Nulb

1. Waterside Hotel

Wat

Male ghost (human) Rog5/Asn1

Medium-Size Undead (incorporeal)

Challenge Rating: 8

HD/HP: 5d12+1d12 - 72 (39)

Init: +3

Speed: fly 30 ft (perfect)

AC: 16 (touch 16, flatfooted 16)

Attack: +4 melee (1d8+1/19-20 longsword) or +6 melee (1d4, incorporeal touch)

Special Attacks: 
· death attack (study 3 rounds then sneak attack; paralyse for 1d6+1 rounds or kill the victim; Fort DC 12)

· horrific appearance (view within 60 ft; Fort DC 16 or suffer 1d4 permanent drain to Str, Dex and Con; if save you’re safe for a day)

· manifestation (a manifested attacks and spells affects targets on Material Plane normally; it become visible, but remain incorporeal)

· sneak attack +4d6

Special Qualities Evasion:
· incorporeal

· locate traps

· poison use

· rejuvenation

· uncanny dodge (Dex bonus to ac when flatfooted, can’t be flanked)

· undead
· +4 resistence

Alignment 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

Blindfight, Combat Reflexes, Dodge, Martial Weapon Proficiency (longsword). 

Incorporeal harmed by +1 or better magic weapons, pr magic, but with a 50% chance to ignore any damage from a corporeal

source. Can pass through solid objects at will, and own attacks pass through armor. Always move silently. Against 

Nonmaterial Opponents: AC 19 (touch 16, flatfooted 16)

Attack +3 melee (1d4, incorporeal touch). Rejuvenation Dc 16 (level 

check, 50%) in 2d4 days. 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-obsguring mist.

Spellbook: 1st-change self, ghost sound, obscuring mist, spider climb.

Possessions: +1 Ghost Touch Longsword, MW studded leather (ethereal).

To destroy for sure, burn down the Hotel. Wat Doesn’t chase outside the hotel.
1a. Upstairs in the Hostel

Dala, Allip

Challenge Rating 3

Medium-Size Undead (Incorporeal)

HD 6d12

hp 72 (40)

Init +5

Speed Fly 30 ft (perfect)

AC 15 (touch

14, flatfooted 14)

Attack Incoproreal Touch +4 melee (1d4 permanent Wis drain)

Special Attacks Babble, Wis drain, madness Special Qualities Undead,

incorporeal, +2 turn resistance

Alignment 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. Babble (Su) Within 60 ft

Sane creatures must succeed at a Will Dc 16 or be affected as though by an hypnotism spell for 2d4 rounds. This is a sonic, 

mind affecting compulsion. On a save successful opponents are immune for a day. Wis Drain (Su) Those whose Wis is 

reduced to 0 by the allip become helpless until at least 1 point of Wis is restored. Madness (Su) Anyone targeting with a mind-

control or telephating ability makes direct contact with its tortured mind and takes 1d4 temporary Wsi damage. 

Possessions: Potion of Love, jewelled earrings (700 gp). In the mattress 87 gp. Mad.
2. Old Herb Shop

Lareth the Beatiful
Challenge Rating 7

Male Human Clr7

Medium-Size Humanoid (human)

HD 7d8+21

 hp 87 (60)

 Init +7

Speed 30 ft.

AC 14 (touch 13, flatfooted 11)

Attack +11 melee (1d6+6 MW quarterstaff)

Special Attacks Rebuke Undead 1/day

Special Qualities Insanity

Alignment 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, p. f. good*, sanctuary, shield of faith

2nd – bull’s strength, deah knell,

endurance, Tharizdun’s touch* (3)

3rd- dispel magic, invisibility purge, rage*, searing light

4th- confusion*, greater magic

weapon, poison. *Domain Spell. Deity: Eleder Elemental Eye. Domains: Evil (cast evil spells as 8th level)

Madness (1/day add

Insanity score to Wis-based roll). Possessions: Bracers of armor +1, cloak of arachnida, MW quarterstaff. Very mad.
3. Pirate Boat

Wraiths (2)
Challenge Rating 5

Medium-Size Undead (Incorporeal)

HD 5d12

hp 60 (32)

Init: +7

Speed 30 ft., fly 60 ft. (good)

AC 15 

(touch flatfooted

 Attack Incorporeal touch +5 melee (1d4 and 1d6 permanent Con drain)

Special Attacks Constitution drain, create spawn, 

Special Qualities Undead, incorporeal, +2 turn resistance, unnatural aura, daylight powerlessness

