levitate.

Possessions:  arcane scroll of resist elements (cold) at 2nd level, dagger, heavy crossbow with 20 bolts, spellbook (hidden in the cellar of area 28 in Hommlet), wand of change self (37 charges).

	Vacra’s Spellbook:

0—arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, ray of frost, read magic, resistance;

1st—alarm, burning hands, charm person, identify, magic missile, shield;

2nd—invisibility, levitate, resist elements

	Xaod the Slayer: Male human Pal4; CR 4; Medium-size humanoid (human); HD 3d10; hp 28; Init +0; Spd 20 ft.; AC 19 (touch 10, flat-footed 19); Atk +7 melee (1d8+2/19-20 masterwork longsword) or +4 ranged (1d8+2/x3 mighty composite longbow [+2 Str bonus]); SA smite evil (1/day, +3 attack, +4 damage), turn undead 10/day; SQ Paladin abilities; AL LG; SV Fort +7, Ref +4, Will +4; Str 14, Dex 10, Con 10, Int 13, Wis 10, Cha 16.

Skills and Feats: Handle Animal +10, Heal +4, Knowledge (religion) +7, Listen +1, Ride (horse) +7, Spot +2; Ride-by Attack, Extra Turning, Mounted Combat.

Paladin abilities: Detect evil, divine grace, divine health, lay on hands (12 

points/day), aura of courage, remove disease 1/week.

Possessions: glove of storing (dagger stored), heavy warhorse, masterwork half-plate, masterwork large steel shield, masterwork longsword, mighty composite longbow (+2 Str bonus), warhammer.

	Festrath: Male human Clr5/Ooz1; CR 6; Medium-size humanoid (human) HD 6d8+6; hp 38 (currently 30); Init –1; Spd 20 ft.; AC 19 (touch 9, flat-footed 19); Atk +5 melee (1d6+1, +1 sickle) or +2 ranged (1d8/19-20 crossbow); SA Rebuke undead 3/day; SQ Insanity; AL CE; SV Fort +9, Ref +0, Will +6; Str 10, Dex 9, Con 12, Int 13, Wis 16, Cha 10).

Skills and Feats: Alchemy +5, Concentration +9, Knowledge (arcana) +8, Knowledge (religion) +8, Swim +4; Great Fortitude, Weapon Focus (sickle), Expertise.

Insanity (Ex): Insanity score 2.  Wis 18 for bonus spells and DCs; Wis 14 for all other Wis-based checks.

Spells Prepared (5/5/4/3; base DC=14+spell level): 0—cure minor wounds, detect magic, light, mending, resistance; 1st—bane, command, cure light wounds, protection from good, random action; 2nd—bull’s strength, death knell, hold person, Tharizdun’s touch; 3rd—blindness,, summon monster III, rage.

Deity: Elder Elemental Eye.  Domains: Madness (1/day add Insanity score to Wis-based roll); Water (turn or destroy fire creatures, rebuke or command water creatures).

Possessions: Ochre robes, message (see area 32E in the moathouse), pearl of power (1st level), potion of fly, +1 sickle, full plate armor, large steel shield, light crossbow, 10 bolts, 23 gp, 20 gp gem, holy symbol (black iron triangle with an inverted yellow Y).

	Garrik: Male gnoll Rgr2; CR 3; Medium-size humanoid (gnoll); HD 2d8+2 plus 2d10+2; hp 31; Init +1; Spd 30 ft.; AC 16 (touch 11, flat-footed 15); Atk +6 melee (1d8+3, masterwork longsword), or +4 melee (1d8+1/19-20, masterwork longsword) and +4 melee (1d6+1/19-20, masterwork short sword), or +4 ranged (1d6/x3, shortbow); SQ Favored enemy (humans +1), fight with two weapons; AL NE; SV Fort +7, Ref +1, Will +0; Str 16, Dex 12, Con 12, Int 9, Wis 10, Cha 9.

Skills and Feats: Listen +5, Spot +5, Wilderness Lore +2; Power Attack, Quick Draw, Track.

Fight with Two Weapons: Ambidexterity and Two-Weapon Fighting when wearing light or no armor.

Possessions: +1 studded leather, brooch of shielding, masterwork longsword, masterwork short sword, shortbow, 20 arrows.

	Geynor Ton: Male human Clr2; CR 2; Medium-size humanoid (human); HD 2d8+4; HP 16; Init +0; Spd 20 ft.; AC 19 (touch 10, flat-footed 19); Atk +2 melee (1d8, masterwork morningstar) or +1 ranged (1d8/19-20, light crossbow); SA Rebuke undead 3/day; SQ Insanity; AL CE; SV Fort +5, Ref +2, Will +5; Str 10, Dex 11, Con 14, Int 9, Wis 15, Cha 10.

Skills and Feats: Concentration +7, Listen +6, Spot +6; Alertness, Lightning Reflexes.

Insanity (Ex): Insanity score 1.  Wis 16 for bonus spells and DCs; Wis 14 for all other Wis-based checks.

Spells Prepared (4/4; base DC=13+spell level): 0—detect magic, light, read magic, resistance; 1st—bless, command, protection from good, random action.

Deity: Elder Elemental eye.  Domains: Air (turn or destroy earth creatures, rebuke or command air creatures); Evil (cast evil spells at 3rd level).

Possessions: Ochre robes, journal, potion of cure moderate wounds, divine scroll of bless and cure light wounds, masterwork morningstar, half plate armor, large steel shield, light crossbow, 10 bolts, 53 gp, 2 sp, holy symbol (black iron triangle with an inverted yellow Y).

	Gren: Female human Clr2; CR 2; Medium-size humanoid (human); HD 2d8+5; hp 18; Init +0; Spd 20 ft.; AC 18 (touch 10, flat-footed 18); Atk +3 melee (1d8+1, morningstar) or +1 ranged (1d8/19-20, light crossbow); SA Rebuke undead 4/day; SQ Insanity; AL CE; SV Fort +4, Ref +0, Will +4; Str 12, Dex 10, Con 12, Int 13, Wis 14, Cha 13.

Skills and Feats: Concentration +6, Knowledge (arcana) +2, Knowledge (religion) +6, Listen +4, Spellcraft +6, Spot +4; Alertness, Toughness.

Insanity (Ex): Insanity score 1. Wis 15 for bonus spells and DCs; Wis 13 for all other Wis-based checks.

Spells prepared (4/4; base DC=12+spell level): 0—detect magic, light, read magic, resistance; 1st—bless, command, cure light wounds, random action.

Deity: Elder Elemental Eye.  Domains: Chaos (cast chaos spells at 3rd level); Fire (turn or destroy water creatures, rebuke of command fire creatures).

Possessions: Ochre robes, potion of sneak, potion of aid, potion of cure light wounds, masterwork morningstar, splint armor, large steel shield, light crossbow, 10 bolts, 12 gp, 20 sp, holy symbol (black iron triangle with an inverted yellow Y).

	Utreshimon: Male young blue dragon; CR 5; Medium-size dragon (earth); HD 12d12+24; hp 102; Init +0; Spd 40 ft., burrow 20 ft. fly 150 ft. (poor); AC 21 (touch 10, flat-footed 21); Atk +15 melee (1d8+3, bite) and +10 melee (1d6+1, 2 claws) and +10 melee (1d4+1, 2 wings); SA Breath weapon, spell-like abilities; SQ Blindsight 90 ft.; immune to sleep, paralysis, electricity; keen senses; AL LE; SV Fort +10, Ref +8, Will +9; Str 17, Dex 10, Con 15, Int 12, Wis 13, Cha 12.

Skills and Feats: Bluff +13, Concentration +14, Diplomacy +15, Intimidate +3, Listen +13, Search +13, Sense Motive +8, Spot +13; Cleave, Flyby Attack, Hover, Power Attack.

Breath Weapon (Su): 60-ft. line of lightning, 6d8 points of electricity damage, Ref save DC 18 half.

Hover: Can attack with bite and 4 claws.  Hemispherical cloud 90-ft. radius snuffs small fires, obscures vision, blinds those inside and for 1 round after they exit.  Concentration DC 16 to cast a spell inside.

Spell-Like Abilities: 3/day—create/destroy water (DC 17).

Keen Senses (Ex): Quadruple normal vision range in bad light; double normal vision range in good light; Darkvision 300 ft.

	Ysslansh: Male troglodyte Clr2; CR 3; Medium-size humanoid (reptilian); HD 2d8+4 plus 2d8+4; hp 28; Init -1; Spd 20 ft; AC 24 (touch 9, flat-footed 24); Atk +5 melee (1d8+1, masterwork morningstar) or +1 ranged (1d8/19-20, light crossbow); SA Rebuke undead 3/day, stench; SQ Darkvision 90 ft., insanity; AL CE; SV Fort +9, Ref +0, Will +4; Str 12, Dex 9, Con 14, Int 9, Wis 12, Cha 10.

Skills and Feats: Concentration +4, Hide –4, Knowledge (religion) +0, Listen +2; Multiattack, Weapon Focus (javelin), Weapon Focus (morningstar).  +4 bonus on Hide checks in rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Insanity (Ex): Insanity score 1.  Wis 13 for bonus spells and DCs; Wis 11 for all other wisdom-based checks.

Spells Prepared (4/4; base DC=11+spell level):0—detect magic, light, read magic, resistance; 1st—obscuring mist, protection from good, random action, summon monster I.

Deity: Elder Elemental Eye.  Domains: Chaos (cast chaos spells at 3rd level); Evil (cast evil spells at 3rd level).

Possessions: Black robes, potion of levitate, potion of cure moderate wounds, cloak or resistance +1, masterwork morningstar, half plate armor, large steel shield, light crossbow, 10 bolts, curved knife, 8 gp, 12 sp, holy symbol (obex).

	Cockatrice: CR 3; Small magical beast; HD 5d10; hp 25, 30, 27; Init +3; Spd 20 ft., fly 60 ft. (poor); AC 14 (15 against one enemy); Atk +4 melee (bite, 1d4-2 and petrification); SA Petrification; SQ Petrification immunity; AL N; SV Fort +4, Ref +7, Will +2; Str 6, Dex 17, Con 11, Int 2, Wis 13, Cha 9.

Skills and Feats: Listen +7, Spot +7; Alertness, Dodge.

Petrification(Su): A cockatrice can turn beings to stone with a touch.  Creatures hit by a cockatrice must succeed at a Fortitude save (DC 15) or instantly turn to stone.

Petrification Immunity (Su): Cockatrices are immune to the petrification attack of other cockatrices, but other petrification attacks work against them normally.

	Grell: CR 3; Medium-size aberration; HD 5d8+10; hp 23, 32; Init +2; Spd 5 ft., fly 30 ft. (perfect); AC 16; Atk +4 melee (10 tentacles, 1d4+1 and paralyzation), -1 (bite 2d4); SA Improved grab, paralyzation; SQ Blindsight, electricity immunity, paralysis immunity, tentacle regeneration, fly; AL NE; SV Fort +3, Ref +3, Will +4; Str 12, Dex 15, Con 14, Int 10, Wis 10, Cha 8.

Skills and Feats: Hide +12, Listen +4, Move Silently +12, Spot +8; Flyby Attack.

Blindsight (Ex): A grell can ascertain prey by scent and vibration within 60 ft.

Grab (Ex): When a grell hits with a tentacle attack, it attempts a grapple as a free action.  This does not provoke an attack of opportunity.  If it gets a hold, it automatically inflicts 1d4+1 points of damage each round until the opponent breaks free.  If the grell succeeds with grapples of two tentacles on one opponent and succeeds with its paralyzation attack, the grell attempts to carry the victim away and eat it.

Paralysis (Ex): A grell’s tentacles have small barbs much like a squid.  When a grell succeeds with a grab, the opponent must make a Fortitude save (DC 14) or be paralyzed for 4 rounds.

Tentacle Regeneration (Ex): A grell can regenerate lost tentacles in a day.

Flight (Ex): A grell’s body is magically buoyant.  This buoyancy allows it to fly as the spell at a speed of 30 ft.  This buoyancy also grants it a permanent feather fall effect with personal range.

	Giant Frog: CR 3; Medium-size magical beast; HD 3d10+12; hp 28; Init +0; Spd 20 ft.; AC 14; Atk +2 ranged (tongue, grapple) and +2 melee (bite, 2d6+2) or +6 melee (bite, 2d6+6); Face/Reach: 10 ft. with tongue; SA Improved grab, swallow whole; SQ Darkvision 60 ft.; AL N; SV Fort +7, Ref +3, Will +0; Str 18, Dex 11, Con 18, Int 2, Wis 9, Cha 6.

Skills and Feats: Hide +4, Spot +1.

Improved Grab (Ex): To use this ability the giant frog must hit with its tongue.  Grabbed victims of medium-size or smaller are pulled into its mouth on the same round for a bite attack.

Swallow Whole (Ex): The giant frog can swallow creatures of Small size or smaller the round after a victim is grabbed.  A swallowed creature can climb out of the frog with a successful grapple check, returning it to the frog’s mouth where another successful grapple check is needed to get free.  A swallowed creature can also cut its way out by using claws or a Small or Tiny slashing weapon to deal 10 points of damage to the frog’s interior (AC 14).  The frog can swallow only one Small creature, four Tiny creatures, sixteen Diminutive creatures, or thirty-two Fine creatures at a time.

