On the way to Moathouse

  d%            Encounter                                        Average EL                         

01-60          None                                                n/a

61-70          1d3 dire badgers                              4

71-80          Ankheg                                            3

81-85 1d3+1 hobgoblins (scouts or spies1,5

from the tribe in the temple)     

86-90          1d3+1 brigands (war1)                    1,5

91-95          1d4+1 wild dogs                              1

96-100        Yeth Hound                                     3

The Moathouse

1.    Reeds: Giant Frog

       Giant Frog; CR3: Medium-Size Magical Beast; HD 3d10+12, hp 42 (28); Init +0; Spd: 20 ft.; AC 14 (+4 natural) (touch       

       14, flatfooted 14), Atk Tongue +2 ranged (Tongue grapple), bite +2 melee (2d6+2), or bite +6 melee (2d6+6);  (10 ft. with 

       tongue); SA Improved Grab, swallow hole; SQ Darkvision 60 ft.; Al N; SV Fort +7, Ref +3, Will +0; Str 18+4, Dex 

       11, Con 18+4, Int 2, Wis 9, Cha 6; Skills Hide +4, Spot +1.

       Improved Grab: To use this ability, it must hit with its tongue. Grabbed victims of M-size or smaller are pulled into 

       its mouth on the same round for a bite attack. Swallow Hole (Ex): It can swallow creatures of S-size or smaller the round after a 

       victims grabbed- A swallowed creature can climb out of the frog with a successful grapple check returning it to the frog mouth 

       where another successful grapple check is needed to get free. A swallowed creaturecan also cut its way out by using claws or a 

       small or Tiny slashing weapon to deal 10 oints of dam to the frog’s interior (AC 14). It can swallow only one S. creature, 4 T. 

       creatures, 16 Diminutive creatures, or 32 Fine creatures at a time.

6.    Great Hall (Dragon’s Lair)

       Utreshimon; CR 5; Male Young blue dragon (Medium-Size dragon (earth)); HD 12d12+24; hp 168 (102); Init +0; Spd 40 ft., 

       Burrow 20 ft., fly 150 ft. (poor); AC 21 (touch 10, flatfooted 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; Fort +10, Ref +8, Will +9; Str 17+3, Dex 10, Con 15+1, Int 12, Wis 13, Cha 12; Skills and 

       Feats: Bluff+13, Intimidate +3, Diplomacy+15, 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 dam, 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. Conc Dc 16 to cast a spell inside. Spell-Like Abilities: 3/day-create/destroy water (DC 

       17). Use potions. 

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

12.  Gray Ooze; CR 4; Medium-Size Ooze; HD 3D10+10, hp 40 (26);  Spd 10 ft; Init -5 (Dex); AC 5 (-5 Dex, touch 5, flatfooted 

       5); Atk Slam +3 melee (1d6+1 and 1d6 acid); SA Improved Grab, acid, corrosion, constrict 1d6+1 and 1d6 acid; SQ Blindsight, 

       cold and fire immunity, ooze, camouflage; Al N; SV Fort +1, Ref –4, Will –4; Str 12, Dex 1, Con 11, Int -, Wis 1, Cha 1.

       Blindsight (Ex) It can ascertain prey by scent and vibration within 60 ft. Ooze Immune to mind-influencing, poison, sleep, 

       paralysis, stunning, and polymorphing. Not subject to critical hits. Imroved Grab (Ex) It must hit with its slam attack. If it gets 

       a hold, it can constrict. Acid (Ex) It secrets a digestive acid that quickly dissolves organig material and metal.

       Any melee hit deals acid damage. Its acidic touch deals 40 points of damage per round to wood and metal objects. Armor or 

       clohing dissolves and become useless immediately unless it succeds at a Reflex save (DC 19). The Acid cannot harm stone. A 

       metal or wooden weapon that strikes a gray ooze also dissolves immediately unless it succeds at a Ref save (Dc 19). Constrict

       (Ex) It deals automatic slam and acid damage with a successful grapple check. The opponent’s clothing and armor suffer a –4

       penalty to Ref against the acid. Camouflage (Ex) It takes a successful spot check (Dc 15) to recognize a motionless gray ooze

       for what it really is.