Alignment LE

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 +2, Alertness, Blind-Fight, Combat Reflexes, Improved Initiative. Constitutional Drain (Su) Living 

creature hit by their incorporeal touch must succeed Fort DC 14 or suffer 1d4 permanent Con drain. Create Spawn (Su) Any

humanoid slain becomes a wraith 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 (Ex) Wild and domesticated

animals feels the unnatural presence of a wraith at a distance of 30 ft. 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 (See Above). Daylight Powerlessness (Ex) They are powerlessness in natural 

sunlight (not merely a dayligh spell) and flee from it)

Ochre Jelly
Challenge Rating 5

Large Ooze

HD 6d10+27

hp 87 (60)

Init –5 (Dex)

Speed 10 ft., climb 10 ft.

AC 4 (-1 size, -1 Dex, touch

flatfooted , )

Attack +5 melee (2d4+3 and 1d4 acid)

F/R 5ft. by 5ft./10 ft.

Special Attacks Improved Grab, acid, constrict 2d4+3 and 1d4

acid

Special Qualities Blindsight, split, ooze

Alignment N

SV Fort +4, Ref –3, Will –3

 Str 15, Dex 1, Con 15, 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. Improved 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 dissolves only flesh. Any melee hit deals acid damage.

 Constrict (Ex) It deals automatic slam and acid damage with a successful grapple check. Split (Ex) Weapons and electricity 

attacks deals no damage to an ochre jelly. Instead the the creatures splits into 2 identical jellies, each with half the original’s hp

(round down). A jelly with only 1 hp cannot be further split.

Nulb Random Encounters (Wandering around town, check each hour spent in town)

 d% Encounter Average EL

01-60None n/a

61-721d4 shadows 5

71-721d4+1 Large monstrous spiders 5

73-773d6 dogs (feral packs) 4

78-80 1d2 dire wolverines 5

81-851d4+1 vargouilles 5

86-901d2 wights 4

91-95Rast 5

96-97Wraith 5

98-100 Scrag 5

On the way to Nulb

 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 spies 1,5

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

Area immediately around Nulb and the Ruins

 d% Encounter Average EL 

01-60 None n/a

61-63 2d6 M-Size monstrous centipedes 4

64-78 1d4+1 hobgoblins2

79-80 1d2+1 Ogres 4

81-83 Kella (see below) 9

84-85 Dire boar 4

86-90 Spies from Yuz (see below) 5

91-100 Cleric of the EEEye 4

Kella
Challenge Rating 9

Female drd9

M-Size Humanoid (half-elf)

HD 9d8+9

hp 81 (51)

Init +3

Speed 20 ft.

AC 17 (touch 13, flatfooted 14)

Attack +8/+3 melee (1d6+2/18-20 +1 scimitar) or +10/+5 ranged (1d4, sling with MW bullet)

Special Qualities Druid abilities, immune to sleep, low-light vision, +2 bonus on saves, against enchantment effects

Alignment 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’s nature’s lure, wild shape (3/day, Small,

M-Size or Large), venom immunity. Spells Prepared (6/5/5/4/2/1

base DC=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 monster’s ally I

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 MW bullets, wand of cure light wounds (12 charges), phylactery of change, 10 gp.

Spies from Iuz:

Fisturn
Challenge Rating 3

Male Human Ftr3

Hp 32 DMG pag53. See Terrigan in NpcsHommlet.doc 

Baugh
see above 

Uvren
Bugbear Clr1/Rog1

hp 16

Cleric of the EEEye:

Undra
Challenge Rating 4

Female Human Clr2/Rog2

Medium-Size Humanoid (human)

HD 2d8+1d12

hp 19

Init +7

Speed 30 ft.;

AC 19 (touch 13, flatfooted 16)

Attack +3 melee (1d6/19-20, MW short sword)

or +7 ranged (1d8+1/19-20, MW light crossbow with +1 bolt)

Special Attacks Rebuke Undead 4/day, sneak attack +1d6

Special Qualities Evasion, insanity, locate traps, Alignment 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 (Geography)+2, 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, purigy food and drink

1st – comprehend languages, magic weapon, obscuring mist*, shield of faith).

*Domain Spell. 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, MW short sword, MW light crossbow, 20 +1 bolts, divine scroll of cure moderate wounds (2), divine scroll of SM2 and zone of truth, potion of spider climb, 5 days’ trail rations, bedroll.