	Gnolls: CR 1; Medium-size humanoid (gnoll); HD 2d8+2; hp 10, 11, 10, 12, 9, 10, 11, 11, 12, 14; Init +0; Spd 20 ft; AC 17; Atk +3 melee (1d8+2, battleaxe) or +1 ranged (1d6, shortbow); SQ Darkvision 60 ft.; AL CE; SV Fort +4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8.

Skills and Feats: Listen +3, Spot +3; Power Attack.

Possessions: black scale mail, black capes, battleaxe, shortbow and 10 arrows, medallion of the EEE, 11 gp in a small pouch.

	Ghouls: CR 1; Medium-size Undead; HD 2d12; hp 10, 13, 14, 10, 12, 13, 14; Init +2 (Dex); Spd 30 ft.; AC 14; Atk +3 melee (bite, 1d6+1 and paralysis), +0 melee (2 claws, 1d3 and paralysis); SA Paralysis, create spawn; SQ Undead, +2 turn resistance; AL CE; SV Fort +0, Ref +2, Will +5; Str 13, Dex 15, Con --, Int 13, Wis 14, Cha 16.

Skills and Feats: Climb +6, Escape Artist +7, Hide +7, Intuit Direction +3, Jump +6, Listen +7, Move Silently +7, Search +6, Spot +7; Multiattack, Weapon Finesse (bite).

Paralysis (Ex): Those hit by a ghoul’s bite or claw attack must succeed at a Fortitude save (DC 14) or be paralyzed for 1d6+2 minutes.  Elves are immune to this paralysis.

Create Spawn(Su): In most cases, ghouls devour those they kill.  If they do not, the victims rise as ghouls in 1d4 days.  Casting protection from evil on a body before this occurs averts the transformation.

Undead: Immune to mind-influencing effects, poison, sleep, paralysis, stunning and disease.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Possessions: one ghoul in area 22 wears a gold ring worth 25 gp.

	Ghast: CR 3; Medium-size Undead; HD 4d12; hp 25, 30; Init +2 (Dex); Spd 30 ft.; AC 16; Atk +4 melee (bite, 1d8+1 and paralysis), +1 melee (2 claws, 1d4 and paralysis); SA Stench, Paralysis, create spawn; SQ Undead, +2 turn resistance; AL CE; SV Fort +1, Ref +3, Will +6; Str 13, Dex 15, Con --, Int 13, Wis 14, Cha 16.

Skills and Feats: Climb +6, Escape Artist +8, Hide +8, Intuit Direction +3, Jump +6, Listen +,8, Move Silently +7, Search +6, Spot +8; Multiattack, Weapon Finesse (bite).

Stench(Ex): Those within 10 feet must succeeed at a Fort save (DC 15) or be wrached with nausea, suffering a –2 circumstance penalty to all attacks, saves and skill checks for 1d6+4 minutes.

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed at a Fortitude save (DC 15) or be paralyzed for 1d6+2 minutes.

Create Spawn(Su): Victims rise as ghouls in 1d4 days.  Casting protection from evil on a body before this occurs averts the transformation.

Undead: Immune to mind-influencing effects, poison, sleep, paralysis, stunning and disease.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.



	Skeleton: CR 1/3; Medium-size undead; HD 1d12; hp 4, 5, 6, 6, 9, 10; Init +5 (+1 Dex, I.I.); Spd 30 ft.; AC 13; Atk +0/+0 melee (1d4, 2 claws); SQ Undead, 60-ft. darkvision, immune to piercing weapons and cold, suffer half damage from slashing weapons; AL N; SV Fort +0, Ref +1, Will +2; Str 10, Dex 12, Con --, Int --, Wis 10, Cha 11.

Skills and Feats: Improved Initiative.

Undead: Immune to mind-influencing effects, poison, sleep, paralyzation, stunning, and disease; not subject to critical hits, ability damage, subdual damage, ability drain, energy drain, or death from massive damage.

	Large Skeleton: CR 1; Large undead; HD 2d12; hp 22; Init +5 (+1 Dex, I.I.); Spd 40 ft.; AC 13; Atk +2/+2 melee (1d6+2, 2 claws); Face/Reach: 5 ft. by 5 ft./10 ft.; SQ U,ndead, 60-ft. darkvision, immune to piercing weapons and cold, suffer half damage from slashing weapons; AL N; SV Fort +0, Ref +1, Will +3; Str 14, Dex 12, Con --, Int --, Wis 10, Cha 11.

Skills and Feats: Improved Initiative.

Undead: Immune to mind-influencing effects, poison, sleep, paralyzation, stunning, and disease; not subject to critical hits, ability damage, subdual damage, ability drain, energy drain, or death from massive damage

	Gray Ooze: CR 4; Medium-size ooze; HD 3d10+10; hp 26; Init -5; Spd 10 ft.; AC 5; Atk +3 melee (1d6+1, slam plus 1d6, acid); SA Improved grab, acid, corrosion, constrict; SQ Blindsight, cold and fire immunity, ooze defenses; AL N; SV Fort +1, Ref -4, Will -4; Str 12, Dex 1, Con 11, Int --, Wis 1, Cha 1.

Special Attacks: Improved Grab: Must hit with slam attack.  Acid: Any melee hit deals damage.  Corrosion: 40 points of damage (Reflex save negates DC 19).  Constrict: Grapple check causes automatic slam and acid damage, victim'’ clothing and armor suffer – penalty to reflex saves against acid.

Special Qualities: Blindsight: Can detect prey within 60 feet.

	Temple

Hobgoblin Warriors: Male hobgoblin War1; CR 1; Medium-size humanoid (goblinoid); HD 1d8+3; hp 6, 7, 8, 9, 9, 10; Init +1; Spd 20 ft.; AC 17 (touch 11, flat-footed 16); Atk +5 melee (2d6+2/19-20 greatsword) or +3 ranged (1d6+2, javelin); SQ Darkvision 60 ft.; AL LE; SV Fort +5, Ref +1, Will –1; Str 14 Dex 12 Con 16 Int 11 Wis 8 Cha 10.

Skills and Feats: Intimidate +3, Jump +0, Move Silently –1; Weapon Focus (greatsword).

Possessions: Banded mail, masterwork greatsword, 2 javelins, potion of bull’s strength.

When pumped: Atk +6 melee (2d6+3/19-20 greatsword)

	Hobgoblin: CR 1/2 ; Medium-size humanoid (goblinoid); HD 1d8+1; hp 5 (4-9, average); Init +1 (Dex); Spd 30 ft.; AC 15; Atk +0 melee (1d8, longsword), +1 ranged (1d6, javelin); SQ 60-ft. darkvision; AL LE; SV Fort +3, Ref +1, Will +0; Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10.

Skills and Feats: Hide +1, Listen +4, Spot +4; Alertness.

Possessions: studded leather armor, small shield, longsword, 2 javelins, 5 gp.

	Goblin: CR 1/4; Small-size humanoid (goblinoid); HD 1d8; hp 4 (average); Init +1 (Dex); Spd 30 ft.; AC 12; Atk +0 melee (1d8-1, morningstar, +2 ranged (1d6-1, javelin); SQ 60-ft. darkvision; AL LE; SV Fort +0, Ref +3, Will +0; Str 8, Dex 13, Con 11, Int 10, Wis 11, Cha 8.

Skills and Feats: Hide +6, Listen +3, Move Silently +6, Spot +3; Alertness

Possessions: those in area 2 (tower) have 1 vial alchemist’s fire each.

	Dire Rat: CR 1/3; Small animal; HD 1d8+1; hp 5 (average); Init +3 (Dex); Spd 40 ft., climb 20ft.; AC 15; Atk +3 melee (1d4 bite); SA Disease; SQ Scent; AL N; SV Fort +3, Ref +5, Will +3; Str 10, Dex 17 Con 12, Int 1, Wis 12, Cha 4.

Skills and Feats: Climb +11, Hide +11. Move Silently +6, Listen +1; Weapon Finesse (bite).

Special Attacks: Disease (filth fever): Bite, Fort save (DC 12); incubation 1d3 days, damage 1d3 Dex, 1d3 Con.



	Dog: CR 1/3; Small animal; HD 1d8+2; hp 4, 5, 6, 6, 7, 9; Spd 40 ft.; AC 15; Atk +2 melee (1d4+1 bite); SQ Scent; AL N; SV Fort +4, Ref +5, Will +1; Str 13, Dex 17, Con 15, Int 2, Wis 12, Cha 6.

Skills and Feats: Listen +5, Spot +5, Swim +5, Wilderness Lore +1.

+8 bonus to WL checks when tracking by scent.

	Dire Ape: CR 3; Large animal; HD 5d8+10; hp 36; Spd 30 ft., climb 15 ft.; AC 15; Atk +8 melee (1d6+6, 2 claws), +3 melee (1d8+3, bite); Face/Reach: 5 ft. by 5 ft./10 ft.; SA Rend 2d6+12; SQ Scent; SV Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7.

Skills and Feats: Climb +14, Move Silently +9, Spot +9.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponents’ body and tears the flesh.  This automatically deals an additional 2d6+12 points of damage.

	Baugh: Male human Ftr3; CR 3; Medium-size humanoid (human); HD 3d10+6; hp 25; Init +5; Spd 20 ft.; AC 20 (touch 11, flat-footed 19); Atk +7 melee (1d10+2/x3, masterwork bastard sword) or +4 ranged (1d8+2/x3, mighty composite longbow [+2]); AL CE; SV Fort +5, Ref +2, Will +0; Str 15, Dex 13, Con 14, Int 10, Wis 9, Cha 9.

Skills and Feats: Ride +4, Jump +6, Swim +4 (mod for gear), Spot +2, Listen +1; Exotic Weapon Proficiency: Bastard Sword, Weapon Focus: Bastard sword, Improved Bull Rush, Improved Initiative.

Possessions: half plate, large shield, masterwork battle axe, mighty composite longbow [+2], 15 gp, potion of cure moderate wounds.

	Fisturn: Male human Ftr3; CR 3; Medium-size humanoid (human); HD 3d10+6; hp 32; Init +2; Spd 20 ft.; AC 19 (touch 12, flat-footed 17); Atk +7 melee (2d6+3/19-20, masterwork greatsword) or +4 ranged (1d8+2/x3, mighty composite longbow [+2]); AL CE; SV Fort +9, Ref +3, Will +0; Str 15, Dex 14, Con 14, Int 8, Wis 9, Cha 9.

Skills and Feats: Ride +4, Jump +4, Swim +3 (mod for gear), Spot +1, Listen +0; Power Attack, Cleave, Weapon Focus: greatsword, Toughness, Great Fortitude.

Possessions: half plate, masterwork greatsword, mighty composite longbow [+2], 15 gp, potion of cure moderate wounds, potion of endurance.

	Uvren: Male bugbear Rog1; CR 3; Medium-size humanoid (goblinoids); HD 3d8+3 + 1d6+1; hp 20; Init +5; Spd 30 ft.; AC 17; Atk +4 melee (1d8+2, morningstar) or +3 ranged (1d6+2, javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +2, Ref +6, Will +1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9.

Skills and Feats: Climb +2, Hide +3, Listen +6, Move Silently +8, Spot +6; Alertness, Improved Initiative.

Possessions: leather armor, small shield, morningstar, 2 javelins, hooded black cape, 12 gp, potion of cure light wounds.

	Alubya: Female hobgoblin Adp3; CR 2; Medium-size humanoid (goblinoid); HD 3d6+6; hp 18; Init +0; Spd 30 ft.; AC 13 (touch 10, flat-footed 13); Atk +0 melee (1d8-1/x3 shortspear) or +2 ranged (1d8/19-20, masterwork light crossbow); SQ Darkvision 60 t.; AL LE; SV Fort +3, Ref +1, Will +5; Str 8, Dex 11, Con 14, Int 10, Wis 14, Cha 12.

Skills and Feats: Concentration +6, Listen +6, Move Silently +0, Spot +4, Wilderness Lore +6; Alertness, Armor Proficiency (Light).

Spells Prepared (3/3; base DC=12+spell level): 0—create water, ghost sound, mending; 1st—burning hands, cure light wounds, obscuring mist.

Possessions: Studded leather armor, shortspear, masterwork light crossbow, 14 bolts, potion of cure moderate wounds, divine scroll of bull’s strength, gold bracelet (65 gp).

	Kella: Female half-elf Drd9; CR 9; Medium-size humanoid (half-elf); HD 9d8+9; hp 51; Init +3; Spd 20 ft.; AC 17 (touch 13, flat-footed 14); Atk +8/+3 melee (1d6+2/18-20, +1 scimitar) or +10/+5 ranged (1d4, sling with masterwork bullet); SQ Druid abilities, immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL NG; SV Fort +7, Ref +6, Will +9; Str 12, Dex 16, Con 13, Int 11, Wis 16, Cha 15.

Skills and Feats: Animal Empathy +8, Concentration +7, Diplomacy +8, Handle Animal +8, Heal +7, Intuit Direction +7, Knowledge (nature) +6, Listen +4, Ride (horse) +5, Search +1, Spot +4, Wilderness Lore +13; Combat Casting, Dodge, Scribe Scroll, Track.

Druid Abilities: Nature sense, woodland stride, trackless step, resist nature’s lure, wild shape (3/day, Small, Medium-size, or Large), venom immunity.

Spells Prepared (6/5/5/4/2/1; base C=13+spell level): 0—create water, cure minor wounds, detect poison, light, purify food and drink, resistance; 1st—calm animals, cure light wounds (2), detect animals or plants, summon nature’s ally 1; 2nd—animal messenger, barkskin, charm person or animal, heat metal, lesser restoration; 3rd—call lightning, cure moderate wounds, remove disease, stone shape; 4th—freedom of movement, reincarnate; 5th—ice storm.