Moathouse Dungeon

18.  Gnoll Guards. Gnolls (2); CR 1; HD 2d8+2; HP: 10, 11; Init +0; Spd 20’; AC 17 (touch 10, flat footed 17); Atk +3 melee 

       (1d8+2, battle axe) or +1 ranged(1d6 shortbow); AL: CE; SV Fort+4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11,

       Cha 8; Skills/Feats: Listen +3, Spot +3, Power Attack. Possessions: Battle Axe, Short Bow, 20 arrows, Scale Armor

21.  Prison. Ghast;  CR 3; Medium-Size Undead; HD 4d12; Hp 25; Init: +2; Spd 30 ft.; AC 16; Atk Bite +4 melee (1d8+1 and 

       paralysis), 2 claws +1 melee (1d4+1 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) Creatures within 10 ft. must succeed at a Fort DC 15 or be wrackd with nausea, suffering –2 penalty to all attack, 

       saves, and skills checksfor 1d6+4 minutes. Paralysis (Ex) Hitted creatures by a claw or bite atk must succeed at a Fort DC 15 or

     be paralysed for 1d6+4 minutes. Elves are vulnerable to this paralysis. 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. Create Spawn (Su) Any humanoid slain becomes a ghast in 1d4 days. 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.

       Casting Protection from Evil on a body before the end of that time averts the transformation (statistics are for human ghouls 

       and ghasts, so it may vary)

22.  Torture Chamber. Ghouls (3); CR 3; Medium-Size Undead; HD 2d12; Hp 10, 13, 14; Init: +2; Spd 30 ft.; AC 14; Atk Bite +3 

       melee (1d6+1 and paralysis), 2 claws +0 melee (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+8, Intuit Direction+3, Jump+6, Listen +7, Move Silently+7, Search+6, Spot+7, Multiattack, Weapon Finesse (bite).       

       Paralysis (see above except 1d6+2 minutes; Creat Spawn (see above); Undead (see above).

24.  Excavated Relics. Gren; CR 2; Female Human Clr 2; Medium-Size Humaoid (human); HD 2d8+5; hp 18; Init +0; Spd 20 ft.;

       AC 18 (Touch 10, flatfooted 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 10, Dex 12, Con 13, Int 13, Wis 14, Cha 13. Skills and 

       Feats: Concentration+6, Knowledge (arcane)+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*. *Domain Spell. Deity: Elder Elemental Eye. Domains: Fire (turn or destroy water creatures, rebuke or command fire

       creatures); Chaos (cast chaos spells at 3rd level).

       Possessions: Ochre robes, potion of sneak, of aid, of cure light wounds, MW morningstar, splint armor, large steel shield, light 

       crossbow, 10 bolts, 12 gp, 20 sp, holy symbol (black iron triangle with an inverted yellow Y).

      Gnolls (2); hp 10,12, 2d10 gp. 

25.  Skeletons!. Medium-Size Skeletons (6); CR 1/3; M-Size Undead; HD 1d12; Hp 4,5,6,6,9,10; Init: +5; Spd 30 ft.; AC 13; Atk 2 

       claws +0 melee (1d4); SQ Undead, Immunities;  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; Immunities (Ex) Cold Immunity, Half damage from piercing or slashing      

       weapons. 

       Large Skeleton; CR 1; Large Undead; HD 2d12; Hp 13; Init: +5; Spd 40 ft.; AC 13; Atk 2 claws +2 melee (1d6+2); SQ 

       Undead, Immunities;  Al N; SV Fort +0 Ref +1, Will +3; Str 22, Dex 12, Con-, Int -, Wis 10, Cha 11. Skills and Feats: 

Improved Initiative. Undead; Immunities (Ex) Cold Immunity, Half damage from piercing or slashing weapons.

27.  Portcullis Trap: CR 1; no attack roll required (drops portcullis in area 26); Search DC 20, Disable Device DC 20.

28.  Gnoll Lair. Gnolls (6): Hp 9, 10, 11, 11, 12, 14

29.  Gnoll Leader. Garrick; Gnoll Rgr2; CR 2; Male Gnoll Rgr 2; Medium-Size Humaoid (gnoll); HD 2d8+2+2d10+2; hp 28; Init 

       +1; Spd 30 ft.;  AC 16 (Touch 11, flatfooted 15); Atk +6 melee (1d6+3, MW Longsword), or +4 melee (1d8+2/19-20, MW 

       longsword and +4 melee (1d6+1(19-20 MW Short sword), or +4 ranged (1d6/*3 shortbow); SQ: Favored Enemy (humans +1; 

       combat with 2 weapons); Al CE; SV Fort +5; Ref +2; Will +5; Str 10, Dex 11, Con 14, Int 9, Wis 15, Cha 10. Skills and Feats: 

       Listen+5, Spot+5, Wildrness Lore+2, Power Attack. Quickdraw, Tracking, Ambidexterity, 2 Weapon Fighting.