Possessions: +1 hide armor, +1 scimitar, sling, 10 masterwork bullets, wand of cure light wounds (12 charges), phylactery of change, 10 gp.

	Krebbich: Male hobgoblin Adp6; CR 5; Medium-size humanoid (goblinoid); HD 6d6+15; hp 38; Init +1; Sp 30 ft.; AC 17 (touch 11, flat-footed 16); Atk +5 melee (1d8+1, masterwork morningstar); SQ Darkvision 60 ft., familiar benefits; AL LE; SV Fort +4, Ref +3, Will +7; Str 13, Dex 12, Con 14, Int 14, Wis 14, Cha 10.

Skills and Feats: Concentration +11, Knowledge (religion) +8, Listen +6, Move Silently +6, Spellcraft +7, Spot +6, Wilderness Lore +6; Alertness, Armor Proficiency (Light), Brew Potion, Toughness.

Familiar Benefits: Alertness when familiar is within reach, +2 bonus to Con, empathic link, share spells with familiar, deliver touch spells via familiar.

Spells Prepared (3/3/2; base DC=12+spell level): 0—cure minor wounds, ghost sound, guidance; 1st—cause fear, command, protection from good; 2nd—bull’s strength, invisibility.

Possessions: +1 chain shirt, masterwork morningstar, amulet of natural armor +1, brooch of shielding (can still absorb 47 magic missiles), wand of cure light wounds (23 charges), divine scroll of cure serious wounds, potion of cure moderate wounds, potion of endurance, potion of glibness.

	Kubo: Male toad familiar of Krebbich; CR --; Diminutive magical beast; HD ¼ d8 (6 HD); hp 19; Init +1; Spd 5 ft.; AC 18 (touch 15, flat-footed 17); Atk--; Face/Reach 1 ft. by 1 ft./0 ft.; SQ Improved evasion, speak with Krebbich; AL LE; SV Fort +2, Ref +3, Will +7; Str 1, Dex 12, Con 11, Int 8, Wis 14, Cha 4.

Skills and Feats: Hide +21, Listen +6, Spot +6.

	Lareth the Beautiful: Male human Clr7; CR 7; Medium-size humanoid (human); HD 7d8+21; hp 60; Init +7; Spd 30 ft.; AC 14 (touch 13, flat-footed 11); Atk +11 melee (1d6+6, masterwork quarterstaff); SA Rebuke undead 1/day; SQ Insanity; AL CE; SV Fort +8, Ref +5, Will +8; Str 18, Dex 17, Con 16, Int 9, Wis 19, Cha 6.

Skills and Feats: Concentration +7, Diplomacy +4, Knowledge (religion) +3, Spellcraft +5; Combat Casting, Improved Initiative, Power Attack, Weapon Focus (quarterstaff).

Insanity (Ex): Insanity score 3.  Wis 22 for bonus spells and DCs; Wis 16 for all other Wis-based checks.

Spells Prepared (6/7/6/4/3; base DC=16+spell level):0—detect magic, guidance, inflict minor wounds, light, read magic, resistance; 1st—bane, cause fear, divine favor, doom, protection from good, sanctuary, shield of faith; 2nd—bull’s strength, death knell, endurance, Tharizdun’s touch (3); 3rd—dispel magic, invisibility purge, rage, searing light; 4th—confusion, greater magic weapon, poison.

Deity: Elder Elemental Eye.  Domains: Evil (cast evil spells at 8th level); Madness (1/day add Insanity score to Wis-based roll).

Possessions: Bracers of armor +1, cloak of arachniia, masterwork quarterstaff, holy symbol.

	Rarkus: Male hobgoblin Ftr4/Rog1; CR 5; Medium-size humanoid (goblinoid); HD 4d10+8 plus 1d6+2; hp 40; Init +2; Spd 20 ft.; AC 18 (touch 12, flat-footed 16); Atk +7 melee and +7 melee (1d8+6/19-20, two-bladed sword), or +7 ranged (1d8/19-20, masterwork light crossbow); SA Sneak attack +1d6; SQ Darkvision 60 ft., locate traps; AL LE; SV Fort +6, Ref +5, Will +1; Str 16, Dex 15, Con 14, Int 10, Wis 10, Cha 12.

Skills and Feats: Climb +3, Diplomacy +3, Intimidate +6, Move Silently +6, Sense Motive +2; Ambidexterity, Exotic Weapon Proficiency (two-bladed sword), Two-Weapon Fighting, Weapon Focus (two-bladed sword), Weapon Specialization (two-bladed sword).

Possessions: +1 chainmail, +1 two-bladed sword, masterwork light crossbow, 12 bolts, 1 flask of alchemist’s fire, potion of cure moderate wounds, potion of spider climb.

	Undra: Female human Clr2/Rog2; CR 4; Medium-size humanoid (human); HD 2d8 plus 2d6; hp 19; Init +7; Spd 30 ft.; AC 19 (touch 13, flat-footed 16); Atk +3 melee (1d6/19-20, masterwork short sword) or +7 ranged (1d8+1/19-20, masterwork light crossbow with +1 bolt); SA Rebuke undead 4/day, sneak attack +1

d6; SQ Evasion, insanity, locate traps; AL CE; SV Fort +3, Ref +6, Will +5; Str 10, Dex 16, Con 10, Int 13, Wis 15, Cha 12.

Skills and Feats: Bluff +3, Concentration +5, Diplomacy +8, Gather Information +4, Hide +5, Knowledge (religion) +6, Listen +6, Move Silently +5, Search +3, Spellcraft +4, Spot +6, Wilderness Lore +3; Alertness, Improved Initiative, Scribe Scroll.

Insanity (Ex): Insanity score 1. Wis 16 for bonus spells and DCs; Wis 14 for all other Wis-based checks.

Spells Prepared (4/4; base DC=13+spell level): 0—create water, light, mending, purify food and drink; 1st—comprehend languages, magic weapon, obscuring mist, shield of faith.

Deity: Elder Elemental Eye.  Domains: Air (turn/destroy earth creatures, rebuke/command water creatures); Chaos (cast chaos spells at 3rd level).

Possessions: Mithral shirt, darkwood shield, masterwork short sword, masterwork light crossbow, 20 +1 bolts, divine scroll of cure moderate wounds (2), divine scroll of summon monster II and zone of truth, potion of spider climb, 5 days’ trail rations, bedroll, holy symbol.

	Wat: Male ghost Rog5/Asn1; CR 8; Medium-size undead (incorporeal); HD 5d12 plus 1d12; hp 39; Init +3; Spd fly 30 ft. (perfect); AC 16 (touch 16, flat-footed 16); Atk +4 melee (1d8+1/19-20, longsword) or +6 melee (1d4, incorporeal touch); SA Death attack, horrific appearance, manifestation, sneak attack +4d6; SQ Evasion, incorporeal, locate traps, poison use, rejuvenation, uncanny dodge (Dex bonus to AC when flat-footed, can’t be flanked), undead, +4 turn resistance; AL CE; SV Fort +1, Ref +9, Will +4; Str 10, Dex 16, Con --, Int 12, Wis 13, Cha 16.

Skills and Feats: Bluff +11, Diplomacy +5, Disguise +12, Escape Artist +12, Hide +20, Intimidate +13, Knowledge (local) +5, Listen +18, Move Silently +12, Search +17, Spot +18; Blind Fight, Combat Reflexes, Dodge, Martial Weapon Proficiency (longsword).

Against Nonmaterial Opponents: AC 19 (touch 16, flat-footed 16); Atk +3 melee (1d4, incorporeal touch).

Death Attack (Ex): If an assassin studies a target for 3 rounds and then makes a sneak attack with a melee weapon that deals damage, the sneak attack can also paralyze (for 1d6+1 rounds) or kill the victim.  Fort save DC 12 to resist.

Horrific Appearance (Su): Living creatures within 60 ft. of the ghost that view it must succeed at a Fort save (DC 16) or suffer 1d4 points of permanent drain to Str, Dex and Con.  Creatures that save can’t be affected by the ghost’s horrific appearance for one day.

Manifestation (Su): A manifested ghost’s attacks and spells can affect targets on the Material Plane normally.  The ghost becomes visible on the Material Plane but remains incorporeal.

Incorporeal: Harmed only by incorporeal creatures, +1 magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source.  Can pass through solid objects at will, and own attacks pas through armor.  Always moves silently.

Rejuventation (Su): Wat’s “destroyed” spirit restores itself in 2d4 days on a successful level check (DC 16).  The only way to destroy Wat for certain is to burn down the hostel.

Undead: Immune to mind-influencing effects, poison, sleep,  paralysis, stunning and disease.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Spells Prepared (1; base DC=11+spell level): 1st—obscuring mist.

Possessions: +1 ghost touch longsword, masterwork studded leather armor (ethereal)

	Dala: Allip; CR 4; Medium-size undead (incorporeal); HD 6d12; hp 40; Init +5 (+1 Dex, Improved Initiative); Spd fly 30 ft. (perfect); AC 15 (touch 11, flat-footed 14); Atk +4 melee (1d4 Wisdom drain, touch); SA Babble, Wisdom drain; SQ Undead, incorporeal, +2 turn resistance, madness; AL NE; SV Fort +2, Ref +3, Will +5; Str --, Dex 12, Con --, Int 11, Wis 11, Cha 18.

Skills and Feats: Hide +8, Intimidate +11, Intuit Direction +4, Listen +9, Search +7, Spot +9; Improved Initiative.

Special Attacks: Babble: All sane creatures within 60 ft. make Will save (DC 16) or fall under hypnotism effect for 2d4 rounds.  Wisdom Drain: Victim becomes helpless if all Wisdom is drained.

Special Qualities: Undead: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease; not subject to critical hits, subdual, ability damage, energy drain, or death from massive damage.  Incorporeal: Harmed only by other incorporeal creatures, +1 or better magic weapons, or magic (with 50% chance to ignore damage from corporeal source), can pass through solid objects, its attacks pass through armor, always moves silently.  Madness: Anyone using a mind-affecting ability against it takes 1d4 points of temporary Wisdom damage.

	Ochre Jelly: CR 5; Large Ooze; HD 6d10+27; hp 63; Init –5; Spd 10 ft., climb 10 ft.; AC 4; Atk +5 melee (2d4+3 slam and 1d4 acid); Face/Reach 5 ft. by 5 ft./10 ft.; SA Improved grab, acid, constrict 2d4+3 and 1d4 acid; SQ Blindsight, split, ooze; SV Fort +4, Ref –3, Will –3; Str 15, Dex 1, Con 15, Int --, Wis 1, Cha 1.

Improved Grab (Ex): To use this ability, the ochre jelly must hit with its slam attack.  If it gets a hold, it can constrict.

Acid (Ex): An ochre jelly secretes a digestive acid that dissolves only flesh.  Any melee hit deals acid damage.

Constrict (Ex): An ochre jelly deals automatic slam and acid damage with a successful grapple check.

Split (Ex): Weapons and electricity attacks do no damage to an ochre jelly.  Instead, the creature splits into two identical jellies, each with half the original hit points (round down).  A jelly with only 1 hit point cannot be further split.

	Wraith: CR 5; Medium-size Undead (incorporeal); HD 5d12; hp 30, 32; Init +7; Spd 30 ft., fly 60 ft. (good); AC 15; Atk +5 melee (1d4 incorporeal touch and 1d6 Con drain); SA Constitution drain, create spawn; SQ Undead, incorporeal, +2 turn resistance, unnatural aura, daylight powerlessness; SV Fort +1, Ref +4, Will +6; Str –, Dex 16, Con --, Int 14, Wis 14, Cha 15.

Skills and Feats: Hide +11, Intimidate +10, Intuit Direction +6, Listen +12, Search +10, Sense Motive +8, Spot +12; Alertness, Blind-fight, Combat Reflexes, Improved Initiative.

Constitution Drain (Su): Living creatures hit by a wraith’s incorporeal touch attack must succeed at a Fortitude save (DC 14) or suffer 1d6 points of permanent Constitution drain.

Create Spawn (Su): Any humanoid slain by a wraith becomes a wight in 1d4 rounds.  Spawn are under the command of the wraith that created them and remain enslaved until its death.  They do not possess any of the abilities they had in life.

Unnatural Aura (Su): Both wild and domesticated animals can sense the unnatural presence of a wraith at a distance of 30 feet.  They will not willingly approach nearer than that and panic if forced to do so; they remain panicked as long as they are within that range.

Undead: Immune to mind-influencing effects, poison, sleep,  paralysis, stunning and disease.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Incorporeal: Harmed only by incorporeal creatures, +1 magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source.  Can pass through solid objects at will, and own attacks pas through armor.  Always moves silently.

Daylight Powerlessness (Ex): Wraiths are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it.

	CRATER RIDGE MINES

Bugbear Scouts: Male bugbear Rog1; CR 4; Medium-size humanoid (goblinoid); HD 3d8+3 plus 1d6+1; hp varies (see text); Init +1; Spd 30 ft.; AC 14 (touch 11, flat-footed 13); Atk +3 melee (1d8+2, morningstar) or +2 ranged (1d6+2, javelin); SA Sneak attack +1d6; SQ Darkvision 60 ft., locate traps; AL CE; SV Fort +2, Ref +6, Will +1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9.

Skills and Feats: Climb +3, Hide +4, Knowledge (religion) +1, Listen +6, Move Silently +9, Spot +6; Alertness.

Possessions: potion of cure moderate wounds, potion of invisibility, leather armor, small wooden shield, morningstar, 2 javelins, pouch with 250 gp.

	Elf Warriors: Male and female elf War1; CR 1; Medium-size humanoid (elf); HD 1d8; hp varies (see text); Init +3; Spd 20 ft.; AC 18 (touch 13, flat-footed 15); Atk +5 melee (1d8+2/19-20, masterwork longsword) or +4 ranged (1d6+2/x3, mighty composite shortbow [+2 strength bonus]); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL CE; SV Fort +2, Ref +6, Will +1; Str 15, Dex 16, Con 11, Int 12, Wis 8, Cha 10.

Skills and Feats: Climb +2, Jump +2, Listen +1, Search +3, Spot +3; Weapon Focus (longsword).

Possessions: Breastplate, masterwork longsword, mighty composite shortbow (+2 Str bonus), 20 arrows, 2 potions of cure light wounds.

	Human Warriors: Male and female human War1; CR 1; Medium-size humanoid (elf); HD 1d8+2; hp varies (see text); Init +1; Spd 20 ft.; AC 18 (touch 11, flat-footed 17); Atk +5 melee (1d10/19-20, masterwork 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.

Skills and Feats: Climb +0, Intimidate +3, Jump +0;Exotic Weapon Proficiency (bastard sword), Weapon Focus (bastard sword).

Possessions: Masterwork banded mail, small wooden shield, masterwork bastard sword, longbow, 20 arrows, potion of cure light wounds.

	Kuo-Toa Fighters: Male and female kuo-toa Ftr1; CR 3; Medium-size monstrous humanoid (aquatic); HD 2d8+2 plus 1d10+1; hp varies (see text); Init +0; Spd 20 ft., swim 50 ft.; 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, half-spear); SQ Adhesive, amphibious, electricity resistance 30, immune to webs, poison, paralysis, hold, and figments, keen sight, light blindness, slippery; AL NE; SV Fort +5, Ref +3, Will +5; Str 13, Dex 10, Con 13, Int 13, Wis 14, Cha 8.

Skills and 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 (half-spear).

Adhesive (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 the wielder’s grasp.

Amphibious (Ex): Although kuo-toas breathe by means of gills, the can survive indefinitely on land.

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 confinement.

Possessions: potion of cure moderate wounds, potion of cat’s grace, potion of bull’s strength, masterwork half-spear, pouch with 50 gp, leather armor, large wooden shield.

	Orc Warriors: Male orc War1; CR 1; Medium size humanoid (orc); HD 1d8+2; hp varies (see text); Init +0; Spd 20 ft.; AC 16 (touch 10, flat-footed 16); Atk +0 melee; Spd 20 ft.; AC 16 (touch 10, flat-footed 16); Atk +0 melee and –4 melee (1d8+1/x3, masterwork orc double axe), or +1 ranged (1d6+2, javelin); SQ Darkvision 60 ft., light sensitivity; AL CE; SV Fort +4, Ref +0, Will –1; Str 15, Dex 10, Con 14, Int 9, Wis 8, Cha 8.

Skills and Feats: Jump –1; Exotic Weapon Proficiency (orc double axe).

Light Sensitivity: -1 penalty on attack rolls in bright sunlight or in daylight spell.

Possessions: Splint mail, masterwork orc double axe, 2 javelins, potion of cure moderate wounds.

	Troglodyte Warriors: Male and female troglodyte War1; CR 1; Medium-size humanoid (reptilian); HD 2d8+4 plus 1d8+2; hp varies (see text); Init –1; Spd 30 ft.; AC 15 (touch 9, flat-footed 15); Atk +3 melee (1d8/x3, longspear) and +0 melee (1d4, bite), or +2 ranged (1d6, javelin); SA Stench; SQ Darkvision 90 ft.; AL CE; SV Fort +4, Ref +2, Will +0; Str 10, Dex 9, Con 14, Int 8, Wis 10, Cha 10.

Skills and Feats: Climb +1, Hide +6*, Listen +3; Multiattack, Weapon Focus (javelin), Weapon Focus (longspear). *+4 bonus on Hide checks in rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Possessions: Longspear, 5 javelins, pouch with 200 gp, emerald pendant on silver chain (1,000 gp). 

	Arlanth: Male half-elf Sor6; CR 6; Medium-size humanoid (half-elf); HD 6d4; hp 20; Init +1; Spd 30 ft.; AC 11 (touch 11, flat-footed 10); Atk +1 melee (1d4-2/19-20, dagger) or ranged (1d8/19-20, light crossbow); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL CE; SV Fort +2, Ref +3, Will +6; Str 6, Dex 13, Con 11, Int 14, Wis 12, Cha 18.

Skills and Feats: Alchemy +10, Knowledge (arcana) +6, Listen +6, Search +3, Spellcraft +10, Spot +6; Brew Potion, Run, Spell Focus (Evocation).

Spells Known (6/7/6/4; base DC=14+spell level): 0—detect magic, detect poison, light, mage hand, prestidigitation, read magic, resistance; 1st—burning hands, expeditious retreat, mage armor, magic missile; 2nd—flaming sphere, Melf’s acid arrow; 3rd—fireball.

Possessions: Wand of fireball (6th level caster, 14 charges), dagger, light crossbow, 10 bolts, arcane scroll of invisibility, potion of cure serious wounds, potion of darkvision, potion of charisma, potion of aid.

Evocation spells flaming sphere and fireball have DC 16 + spell level.

	Choranth: Female human Clr4; CR 4; Medium size humanoid (human); HD 4d8+4; hp 26; Init +1; Spd 20 ft.; AC 21 (touch 11, flat-footed 20); Atk +4 melee (1d8, masterwork heavy mace) or +4 ranged (1d8/19-20, light crossbow); SA Rebuke undead 5/day; SQ Insanity; AL CE; SV Fort +5, Ref +2, Will +6; Str 10, Dex 12, Con 13, Int 10, Wis 17, Cha 14.

Skills and Feats: Concentration +8, Knowledge (religion) +7, Spellcraft +7; Combat Casting, Extra Turning, Scribe Scroll.

Insanity (Ex): Insanity score 2.  Wis 19 for bonus spells and DCs; Wis 15 for all other Wis-based checks.

Spells Prepared (5/5/4; base DC=14+spell level): 0—cure minor wounds, detect magic, guidance, read magic, resistance; 1st—command, cure light wounds, divine favor, protection from good, shield of faith; 2nd—hold person, silence, spiritual weapon, wind wall.

Deity: Elder Elemental Eye.  Domains: Air (turn or destroy earth creatures, rebuke or command air creatures); Evil (cast evil spells at 5th level).

Possessions: Ochre robes, dust of illusion, divine scroll of bless, magic weapon, doom and cure moderate wounds, divine scroll of endurance, augury and darkness, masterwork heavy mace, plate armor, large steel shield, light crossbow, 10 bolts, 131 gp, air temple symbol, lesser key of air.

	Descritad: Female halfling Bbn3/Rog3; CR 5 (6 with appropriate gear); Small humanoid (halfling); HD 3d12+3 plus 3d6+3; hp 41; Init +8; Spd 30 ft.; AC 19 (touch 13, flat-footed 19); Atk +8 melee (1d6+2/18-20, masterwork scimitar) or ranged (1d6+1/x3, masterwork mighty composite shortbow [+1 Str bonus]); SA Rage, sneak attack +2d6; SQ Evasion, locate traps, uncanny dodge (Dex bonus to AC when flat-footed), +1 bonus on attacks with thrown weapons, +2 morale bonus on saves against fear; AL CN; SV Fort +6, Ref +9, Will +3; Str 13, Dex 19, Con 12, Int 11, Wis 11, Cha 6.

Skills and Feats: Balance +7, Climb +8, Hide +10, Jump +7, Listen +6, Move Silently +5, Spot +4, Swim +7, Wilderness Lore +5; Improved Initiative, Power Attack, Cleave.

Rage (Ex): 1/day—hp 53; AC 17 (touch 11, flat-footed 17); Atk +10 melee (1d6+5/18-20, masterwork scimitar) or +10 ranged (1d6+1/x3, masterwork mighty composite shortbow [+1 Str bonus]); SV Fort +8, Will +5; Str 17, Con 16.  Climb +10, Jump +9, Swim +9.  Lasts 6 rounds, then fatigued.

Possessions: None (but see Treasure in area 43 of the Crater Ridge Mines).

	D’Gran: Male half-fiend/half-ogre mage; CR 10; Large outsider (evil, chaotic); HD 5d8+20; hp 43; Init +6; Spd 30 ft. fly 40 ft.; (good); AC 21 (touch 11, flat-footed 19); Atk +10 melee (2d8+12/19-20, huge greatsword) or +10 melee (1d8+8, bite) and +5 melee (1d6+4, 2 claws) or +4 ranged (2d6/x3, huge longbow); Reach 10 ft.; SA Spell-like abilities; SQ Acid, cold, electricity and fire resistance 20, darkvision 60 ft., immune to poison, regeneration 2; SR 18; AL CE; SV Fort +8, Ref +3, Will +3; Str 27, Dex 14, Con 19, Int 18, Wis 14, Cha 19.

Skills and Feats: Concentration +10, Hide –1, Intimidate +7, Intuit Direction +5, Knowledge (arcana ) +7, Listen +8, Move Silently +3, Search +7, Spellcraft +10, Spot +8; Improved Initiative, Combat Reflexes.

Spell-Like Abilities (Sp): At will—darkness, invisibility; 1/day—charm person, cone of cold, desecrate, gaseous form, polymorph self, sleep, unholy blight (all as Sor9).  DC=14+spell level.

Possessions: Gauntlets of ogre power, large chain shirt, huge greatsword, huge longbow, 12 arrows, fire temple symbol. 

	Eeridik: Male human wererat Sor8 (hybrid form); CR 10; Medium-size shapechanger; HD 8d4+24; hp 44; Init +2; Spd 30 ft.; AC 18 (touch 13, flat-footed 16); Atk +7 melee (1d4/19-20, dagger) and +4 melee (1d4, bite); SA Curse of Lycanthropy; SQ Alternate form (dire rat or human), damage reduction 15/silver, rat empathy, scent; AL LE; SV Fort +7, Ref +4, Will +10; Str 10, Dex 14, Con 16, Int 12, Wis 14, Cha 16.

Skills and Feats:  Alchemy +12, Climb +5, Concentration +14, Diplomacy +5, Hide +6, Listen +10, Move Silently +5, Scry +2, Search +9, Sense Motive +7, Spellcraft +12, Spot +10; Brew Potion, Combat Casting, Dodge, Improved Control Shape, Mobility, Multiattack, Weapon Finesse (bite), Weapon Finesse (dagger).

Curse of Lycanthropy (Su): Any humanoid hit with a bite or dagger attack must make a DC 15 Fort save or contract lycanthropy.

Rat Empathy (Ex): Eeridik can communicate with normal rats and dire rats.  He gets a +4 racial bonus on checks to influence their attitude.

Spells Known (6/7/7/6/3; base DC=13+spell level): 0—arcane mark, detect magic, detect poison, ghost sound, mage hand, open/close, read magic, resistance; 1st—change self, expeditious retreat, magic missile, message, shield; 2nd—bull’s strength, cat’s grace, endurance; 3rd—haste, lightning bolt; 4th—stoneskin.

Possessions: Bracers of armor +2, +1 dagger, ring of protection +1, wand of arcane lock (11 charges), arcane scroll of improved invisibility, 500 gp of diamond dust for stoneskin spells in two small bags.

	Fachish: Male human Clr7; CR 7; Medium-size humanoid (human); HD 7d8+14; hp 50; Init –1; Spd 20 ft.; AC 21 (touch 9, flat-footed 21); Atk +7 melee (1d8+1, masterwork morningstar) or +5 ranged (1d8/19-20, masterwork light crossbow); SA Rebuke undead 3/day; SQ Insanity; AL CE; SV Fort +7, Ref +3, Will +6; Str 12, Dex 9, Con 14, Int 12, Wis 16, Cha 11.

Skills and Feats:  Concentration +12, Knowledge (religion) +11, Listen +1, Spellcraft +11, Spot +2; Lightning Reflexes, Point Blank Shot, Quick Draw, Scribe Scroll.

Insanity (Ex): Insanity score 3.  Wis 19 for bonus spells and DCs; Wis 13 for all other Wis-based checks.

Spells Prepared (6/6/5/4/3; base DC=14+spell level): 0—cure minor wounds, detect magic, guidance, light, read magic, resistance; 1st—bless, cause fear (2), command (2), random action; 2nd—cure moderate wounds, endurance, hold person, silence, wind wall; 3rd—bestow curse, blindness/deafness, gaseous form, summon monster III; 4th—air walk, confusion, poison.

Deity: Elder Elemental Eye.  Domains: Air (turn or destroy earth creatures, rebuke or command air creatures); Madness (1/day add Insanity score to Wis-based roll).

Possessions: Ochre robes, wand of divine favor (25 charges), wand of inflict light wounds (20 charges), divine scroll of dismissal, divine scroll of raise dead, divine scroll of cure critical wounds, masterwork morningstar, +1 full plate armor, +1 large steel shield, masterwork light crossbow, 10 bolts, 22 gp, 23 sp, 150 gp gold ring, air temple symbol, lesser key of air.