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

30.  Cleric’s Quarters. Glyph of warding; CR 2;  5-ft acid spray (3d8), Ref DC 15 to half, Disable Device DC 28.

31.  Ambush. Ghast; hp 30. 

32a. Old Well Room. Geynor Ton; CR 2; Male Human Clr2; Medium-Size Humaoid (human); HD 2d8+4; hp 16; Init +0; Spd 20 

        ft.; AC 19 (Touch 10, flatfooted 19); Atk +2 melee (1d8, MW 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+4, Spot+4, 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. *Domain Spell. 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, MW 

       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).

       Ysslansh; CR 3; Male troglodyte Clr2; Medium-Size Humaoid (reptilian); HD 2d8+4+2d8+4; hp 28; Init +0; Spd 20 

        ft.; AC 24 (Touch 9, flatfooted 24); Atk +5 melee (1d8+1, MW morningstar), or +1 ranged (1d8/19-20, light crossbow); SA

        Rebuke Undead 3/day; stench; SQ 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 (moeningstar), *+4 bonus on hide checks in rocky or subterranean settings Insanity (Ex): Insanity score 1. Wis 13 for 

       Bonus spells and Dcs; Wis 11 for all other Wis-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, SM I. *Domain Spell. 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, of cure moderate wounds, cloak of resistance +1, MW morningstar, half plate armor, large steel shield, light 

       crossbow, 10 bolts, curved knife, 8 gp, 12 sp, holy symbol (obex).

32c. Grell; Medium-Size Aberration; HD 5D8+10; hp 23 su 32; Init +2; Spd 5 ft., fly 30 ft. (perfect), AC 16 (flatfooted14), Atk 10 

        tentacles +4 melee (1d4+1 and paralyzation), bite –1 melee (2d4); F/R: 5 ft. by 5 ft./ 10 ft.; SA Improved Grab, Paralyzation; SQ

        Blindsight, electricity and 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) 

        It ascertain prey by scent and vibration within 60 ft., Fly (Ex) His body is magically buoyant at a speed of 30 ft., granting also a 

        permanent feather fall effect with personal range; Paralysis (Ex) When a grell succeds with a grabm the opponent must make a 

        Fort DC 14 or be paralysed for 4 rounds. Grab (Ex) If it hits with a tentacle attack, it attempts a grappe as a free 

        action.. This do not provoke an AoO. If it gets a hold, it automatically inflicts 1d4+1 each round until the opponent breaks free.

        If the grell succeds with its paralyzation attack (see below), the grell attempts to carry the victim away and eat it.

        Tentacle regeneration (Ex) It can regenerate lost tentacles in a day.

32e. Festrath; CR 5; Male Human Clr5; Medium-Size Humaoid (human); HD 5d8+5; hp 32 (currently 24); Init -1; Spd 20 ft.; AC 19 

        (Touch 9, flatfooted 19); Atk +5 melee (1d6+1/19-20, curved +1 short sword), or +2 ranged (1d8/19-20, crossbow); SA

        Rebuke Undead 3/day; SQ Insanity; Al CE; SV Fort +5; Ref +0; Will +6; Str 10, Dex 9, Con 12, Int 11, Wis 16, Cha 10. Skills

        and Feats: Concentration+7, Knowledge (arcana)+8, Knowledge (religion)+8, Martial Weapon Proficiency (short sword), 

        Weapon Focus (short sword), Expertise. Insanity (Ex): Insanity score 2. Wis 18 for Bonus spells and Dcs; Wis 14 for all other 

        Wis-based checks. Spells prepared (5/54/3; base DC=13+ 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 .contagion, summon monster 3, rage*. *Domain Spell. Deity: Elder Elemental Eye. Domains: 

        Madness (1/day add insanity score to Wis-based check roll), Water (turn or destroy fire creatures, rebuke or command water 

        creatures).  Possessions: Ochre robes, message (sse area 32 in the Moathouse), pearl of power (1st level spells), potion of fly,

        curved +1 short sword, 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).

32g. Horrific Summons. Grell; hp 32. It comes if it’s touched the summoning thing.

33.   Crypt. Ghouls (4); hp 10, 12, 13, 14.

37.   Cockatrice Lair. Cockatrices (2): CR 3; Small Magical Beast; HD 5d10; hp 50 (25, 30); Init: +3; Spd 20 ft.; fly 60 ft. (Poor);

        Atk: Bite +4 melee (Bite 1d4-2); 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.

38.   Old Barracks. Cockatrice; hp 27.