	Fesad: Female bugbear Clr5; CR 7; Medium-size humanoid (goblinoid); HD 3d8+3 plus 5d8+5; hp 46; Init +1; Spd 30 ft.; 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 ft.; AL CE; SV Fort +7, Ref +6, Will +7; Str 15, Dex 12, Con 13, Int 10, Wis 13, Cha 9.

Skills and Feats: Climb +3, Concentration +7, Heal +2, Hide +4, Knowledge (religion) +3, Listen +4, Move Silently +7, Spot +4; Alertness, Combat Casting.

Spells Prepared (5/5/3/2; base DC=11+spell level): 0—detect magic (2), guidance, resistance, virtue; 1st—command, doom, protection from good, sanctuary, shield of faith; 2nd—endurance, shatter, sound burst; 3rd—contagion, magic circle against good.

Deity: Hruggek.  Domains: Chaos (cast chaos spells at 6th level); Evil (cast evil spells at 6th level).

Possessions: +1 small wooden shield, cloak of resistance +1, pearl of power (1st level spells, morningstar with blue star sapphire in hilt (900 gp), javelin, potion of cure moderate wounds, leather armor.

	Firre Oranac: Male gnome Ftr3/Clr4; CR 7; Small humanoid (gnome); HD 3d10+9 plus 4d8+12; hp 58; Init +7; Spd 15 ft.; Atk +8 (1d6+2/19-20, +1 short sword) or +10/+5 melee mighty composite shortbow [+1 Str bonus]); SA Rebuke undead 2/day; SQ Cantrips, insanity, low-light vision, speak with burrowing animals, +2 bonus on saves against illusions, +1 bonus on attacks against kobolds and goblinoids, +4 dodge bonus against giants; AL CE; SV Fort +11, Ref +6, Will +7; Str 12, Dex 16, Con 17, Int 11, Wis 15, Cha 9.

Skills and Feats: Climb +2, Concentration +7, Hide +2, Knowledge (religion) +4, Listen +6; Dodge, Improved Initiative, Mobility, Point Blank Shot, Weapon Focus (short sword).

Cantrips: 1/day—dancing lights, ghost sound, prestidigitation (all as Sor1).  DC 10.

Insanity (Ex): Insanity score 2.  Wis 17 for bonus spells and DCs; Wis 13 for all other Wis-based checks.

Spells Prepared (5/5/4; base DC=13+spell level; 25% arcane spell failure chance): 0—cure minor wounds, detect magic, guidance, read magic, resistance; 1st—burning hands, command, cure light wounds (2), divine favor; 2nd—bull’s strength, hold person, produce flame, spiritual weapon.

Deity: Elder Elemental Eye.  Domains: Evil (cast evil spells at 5th level); Fire (turn or destroy water creatures, rebuke or command fire creatures).

Possessions: +1 short sword, +1 chainmail, +1 large steel shield, bracers of health +2, mighty composite 

shortbow (+1 Str bonus), 20 arrows, 8 gp, fire temple symbol, lesser key of fire, pair of keys (for chest in area 118 of the Crater Ridge Mines), 3 doses of death-blade poison (Fort save DC 20; 1d6 Con/2d6 Con).

	Zeityan: Water Naga, Large Aberration (Aquatic); CR 7; HD 10d8+40 hp 100; Init +1; Speed 30 ft., swim 50 ft.; AC 19 (touch 10, flat-footed 18); Atk Bite +9 melee (2d6+4 and poison, bite); AL CN; SV: Fort +7, Ref +6, Will +10; Str 16, Dex 13, Con 18, Int 10, Wis 17, Cha 15.

Skills and Feats: Concentration +14, Listen +12, Spellcraft +10, Spot +10; Lightning Reflexes.

Poison (Ex): Bite, Fortitude save (DC 17); initial and secondary damage 1d8 temporary Constitution.

Sorcerer Spells Known (6/7/7/4 DC 12 + spell level): 0 -- Dancing Lights, Detect Magic, Ghost Sound, Light, Mage Hand, Ray of Frost, Read Magi; 

1st -- Mage Armor, Magic Missile, Obscuring Mist, Reduce, Shield;2nd --Glitterdust, Bull's Strength, Mirror Image; 3rd-- Displacement, Slow.

Statblock assumes cast mage armor, so only 6 1st level spells are available.

	Gouquog: Female sea hag Ftr4; CR 8; Large monstrous humanoid (aquatic); HD 3d8+3 plus 4d10+4; hp 43; Init +1; Spd 30 ft., swim 40 ft.; AC 13 (touch 10, flat-footed 12); Atk +13/+13 melee (1d4+8, 2 claws) or +10 ranged (1d8+4, masterwork mighty composite longbow with masterwork arrows); Reach 10 ft.; SA Evil eye, horrific appearance; SQ Water breathing; SR 15; AL CE; SV Fort +6, Ref +5, Will +5; Str 22, Dex 12, Con 12, Int 10, Wis 13, Cha 10.

Skills and 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 a Fort save (DC 11) or take 2d8 points of temporary Str damage.  Creatures who save cannot be affected by the same hag’s horrific appearance for one day.

Possessions: potion of blur, bracers of ogre power, masterwork mighty composite longbow [+4 strength bonus], 20 masterwork arrows, 4 pearls (1,000 gp each). 

	Graud: Male half-orc Bbn4; CR 4; Medium-size humanoid (half-orc); HD 4d12+4; hp 42; Init +2; Spd 40 ft.; AC 16 (touch 12, flat-footed 16); Atk +9 melee (1d12+4/x3, +1 greataxe) or +7 ranged (1d8+3/x3, mighty composite longbow [+3 Str bonus]); SA Rage; SQ Darkvision 60 ft.; uncanny dodge (Dex bonus to AC when flat-footed); AL CE; SV Fort +5, Ref +3, Will +1; Str 17, Dex 14, Con 13, Int 10, Wis 10, Cha 6.

Skills and Feats: Intimidate +5, Intuit Direction +7, Listen +7, Swim +6, Wilderness Lore +4; Dodge, Weapon Focus: Greataxe.

Rage (Ex): 2/day—hp 50; AC 14 (touch 10, flat-footed 14); Atk +11 melee (1d12+6/, +1 greataxe), or +7 ranged (1d8+3/x3, mighty composite longbow [+3 Str bonus]); SV Fort +7, Ref +3, Will +3; Str 21, Con 17.  Swim +8.  Lasts 6 rounds, then fatigued.

Possessions:  Masterwork chain shirt, +1 greataxe, mighty composite longbow (+3 Str bonus), 20 masterwork arrows, potion of cure moderate wounds.

	Greshta: Female troglodyte Rog3; CR 4; Medium-size humanoid (reptilian); HD 2d8 plus 3d6; hp 19; Init +2; Spd 30 ft.; AC 23 (touch 12, flat-footed 23); Atk: +4 melee (1d8/x3, longspear) and +1 melee (1d4, bite), or +6 ranged (1d6, javelin); SA Sneak attack +2d6, stench; SQ Darkvision 90 ft.; evasion, locate traps, uncanny dodge (Dex bonus to AC when flat-footed); AL CE; SV Fort +4, Ref +5, Will +1; Str 10, Dex 14, Con 10, Int 8, Wis 10, Cha 10.

Skills and Feats: Hide +6*, Listen +8, Move Silently +4, Search +2, Spot +2; Multiattack, Weapon Focus (javelin), Weapon Focus (longspear).  *+4 bonus to hide checks in rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Possessions: 3 potions of invisibility, boots of elvenkind, chitin breastplate, longspear, 5 javelins, pouch with 100 gp.

	Heunar: Male half-orc Wiz4; CR 4; Medium-size humanoid (half-orc); HD 4d4+4; hp 14; Init +0; Spd 30 ft.; AC 10 (touch 10, flat-footed 10); Atk +4 melee (1d6+2, quarterstaff); SQ Darkvision 60 ft.; AL LE; SV Fort +4, Ref +3, Will +4; Str 14, Dex 10, Con 12, Int 13, Wis 10, Cha 8.

Skills and Feats: Concentration +6, Knowledge (arcana) +8, Spellcraft +8; Great Fortitude, Lightning Reflexes, Scribe Scroll.

Spells Prepared (4/4/2; base DC = 11 + spell level); 0—detect magic, mage hand, read magic, resistance; 1st—charm person, magic missile, shield, sleep; 2nd—invisibility, summon monster II.

Spellbook: 0—arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, ray of frost, read magic, resistance; 1st—charm person, magic missile, shield, sleep; 2nd—detect thoughts, invisibility, summon monster II, web.

Possessions: Wand of shatter (10 charges), potion of levitate, arcane scroll of shield, quarterstaff, 8 gp.

	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: bracers 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.


	Jurrikath Musseloto: Male human Brd5; Medium-size humanoid (human); HD 5d6+5; hp 32; Init +2; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Atk +3 melee (1d3 subdual) or +5 ranged; SQ Bardic knowledge +7, bardic music (countersong, fascinate, inspire courage, inspire competence); AL NG; SV Fort +2, Ref +6, Will +6; Str 11, Dex 14, Con 12, Int 14, Wis 14, Cha 15.

Skills and Feats: Bluff +10, Decipher Script +10, Diplomacy +14, Hide +10, Intimidate +4,Move Silently +10, Perform (melody) +10, Sense Motive +10; Ambidexterity, Two-Weapon Fighting, Weapon Finesse (short sword).

Spells Known (3/4/2; base DC = 12 + spell level): 0—detect magic, ghost sound, light, mending, prestidigitation, read magic; 1st—charm person, grease, mage armor, sleep; 2nd—cure moderate wounds, minor image, suggestion.

Possessions: None.  (Jurrikath’s personal belongings have been scattered among his former captors; Firre has none of them.)

	Kadiss: Male elf Wiz6; CR6; Medium-size humanoid (elf); HD 6d4; hp 17; Init +2; Spd 30 ft.; AC 12 (touch 12, flat-footed 10);Atk +4 melee (1d8/19-20 masterwork longsword) or +6 ranged (1d8+1/x3, +1 longbow); SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL NE; SV Fort +2, Ref +4, Will +7; Str 11, Dex 14, Con 11, Int 16, Wis 14, Cha 13.

Skills and Feats: Concentration +9, Knowledge (arcana) +12,Listen +6, Search +7, Spellcraft +12, Spot +6; Point Blank Shot, Precise Shot, Scribe Scroll, Spell Focus (enchantment), 

Kadiss has mage armor, shield, blur and endurance in effect upon himself when encountered.  With those spells: hp 29; AC 23 (16 if shield not usable); SQ 20% miss chance; SV Fort +6, Ref +7 against area attacks; Con 15, Concentration +11.

Spells Prepared (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.

Spellbook: 0—arcane mark, dancing lights, daze, detect magic, detect poison, disrupt undead, flare, ghost sound, light, mage hand, mending, open/close, prestidigitation, ray of frost, rea magic, resistance; 1st—mage armor, magic missile, shield, sleep, summon monster I; 2nd—alter self, blur, darkness, endurance, mirror image, see invisiblility, shatter, summon monster II; 3rd—fireball, fly, lightning bolt, summon monster III, tongues.
Possessions: +1 longbow, 20 arrows, wand of summon monster IV (6 charges), arcane scroll of summon swarm, arcane scroll of detect thoughts, masterwork longsword.

	Kelashein: Female human Clr7; CR 7; Medium-size humanoid (human); HD 7d8+14; hp 45; Init +0; Spd 20 ft.; AC 20 (touch 10, flat-footed 20); Atk +10 melee (1d8+3, masterwork heavy mace) or +6 ranged (1d8/19-20, light crossbow); SA Rebuke undead 4/day; SQ Insanity; AL CE; SV Fort +6, Ref +4, Will +9; Str 16, Dex 10, Con 12, Int 15, Wis 17, Cha 13.

Skills and Feats: Bluff +2, Concentration +11, Heal +12, Knowledge (religion)+10, Spellcraft +12; Iron Will, Lightning Reflexes, Weapon Focus (heavy mace), Weapon Focus (light crossbow).

Insanity (Ex): Insanity score 2. Wis 19 for bonus spells and DCs; Wis 15 for all other Wis-based checks.

Spells Prepared (6/6/5/4/3; base DC = 15 + spell level): 0—cure minor wounds (2), guidance (2), read magic, resistance; 1st—command, cure light wounds, divine favor, endure elements, obscuring mist, protection from good*; 2nd—cure moderate wounds, death knell, fog cloud*, silence, spiritual weapon; 3rd—bestow curse, blindness/deafness, prayer, water breathing*; 4th—freedom of movement, summon monster IV, unholy blight*.

*Domain spell. Deity: Elder Elemental Eye.  Domains: Evil (cast spells at 8th level); Water (turn or destroy fire creatures, rebuke or command water creatures).

Possessions: Ochre robes, wand of inflict moderate wounds (20 charges), lens of detection, divine scroll of neutralize poison, masterwork heavy mace, masterwork full plate armor, masterwork large steel shield, light crossbow, 10 bolts, 35 gp, 200 gp coral wreath, water temple symbol, lesser key of air.

	Kellial: Male human Ftr7; CR 7; Medium-size humanoid (human); HD 7d10+14; hp 57; Init +1; Spd 20 ft.; AC 23 (touch 10, flat-footed 23); Atk +12/+7 melee (1d8+6/19-20, +1 longsword) or +9/+4 ranged (1d8+3/x3, masterwork mighty composite longbow [+3 Str]); AL CE; SV Fort +8, Ref +4, Will +3; Str 16, Dex 13, Con 14, Int 13, Wis 10, Cha 11.

Skills and Feats:  Climb +6, Jump +6, Listen +4, Ride (horse) +5, Spot +4; Combat Reflexes, Dodge, Expertise, Mobility, Spring Attack, Weapon Focus (longsword), Weapon Specialization (longsword), Whirlwind Attack.

Possessions: +1 full plate (black), +1 large steel shield, +1 longsword, masterwork mighty composite longbow [+3], 20 arrows, cloak of resistance +1(black), potion of cat’s grace, potion of cure moderate wounds, key to door  to area 82a in the Crater Ridge Mines.

	Krall: Male troll Ftr2; CR 7; Large giant; HD 6d8+36 plus 2d10+6; hp 86; Init +2; Spd 20 ft.; AC 23 (touch 9, flat-footed 23); Atk +8/+3 melee and +8 melee (2d6+7/2d6+3/19-20, Huge two-bladed sword), or +12 melee (1d6+7, 2 claws) and +7 melee (1d6+3, bite); Reach 10 ft.; SA Rend 2d6+10; SQ Darkvision 90 ft., regeneration 5, scent; AL CE; SV Fort +14, Ref +4, Will +3; Str 24, Dex 15, Con 23, Int 6, Wis 9, Cha 6.

Skills and Feats: Hide –10, Jump +3, Listen +5, Spot +5; Alertness, Ambidexterity, Exotic Weapon Proficiency (two-bladed sword), Iron Will.

Rend (Ex): If a troll hits with both claw attacks, it latches onto the opponents body and tears flesh, automatically dealing an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll.  If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Possessions: Large masterwork half-plate armor, huge two-bladed sword, potion of bull’s strength, potion of heroism, potion of protection from elements (fire), 2 pearl earrings (100 gp each), key for chest in room 38 of CRM.

	Mereclar: Male half-elf Rgr5; CR 5; Medium-size humanoid (half-elf); HD 5d10+5;hp 36; Init +3; Spd 30 ft.; AC 17 (touch 13, flat-footed 14); Atk +7 melee (1d8+2/19-20, masterwork longsword) and +6 melee (1d6+1/19-20, masterwork short sword), or +10 ranged (1d8+2/x3, masterwork mighty composite longbow [+2]); SA Favored enemy (dwarves +2, animals +1); SQ Fight with two weapons, immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; AL CE; SV Fort +6, Ref +5, Will +3; Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 8.

Skills and Feats: Heal +5, Hide +5, Listen +5, Move Silently +5, Ride (howler) +8, Search +1, Spot +15, Wilderness Lore +9; Quickdraw, Track, Weapon Focus (longsword).

Fight with Two Weapons: Ambidexterity and Two-Weapon Fighting when wearing light or no armor.

Spells Prepared (1; base DC = 11 + spell level): 1st—resist elements.

Possessions: Masterwork longsword, masterwork short sword, masterwork mighty composite longbow [+2], 20 masterwork arrows, +1 studded leather armor, cloak of resistance +1, eyes of the eagle, potion of cure light wounds.

	Miikolak: Female troglodyte Clr5; CR 6; Medium-size humanoid (reptilian); HD 2d8+4 plus 5d8+10; hp 46; Init +0; Spd 20 ft.;AC 24 (touch 10, flat-footed 24); Atk+6 melee (1d6,quarterstaff) and +2 melee (1d4, bite), or +5 ranged (1d6, javelin); SA Rebuke undead 3/day, stench; SQ Darkvision 90 ft., insanity; AL NE; SV Fort +10, Ref +2, Will +5; Str 10, Dex 11, Con 14, Int 10, Wis 13, Cha 10.

Skills and Feats: Climb +4, Concentration +7, Hide +2*, Knowledge (religion) +5, Listen +3; Multiattack, Scribe Scroll, Weapon Focus (quarterstaff), Weapon Focus (javelin). *+4 bonus on Hide checksin rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Insanity (Ex): Insanity score 2.  Wis 15 for bonus spells and DCs; Wis 11 for all other Wis-based checks.

Spells Prepared (5/5/4/2; base DC = 12 + spell level): 0—cure minor wounds, detect magic, guidance(2), resistance; 1st—bane, bless, divine favor, protection from good*, shield of faith; 2nd—bull’s strength, endurance, soften earth and stone*, spiritual weapon; 3rd—dispel magic, stone shape*.

*Domain spell.  Deity: Elder Elemental Eye.  Domains: Earth (turn or destroy air creatures, rebuke or command earth creatures); Evil (cast evil spells at 6th level).

Possessions: Ring of climbing, cloak of resistance +1, potion of cure serious wounds, divine scroll of cure moderate wounds, divine scroll of summon monster III, 2 javelins, masterwork quarterstaff, chitin full plate armor, curved knife, 56 gp, earth temple symbol.

	Moolowik: Male kuo-toa Rog4; CR 6; Medium-size monstrous humanoid (aquatic); HD 2d8+2 plus 4d6+4; hp 29; Init +1; Spd 20 ft., swim 50 ft.; AC 22 (touch 11, flat-footed 22); Atk +7 melee (1d6+2, +1 halfspear) and +1 melee (1d4, bite); SA Sneak attack +2d6; SQ Adhesive, amphibious, electricity resistance 30, evasion, immune to webs, poison, paralysis, hold, and figments, insanity, keen sight, light blindness, locate traps, slippery, uncanny dodge (Dex bonus to AC when flat-footed); AL NE; SV Fort +4, Ref +8, Will +4; Str 13, Dex 13, Con 13, Int 13, Wis 10, Cha 8.

Skills andFeats: Climb +5, Disable Device +3, Escape Artist +24, Hide +8, Knowledge (local) +3, Knowledge (religion) +6, Listen +9, Move Silently +11, Search +14, Sense Motive +4, Spot +13; Alertness, Blind-Fight, Dodge, Great Fortitude.

Adhesive (Ex): On a failed melee attack, attacker must succeeed 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 breathe by means of gills, they can survive indefinitely on land.

Keen Sight (Ex): Kuo-toa’s 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 confinement.

Possessions: +1 halfspear, pouch with 200 gp, +1 leather armor, large wooden shield with sapphire inlaid (400 gp).

	Murant: Male orc Bbn4/Ftr1; CR 5; Medium-size humanoid (orc); HD 5d12+15; hp 47; Init +2; Spd 40 ft.; AC 16 (touch 12, flat-footed 16); Atk +8 melee (1d8+5/x3, orc double axe) and +8 melee (1d8+3/x3, orc double axe) or +10 melee (1d8+7/x3 orc double axe single attack two-handed) or +7 ranged (1d8+4, trident); SA Poison, rage; SQ Darkvision 60 ft., light sensitivity, uncanny dodge (Dex bonus to AC when flat-footed); AL CE; SV Fort +9, Ref +3, Will –1; Str 19, Dex 15, Con 17, Int 8, Wis 7, Cha 9.

Skills and Feats: Intimidate +6, Intuit Direction +5, Jump +5, Listen +5; Ambidexterity, Two-Weapon Fighting, Exotic Weapon Proficiency (orc double axe).

Poison (Ex): Large scorpion, poison on both ends of orc double axe.  Fort save DC 18; 1d6 Str/1d6 Str.

Rage (Ex): 2/day—hp 57; AC 14 (touch 10, flat-footed 14); Atk +10 melee (1d8+7/x3 orc double axe) and +10 melee (1d8+4/x3, orc double axe) or +12 melee (1d8+10/x3 orc double axe single attack) or +7 ranged (1d8+6, trident); SV Fort +9, Will +1; Str 23, Con 21.  Lasts 8 rounds, then fatigued.

Light Sensitivity: -1 penalty on attack rolls in bright sunlight or in a daylight spell.

Possessions: +1 orc double axe, +1 hide armor, trident, potion of blur, Large scorpion venom (1 dose on each axe head).

	Nilbool: Male kuo-toa Clr2/Ill5; CR 9; Medium-size monstrous humanoid (acquatic); HD 2d8+2 plus 2d8+2 plus 5d4+5; hp 43; Init +0; Spd 20 ft., swim 50 ft.; 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, slippery; AL NE; SV Fort +7, Ref +6, Will +12; Str 13, Dex 10, Con 13, Int 16, Wis 15, Cha 8.

Skills and Feats: Concentration +8, Craft (metalworking) +8, Escape Artist +20, Heal +3, Knowledge (arcana) +10, Knowledge (religion) +10, Listen +9, Move Silently +5, Scry +8, Search +8, Spellcraft +10, Spot +9; Alertness, Craft Wand, Dodge, Great Fortitude, Lightning Reflexes, Scribe Scroll, Spell Focus (Evocation).

Amphibious (Ex): Although kuo-toas breathe by means of gills, they can survive indefinitely on land.

Insanity (Ex): Insanity score 1.  Wis 16 for bonus spells and DCs.  Wis 14 for all other Wis-based checks.

Keen Sight (Ex): Kuo-toa’s 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 confinement.

Wizard Spells Prepared (5/5/4/3; base DC = 13 + spell level): 0—detect magic, dancing lights*, mage hand, read magic, resistance; 1st—magic missile (2), shield, silent image*,  true strike; 2nd—blur, nvisibility*, mirror image, web; 3rd—displacement*, lightning bolt(2).

Cleric Spells Prepared (4/4; base DC = 13 + spell level): 0—detect magic, light, read magic, resistance; 1st—command, obscuring mist, protection from good, summon monster I.

Deity: Elder Elemental Eye.  Domains: Chaos (cast chaos spells at 3rd level); Water (turn or destroy fire creatures, rebuke or command water creatures).

Lightning Bolt has a spell DC of 18 instead of 16 because of spell focus.

Possessions: Wand of slow (8 charges), wand of levitate (25 charges), wand of mage armor (50 charges), potion of haste, protection of protection from elements (fire), potion of nondetection, ring of protection +1,curved knife, heavy mace, two 10gp goldearrings, 50 gp coral ring, 75 gp gold ring, 110 gp coral earrings, water temple symbol, spellbook.

Opposed School: Enchantment.

	Ooamarthis: Male duergar Ftr7; CR 8; Medium-size humanoid (dwarf); HD 7d10+28; hp 69; Init +4; Spd 15 ft. (full plate); AC 21 (touch10, flat-footed 21); Atk +12/+7 melee (1d10+6/x3, +1 dwarven waraxe); SQ Darkvision 120 ft., immune to paralysis, phantasms, and magical or alchemical poisons,light sensitivity, spell-like abailities, stonecunning; +2 bonus on saves vs. poisons, spells or spell-like effects, +1 bonus on attacks against orcs and goblinoids, +4 dodge bonus against giants, +2 bonuson Appraise or Craft checks related to stone or metal; AL LE; SV Fort +9, Ref +2, Will +2; Str 16, Dex 10, Con 18, Int 10, Wis 10, Cha 10.

Skills and Feats: Appraise +2, Climb +6, Craft (metalworking) +2, Craft (stoneworking) +2, Listen +5, Move Silently –3, Spot +5, Swim +5; Alertness, Cleave, Exotic Weapon Proficiency (dwarven waraxe), Greate Cleave, Improved Initiative, Power Attack, Weapon Focus (dwarven waraxe), Weapon Specialization (dwarven waraxe).

Light Sensitivity (Ex): -2 penalty on attack rolls, saves, and checks in bright sunlight or in daylight spell.

Spell-Like Abilities (Sp): 1/day—enlarge, invisibility (both as Wiz14).  These abilities can only affect Ooamarthis.

Possessions: +1 dwarven waraxe, +1 full plate, bracers of health +2 (included above), assorted gems (300 gp), large steel shield, metal key to area 206.

	Oomkaan: Male half-fiend/half-kuo-toa Clr4; CR 9; Medium-size outsider (evil); HD 6d8+12; hp 40; Init +2; Spd 20 ft., fly 20 ft. (average), swim 50 ft.; 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 ft., electricityresistance 30, immune to webs, poison, paralysis, hold, and figments, insanity, keen sight, light blindness, slippery; AL NE; SV Fort +9, Ref +6, Will +8; Str 17, Dex 14, Con 15, Int 17, Wis 15, Cha 10.

Skills and Feats: Concentration +6, Escape Artist +20, Heal +5, Knowledge (arcana) +7, Knowledge (nature) +7, Knowledge (religion), Listen +7, Move Silently +5, Search +11, Spellcraft +7, Spot +9; Alertness, Dodge, Great Fortitude, Lightning Reflexes, Mobility, Weapon Focus (bite).

Spell-Like Abilities (Sp): 3/day—darkness; 1/day—desecrate,unholy blight (all as Sor6).  DC = 10 + spell level.

Adhesive (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 the wielder’s grasp.

Amphibious (Ex): Although kuo-toas breathe by means of gills, they can survive indefinitely on land.

Insanity (Ex): Insanity score 1.  Wis 16 for bonus spells and DCs.  Wis 14 for all other Wis-based checks.

Keen Sight (Ex): Kuo-toa’s 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 confinement.

Spells Prepared (5/5/4;base DC = 13 + spelllevel): 0—cure minor wounds, detect magic, guidance, resistance (2); 1st—cure light wounds, divine favor, entropicshield, obscuring mist*, shield of faith; 2nd—bull’s strength, cure moderate wounds, endurance, Tharizdun’s touch*.

*Domain spell: Deity: Elder Elemental Eye.  Domains: Madness (1/day add Insanity score to Wis-based roll); Water (turn or destroy fire creatures, rebuke or command water creatures).

Possessions: +2 large steel shield, potion of cat’s grace, divine scroll of cure moderate wounds (2), 12 pp, water temple symbol, lesser key of water.



	Poolidib (whip): Male kuo-toa Clr5; CR 7; Medium-size monstrous humanoid (aquatic); HD 2d8+2 plus 5d8+5; hp 41; Init +0; Spd 20 ft., swim 50 ft.; AC 20 (touch 12, flat-footed 20); Atk +6 melee (1d8+1, heavy mace) and +1 melee (1d4, bite); SA Rebuke undead 2/day; SQ Adhesive, amphibious, electricity resistance 30, immune to webs, poison, paralysis, hold, and figments, insanity, keen sight, light blindness, slippery; AL NE; SV  Fort +7, Ref +4, Will +8; Str 13, Dex 10, Con 13, Int 13, Wis 14, Cha 8.

Skills and Feats: Concentration +6, Escape Artist +18, Heal +6, Knowledge (religion) +6, Listen +10, Move Silently +3, Search +10, Spellcraft +2, Spot +14; Alertness, Dodge, Great Fortitude, Still Spell.

Spell-Like Abilities (Sp): 3/day—darkness; 1/day—desecrate,unholy blight (all as Sor6).  DC = 10 + spell level.

Adhesive (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 the wielder’s grasp.

Amphibious (Ex): Although kuo-toas breathe by means of gills, they can survive indefinitely on land.

Insanity (Ex): Insanity score 1.  Wis 16 for bonus spells and DCs.  Wis 14 for all other Wis-based checks.

Keen Sight (Ex): Kuo-toa’s 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 confinement.

Spells Prepared (5/5/4/3; base DC = 13 + spelllevel): 0—cure minor wounds, detect 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*.

*Domain spell: Deity: Elder Elemental Eye.  Domains: Madness (1/day add Insanity score to Wis-based roll); Water (turn or destroy fire creatures, rebuke or command water creatures).
Possessions: Ring of protection +2, potion of stone salve, large wooden shield, heavy mace, 12 pp, water temple symbol.


	Reokallitan: Male troglodyte Rog3/Clr4; CR 9; Medium-size humanoid (reptilian); HD 2d8+2 plus 3d6+3 plus 4d8+4; hp 49; Init +2; Spd 30 ft.; AC 25 (touch 11, flat-footed 25); Atk +6/+1 melee (1d6+2/19-20, +1 short sword) and +6 melee (1d6/19-20 masterwork short sword) and +5 melee (1d4, bite),  or +9/+4 (1d6+1, javelin); SA Rebuke undead 4/day, Sneak attack +2d6, stench; SQ Darkvision 90 ft., evasion, insanity, locate traps, uncanny dodge (Dex bonus to AC when flat-footed); AL NE; SV Fort +9, Ref +6, Will +7; Str 13, Dex 15, Con 12, Int 11, Wis 15, Cha 12.

Skills and Feats: Balance –1, Bluff +4, Concentration +5, Disable Device +3,Hide +7*, Knowledge (religion) +4, Listen +7, Move Silently –1, Search +3, Spot +4; Ambidexterity, Multiattack, Scribe Scroll, Two-Weapon Fighting, Weapon Focus (javelin), *+4 bonus on Hide checks in or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Insanity (Ex): Insanity score 2.  Wis 17 for bonus spells and DCs; Wis 13for all other Wis-based checks.

Spells Prepared (5/5/4; base DC = 13 + spell level): 0—cure minor wounds, detect magic, detect poison, guidance, resistance; 1st—bane, command, cure light wounds (2), random action ; 2nd—bull’s strength, endurance, summon monster II, Tharizdun’s touch*.

*Domain spell.  Deity: Elder Elemental Eye.  Domains:  Earth (turn or destroy air creatures, rebuke or command earth creatures); Madness (1/day add Insanity score to Wis-based roll).

Possessions: +1 short sword, divine scroll of summon monster II, divine scroll of divine favor, divine scroll of bless, masterwork short sword, 4 javelins, full plate armor, curved knife, 21 gp, 120 gp gold bracelet, earth temple symbol.

	Skassik: Male salamander Ftr1/Blk3; CR 10; Medium-size outsider (fire); HD 8d8+8 plus 1d10+1 plus 3d10+3; hp 74; Init +1; Spd 15 ft.; AC 24 (touch 10, flat-footed 24); Atk +16/+11/+6 melee (2d6+3/19-20, barbed masterwork greatsword and 1d6 fire) and +14 melee (2d6+1, tail slap and 1d6 fire); SA Command undead 5/day, constrict 2d6+1 and 1d6 fire, poison, smite good (1/day, +2 attack, +3 damage); SQ Blackguard abilities, damage reduction 10/+1, fire subtype; AL CE; SV Fort +14, Ref +10, Will +11; Str 14, Dex 13, Con 12, Int 14, Wis 15, Cha 14.

Skills and Feats: Craft (metalworking) +16, Escape Artist +4, Hide +5, Knowledge (religion) +6, Listen +14, Move Silently +8, Search +12, Sense Motive +12, Spot +14; Alertness, Cleave, Multiattack, Power Attack, Sunder, Weapon Focus (greatsword).

Constrict (Ex): Skassik deals automatic tail slap damage (including fire damage) with a successful grapple check against creatures up to Large size.

Poison (Ex): Giant wasp poison.  For save DC 18, 1d6 Dex/1d6 Dex.

Blackguard Abilities: Detect goodat will, aura of despair (enemies within 10 ft. suffer –2 morale penalty on all saves)

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

Spells Prepared (2/1; base DC = 12 + spell level): 1st—cause fear, cure light wounds; 2nd—bull’s strength.

Possessions: Bright red half-plate armor, barbed masterwork greatsword, ring of feather falling, giant wasp poison (2 doses).

	Slaazh: Male troll Ftr2; CR 7; Large Giant; HD 6d8+36 plus 2d10 + 12; hp 86; Init +2; Spd 20 ft.; AC 26 (touch 11, flat-footed 24); Atk +13/+8 melee (2d6+7/19-20, masterwork greatsword) or +12 melee (1d6+7, 2 claws) and +7 melee (1d6+3, bite); Reach 10 ft.; SA Rend 2d6+10; SQ Darkvision 90 ft., Regeneration 5, Scent; AL CE; SV Fort +14, Ref +4, Will +3; Str 24, Dex 14, Con 22, Int 8, Wis 8, Cha 7.

Skills and Feats: Climb +3, Listen +6, Spot +5; Alertness, Cleave, Iron Will, Power Attack.

Rend (Ex): If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll. If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes. The creature can reattach the severed member instantly by holding it to the stump.

Possessions: Masterwork greatsword, +1 chainmail, large wooden shield, dust of tracelessness, key to chest in area 38 of CRM.

Slaazh speaks Giant.

	Snearak: Male troglodyte Clr5; CR 6; Medium-size humanoid (reptilian); HD 2d8+4 plus 5d8+10; hp 46; Init +0; Spd 20 ft.; AC 25 (touch 9, flat-footed 25); Atk+5 melee (1d8, masterwork morningstar) and +2 melee (1d4, bite), or +4 ranged (1d6, javelin); SA Rebuke undead 4/day, stench; SQ Darkvision 90 ft., insanity; AL NE; SV Fort +6, Ref +5, Will +5; Str 10, Dex 9, Con 15, Int 11, Wis 15, Cha 12.

Skills and Feats: Concentration +10, Knowledge (religion) +8, Listen +4; Multiattack, Scribe Scroll, Lightning Reflexes, Weapon Focus (javelin). *+4 bonus on Hide checksin rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Insanity (Ex): Insanity score 2.  Wis 15 for bonus spells and DCs; Wis 11 for all other Wis-based checks.

Spells Prepared (5/5/4/3; base DC = 13 + spell level): 0—cure minor wounds, detect magic, detect poison, guidance, resistance; 1st—bane, bless, command, magic stone*, shield of faith; 2nd—hold person (2), spiritual weapon, soften earth and stone*; 3rd—cure serious wounds, dispel magic, stone shape*.

*Domain spell.  Deity: Elder Elemental Eye.  Domains: Earth (turn or destroy air creatures, rebuke or command earth creatures); Evil (cast evil spells at 6th level).

Possessions: Wand of Summon Monster III (12 charges), potion of cure light wounds, divine scroll of hold person, divine scroll of remove paralysis, divine scroll of protection from elements, 2 javelins, masterwork morningstar, full plate armor, large steel shield, 90 gp gem (agate), earth temple symbol, lesser key of earth.

	Swordmaster: Male troglodyte Ftr4; CR 5; Medium-size humanoid (reptilian); HD 2d8+4 plus 4d10+8; hp 60; Init +4; Spd 20 ft.; AC 23 (touch 10, flat-footed 23); Atk +10 melee (2d6+6/19-20, sword of earth) and +5 melee (1d4, bite), or +6 ranged (1d6+2, javelin); SA Stench; SQ Darkvision 90 ft.; AL CE; SV Fort +9, Ref +1, Will +1; Str 14, Dex 10, Con 14, Int 8, Wis 10, Cha 8.

Skills and Feats: Climb –3, Hide +0*, Listen +4; Cleave, Improved Initiative, Multiattack, Power Attack, Weapon Focus (greatsword), Weapon Focus (javelin), Weapon Specialization (greatsword).  *+4 bonus on Hide checks in rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Possessions: Sword of earth (+2 greatsword, endure elements (acid) active when drawn, blast of rock for 3d6 impact damage ranged touch attack up to 60’ 1/day), 4 javelins, half-plate armor.

	Tac (aka Brother Abel): Male human Mnk9; CR 9; Medium-size humanoid (human); HD 9d8+18; hp 78; Init +3; Spd 60 ft.; AC 19 (touch 16, flat-footed 19); Atk +9/+6 melee (1d10+1, unarmed strike) or +7/+7/+4 (1d10+1, flurry of blows); SA Stunning Attack; SQ Monk abilities; AL LE; SV Fort +8, Ref +9, Will +8; Str 13, Dex 16, Con 14, Int 14, Wis 14, Cha 12.

Skills and Feats: Balance +17, Climb +13, Hide +15, Jump +15, Listen +10, Move Silently +15, Spot +4, Tumble +17; Deflect Arrows, Dodge, Fists of Iron, Improved Trip, Mobility, Spring Attack, Weapon Finesse (unarmed attack).

Stunning Attack (Ex): 9/day, DC 16.

Monk Abilities: Still mind, slow fall 50 ft., purity of body, wholeness of body, leap of the clouds, improved evasion.

Fists of Iron: 5/day, 1d4 extra damage on attack, declare first

Possessions: Bracers of Armor +2, amulet of natural armor +1, ring of sustenance, ring of warmth, potion of blur, potion of bull’s strength, potion of endurance, potion of darkvision.

	Tarren: Male human Drd8; CR 8; Medium-size humanoid (human); HD 8d8; hp 35; Init +2; Spd 30 ft.; AC 17 (touch 12, flat-footed 15); Atk +6/+1 melee (1d6-1/18-20, scimitar) or +8/+3 ranged; SQ Druid abilities; AL NE; SV Fort +6, Ref +6, Will +8; Str 9, Dex 15, Con 10, Int 13, Wis 14, Cha 17.

Skills and Feats: Animal Empathy +14, Handle Animal +16, Heal +15, Knowledge (nature) +12, Profession (herbalist) +13, Wilderness Lore +13; Brew Potion, Dodge, Lightning Reflexes, Track.

Druid Abilities: Nature sense, animal companion (Kiibo, dire bear), woodland stride, trackless step, resist nature’s lure, wild shape (3/day, small or medium-size).

Spells Prepared (6/5/4/3/2; base DC = 12 + spell level): 0—create water, detect magic, guidance, know direction, light, resistance; 1st—calm animals, cure light wounds, endure elements, magic fang, pass without trace; 2nd—barkskin, flame blade, heat metal, speak with animals; 3rd—cure moderate wounds, greater magic fang, protection from elements; 4th—dispel magic, flame strike.

Possessions: +2 hide armor, periapt of proof against poison, potion of cure light wounds, potion of lesser restoration, potion of neutralize poison, potion of poison, masterwork scimitar.

	Tenaris Glimmerdawn: Female elf Ftr3; CR 3 (currently 2 without gear); Medium-size humanoid (elf); HD 3d10+3; hp 19; Init +7; Spd 30 ft.; AC 13 (touch 13, flat-footed 10); Atk +5 melee (1d3+2, subdual unarmed) or +6 ranged; SQ Immune to sleep, low-light vision, +2 bonus on saves vs. enchantments; AL CG; SV Fort +4, Ref +4, Will +1; Str 14, Dex 17, Con 13, Int 11, Wis 10, Cha 12.

Skills and Feats: Climb +8, Handle Animal +4, Listen +2, Ride (horse) +6, Search +2, Spot +2; Dodge, Improved Initiative, Mounted Archery, Mounted Combat.

Possessions: none.

	Terrenygit: Male troglodyte Clr5; CR 6; Medium-size humanoid (reptilian); HD 7d8+21; hp 55; Init +0; Spd 20 ft.; AC 26 (touch 10, flat-footed 26); Atk +8 melee (1d8+3, +1 morningstar) and +4 melee (1d4+1, bite), or +5 ranged (1d6+2, javelin); SA Rebuke Undead 4/day, stench; SQ Darkvision 90 ft., insanity; AL NE; SV Fort +10, Ref +1, Will +6; Str 14, Dex 10, Con 17, Int 11, Wis 16, Cha 13.

Skills and Feats: Concentration +10, Hide +0*, Knowledge (religion) +5, Listen +5; Multiattack, Scribe Scroll, Weapon Focus (morningstar), Weapon Focus (javelin). *+4 bonus on Hide checksin rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Insanity (Ex): Insanity score 2.  Wis 18 for bonus spells and DCs; Wis 14 for all other Wis-based checks.

Spells Prepared (5/5/4/3; base DC = 14 + spell level): 0—cure minor wounds, detect magic, detect poison, guidance, resistance; 1st—bane, command, cure light wounds, random action*, shield of faith; 2nd—bull’s strength, endurance,  hold person, Tharizdun’s Touch*; 3rd—blindness/deafness, dispel magic, rage*.

*Domain spell.  Deity: Tharizdun.  Domains: Evil (cast evil spells at 6th level); Madness (1/day add Insanity score to Wis-based roll)

Possessions: Black Robes, +1 morningstar, potion of cat’s grace, divine scroll of hold person, divine scroll of rage, divine scroll of prayer,2 javelins, full plate armor, large steel shield, curved knife, necklace of bonues and teeth (worthless), 76 gp, holy symbol (obex).

	Tessimon: Female human Clr9; CR 10; Medium-size humanoid (human); HD 9d8+18; hp 61; Init +1; Spd 20 ft.; AC 20 (touch 9, flat-footed 20); Atk +11/+6 melee (1d8+3, masterwork heavy mace with demonic right arm) or +9 melee (6, 3 tentacles from lesser tentacle rod) or +5 ranged (1d8/19-20, light crossbow); SA Demonic right arm, Rebuke undead 5/day; SQ Insanity; AL CE; SV Fort +8, Ref +2, Will +7; Str 12, Dex 9, Con 14, Int 14, Wis 16, Cha 14.

Skills and Feats: Concentration +14, Heal +13, Knowledge (religion) +14, Profession (herbalist) +13, Spellcraft +14; Brew Potion, Empower Spell, Scribe Scroll, Toughness, Weapon Focus (heavy mace).

Demonic Right Arm (Ex): A demonic right arm is muscular and sinewy, with a large clawed hand.  When using the arm, the character’s strength is treated as 4 points higher.  It can make attacks against the character’s enemies with the character’s best attack bonus, inflicting 1d6 points of damage plus the character’s modified strength bonus.

Insanity (Ex): Insanity score 4.  Wis 20 for bonus spells and DCs; Wis 12 for all other Wis-based checks.

Spells Prepared (6/7/6/5/4/3; base DC = 15 + spell level): 0—cure minor wounds (2), guidance, read magic, resistance (2); 1st—burning hands*, command (2), divine favor, entropic shield, protection from good, shield of faith; 2nd—cure moderate wounds, death knell, endurance, produce flame*, silence, spiritual weapon; 3rd—blindness/deafness, dispel magic, magic circle against good*, magic vestment, protection from elements; 4th—cure critical wounds, divine power, summon monster IV, unholy blight*; 5th—flame strike, fire shield*, spell resistance.

*Domain spell.  Deity: Elder Elemental Eye.  Domains: Evil (cast evil spells at 10th level); Fire (turn or destroy water creatures, rebuke or command fire creatures)

Possessions: Ochre robes, lesser tentacle rod, potion of heroism, divine scroll of raise dead, divine scroll of flame strike(2), divine scroll of cure moderate wounds(2), masterwork heavy mace, masterwork full plate armor, +1 large steel shield, light crossbow, 10 bolts, fire temple symbol, lesser key of fire.

	Tippesh: Female human Evo6; CR 6; Medium-size humanoid (human); HD 6d4+6; hp 21; Init +2; Spd 30 ft.; AC 12 (touch 12, flat-footed 10); Atk +3 melee (1d4/19-20, dagger) or +5 ranged (1d4/19-20, dagger); AL LE; SV Fort +3, Ref +4, Will +4; Str 11, Dex 14, Con 12, Int 15, Wis 9, Cha 10.

Skills and Feats: Alchemy +11, Concentration +10, Knowledge (arcana) +11, Knowledge (religion) +11, Spellcraft +11; Brew Potion, Dodge, Empower Spell, Scribe Scroll, Spell Focus (Evocation), Toughness.

Spells Prepared (5/5/5/3; base DC = 12 + spell level): 0—detect magic, detect poison, light*, read magic, resistance; 1st—magic missile (2)*, charm person (2), sleep; 2nd—darkness*, flaming sphere*, obscure object, shatter*, see invisibility; 3rd—dispel magic, fireball*, lightning bolt

*These spells belong to the Evocation school, Tippesh’s specialty.  Because of Spell Focus, their DC is 14+spell level.  Prohibited school: Conjuration.

Possessions: Slippers of spider climbing, arcane scroll of blink, potion of cure light wounds, potion of cat’s grace, potion of endurance, potion of fox’s cunning, 2 daggers, 15 gp.

	Urlug: Male kuo-toa Mnk6; CR 8; Medium-size monstrous humanoid (aquatic); HD 2d8+2 plus 6d8+6; hp 44; Init +6; Spd 50 ft., swim 50 ft.; AC 25 (touch 16, flat-footed 23); Atk +8/+5 melee (1d8+1, unarmed strike) or +6/+6/+3 melee (1d8+1, flurry of blows) or +7/+2 ranged (1d6+1/x3, halfspear); SA Stunning attack; SQ Adhesive, Amphibious, electricity resistance 30, immune to webs, poison, paralysis, hold, and figments, keen sight, light blindness, monk abilities, slippery; AL LE; SV Fort +8, Ref +10, Will +11; Str 13, Dex 14, Con 13, Int 10, Wis 16, Cha 10.

Skills and Feats: Balance +6, Climb +3, Escape Artist +20, Knowledge (religion) +1, Jump +5, Listen +12, Move Silently +11, Search +9, Spot +4; Alertness, Deflect Arrows, Dodge, Great Fortitude, Improved Trip, Weapon Focus (unarmed attack), Improved Initiative.

Stunning Attack (Ex): 6/day, DC 16.

Adhesive (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 the wielder’s grasp.

Amphibious (Ex): Although kuo-toas breathe by means of gills, the can survive indefinitely on land.

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.

Monk Abilities: Evasion, still mind, slow fall 30 ft., purity of body.

Slippery (Ex): Not affected by webs or other forms of confinement.

Possessions: Bracers of armor +2, brooch of shielding, diamond (800 gp), 3 halfspears.

	Urolax: Female bugbear Ftr4; CR 7; Medium-size humanoid (goblinoid); HD 3d8+3 plus 4d10+4; hp 50; Init +1; Spd 30 ft.; AC 19 (touch 12, flat-footed 18); Atk +13/+8 melee (1d10+8/19-20, +2 bastard sword) or +7/+2 ranged (1d6+4, javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +6, Ref +5, Will +2; Str 18, Dex 12, Con 13, Int 10, Wis 10, Cha 12.

Skills and Feats: Jump +3, Listen +3, Move Silently +4, Spot +4; Alertness, Cleave, Exotic Weapon Proficiency (bastard sword), Power Attack, Weapon Focus (bastard sword), Weapon Specialization (bastard sword).

Possessions: +2 bastard sword, banded mail, large wooden shield, 4 javelins.

	Uskathoth: Male troglodyte Clr6; CR 7; Medium-size humanoid (reptilian); HD 8d8+16; hp 53; Init +1; Spd 20 ft.; AC 27 (touch 11, flat-footed 26); Atk +8 melee (1d8+2, masterwork morningstar) and +5 melee (1d4+1, bite), or +7 ranged (1d6+2, javelin); SA Rebuke Undead 4/day, stench; SQ Darkvision 90 ft., insanity; AL NE; SV Fort +10, Ref +3, Will +7; Str 14, Dex 13, Con 14, Int 12, Wis 17, Cha 13.

Skills and Feats: Concentration +8, Hide +1*, Knowledge (religion) +7, Listen +6, Spellcraft +7; Dodge, Multiattack, Scribe Scroll, Weapon Focus (javelin). *+4 bonus on Hide checksin rocky or subterranean settings.

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Insanity (Ex): Insanity score 3.  Wis 20 for bonus spells and DCs; Wis 14 for all other Wis-based checks.

Spells Prepared (5/6/5/4; base DC = 15 + spell level): 0—cure minor wounds(2), detect magic, guidance, resistance; 1st—, cure light wounds, divine favor (2), magic weapon,  random action*, shield of faith; 2nd—aid, bull’s strength, endurance,  resist elements, Tharizdun’s Touch*; 3rd—bestow curse, dispel magic, magic vestment, rage*.

*Domain spell.  Deity: Elder Elemental Eye.  Domains: Earth (turn or destroy air creatures, command or rebuke earth creatures); Madness (1/day add Insanity score to Wis-based roll)

Possessions:Gloves of Dexterity +2, potion of cure moderate wounds, scroll of dispel magic, masterwork morningstar, 3 javelins, full plate armor, large steel shield, curved knife, three 75 gp gems (rose quartz), iron key (opens chest in area 223 of the CRM), lesser key of earth.

	Virith: Female elf War4; CR 3; Medium-size humanoid (elf); HD 4d8; hp 20; Init +3; Spd 30 ft.; AC 17 (touch 13, flat-footed 14); Atk +8 melee (1d8+3/19-20, masterwork longsword) or +9 ranged (1d8+3/x3, masterwork mighty composite longbow [+3 strength bonus], masterwork arrows); SQ Immune to sleep, low-light vision, +2 bonus on saves vs. enchantments; AL CE; SV Fort +4, Ref +4, Will +1; Str 16, Dex 16, Con 11, Int 9, Wis 10, Cha 11.

Skills and Feats: Intimidate +5, Jump +5, Listen +2, Ride (horse +4), Search +1, Spot +2; Point Blank Shot, Precise Shot.

Possessions: Masterwork mighty composite longbow [+3 strength bonus], 20 masterwork arrows, mithril chain shirt, masterwork longsword, potion of blur, potion of endurance, Quaal’s feather token (bird).

	Vranthis: Male juvenile green dragon; CR 7; Large dragon (air); HD 14d12+42; hp 133; Init +4; Spd 40 ft, fly 150 ft. (poor), swim 40 ft.; AC 22 (touch 9, flat-footed 22); Atk +17 melee (2d6+4, bite) and +12 melee (1d8+2, 2 claws) and +12 melee (1d6+2, 2 wings) and +12 melee (1d8+6, tail slap); Face/Reach 5x10/10; SA Breath Weapon; SQ Blindsight 120 ft., immune to sleep, paralysis and acid, keen senses, low-light vision, water breathing; AL LE; SV Fort +12, Ref +9, Will +11; Str 19, Dex 10, Con 17, Int 14, Wis 15, Cha 14.

Skills and Feats: Bluff +16, Concentration +17, Diplomacy +18, Escape Artist +14, Hide –4, Intimidate +4, Knowledge (religion) +16, Listen +16, Search +16, Spellcraft +16, Spot +16; Flyby Attack, Improved Initiative, Power Attack, Sunder.

Breath Weapon (Su): 40 ft. cone of acid gas, 8d6 points of acid damage, Ref save DC 20 half.

Water Breathing (Ex): Vranthis can breathe underwater indefinitely and can use his breath weapon and other abilities while submerged.

Keen Senses (Ex): Includes darkvision 400 ft.

Spells Known (5/5; base DC 12 + spell level): 0—arcane mark, detect magic, mage hand, read magic; 1st—mage armor, spider climb.

	Wormspike: Male ogre War2; CR 4; Large Giant; HD 4d8+8 plus 2d8+4; hp 39; Init –1; Spd 30 ft.; AC 16 (touch 8, flat-footed 16); Atk +11 melee (2d6+8, +1 huge greatclub) or +3 ranged (1d8+5/x3, large javelin); Reach 10 ft.; AL CE; SV Fort +9, Ref +0, Will +1; Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7.

Skills and Feats: Climb +6, Listen +2, Spot +2; Power Attack, Weapon Focus (greatclub).

Possessiosn: +1 huge greatclub, huge hide armor, 4 huge shortspears, gold necklace (500 gp).

	Zert: Male human Ftr8; CR 8; Medium-size humanoid (human); HD 8d10+8; hp 52; Init +6; Spd 20 ft.; AC 17 (touch 10, flat-footed 17); Atk +11/+6 melee (1d6+6/17-20 and 1d6 fire, +1 flaming short sword) and +12 melee (1d6+5/17-20, sword of fire); AL CE; SV Fort +7, Ref +4, Will +1; Str 17, Dex 15, Con 12, Int 13, Wis 9, Cha 10.

Skills and Feats: Climb +7, Handle Animal +7, Jump +7, Ride (horse) +5, Swim +7; Ambidexterity, Cleave, Dodge, Improved Initiative, Improved Critical (short sword), Power Attack, Two-Weapon Fighting, Weapon Focus (short sword), Weapon Specialization (short sword).

Possessions: Sword of fire (+2 short sword, endure elements when drawn, 1/day blast of flame for 4d6 with ranged touch attack to 40 ft.), +1 flaming short sword, potion of endurance, half-plate armor, lesser key of fire, iron key (opens chest in area 116 of CRM).

	


