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The Collapsed Tower
Unless otherwise noted, the chambers within the Collapsed Tower are unlit.

CENTIPEDES, GIANT  [2 in room A4]


Knowledge (nature) 10 



CR 1/2
These lengthy, segmented horrors writhe and twist, pulsing their venomous mandibles in search of prey.
XP 200 each
N Medium vermin
Init +2; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 5 (1d8+1)
Fort +3, Ref +2, Will +0
Immune mind-affecting effects
OFFENSE
Speed 40 ft., climb 40 ft.
Melee bite +2 (1d6-1 plus poison)
Special Attack poison
STATISTICS
Str 9, Dex 15, Con 12, Int –, Wis 10, Cha 2
Base Atk +0; CMB -1; CMD 11 (can't be tripped)
Feats Weapon Finesse
Skills Climb +10, Perception +4, Stealth +10; Racial Modifiers +4 Perception, +8 Stealth
SPECIAL ABILITIES
Poison (Ex) Bite – injury; save Fort DC 13; frequency 1/round for 6 rounds; effect 1d3 Dex damage; cure 1 save.  The save DC is Constitution-based 
and includes a +2 racial bonus.

LIGHTNING ELEMENTAL, SMALL  [1 in room A7]
Knowledge (planes) 11



CR 1
This creature looks like a dark storm cloud, with sparks suggesting eyes and long sweeping arms charged with bolts of lightning.
XP 400
N Small outsider (air, elemental, extraplanar)
Init +6; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 14, touch 13, flat-footed 12 (+2 Dex, +1 natural, +1 size)
hp 11 (2d10)
Fort +3, Ref +5, Will +0
Immune electricity, elemental traits
OFFENSE
Speed fly 100 ft. (perfect)
Melee slam +5 (1d4 plus 1d3 electricity)
Special Attacks metal mastery, spark leap
STATISTICS
Str 10, Dex 15, Con 10, Int 4, Wis 11, Cha 11
Base Atk +2; CMB +1; CMD 13
Feats Improved Initiative, Weapon Finesse
Skills Acrobatics +7, Escape Artist +6, Fly +12, Knowledge (planes) +1, Perception +5
Language Auran
SPECIAL ABILITIES
Metal Mastery (Ex) A lightning elemental gains a +3 bonus on attack rolls if its opponent is wearing metal armor, is wielding a metal weapon, or is 
made of metal (such as an iron golem).
Spark Leap (Ex) A lightning elemental gains a +10 bonus on bull rush, disarm, overrun, and trip attacks when it charges a creature against whom its 
metal mastery ability applies.

Elemental Traits:  Elementals are immune to bleed, paralysis, poison, sleep effects, and stunning.  They are not subject to critical hits or flanking.  They take no additional damage from precision-based attacks, such as sneak attack.  Elementals do not breathe, eat, or sleep.

	Flying Maneuver
	Fly DC (+12)

	Avoid falling damage (excluding by failed fly check)
	10

	Avoid losing 10 feet of altitude by being attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to ground due to mid-air collision with object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Severe" (31-50 mph) winds.  Suffers a -4 Fly penalty.

· Must succeed on a DC 25 Fly check in "Windstorm" (51-74 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move. Suffers a -8 Fly penalty.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

HARZOGOPAS  [1 imp in room A8]


Knowledge (planes) 12



CR 2
Fiendish wings and a whipping scorpion-like tail lash behind this diminutive, red-skinned nuisance.
XP 600
LE Tiny outsider (devil, evil, extraplanar, lawful)
Init +3; Senses darkvision 60 ft., detect good, detect magic, see in darkness; Perception +7
DEFENSE
AC 17, touch 16, flat-footed 13 (+3 Dex, +1 dodge, +1 natural, +2 size)
hp 16 (3d10); fast healing 2
Fort +1, Ref +6, Will +4
DR 5/good or silver; Immune fire, poison; Resist acid 10, cold 10
OFFENSE
Speed 20 ft., fly 50 ft. (perfect)
Melee sting +8 (1d4 plus poison)
Space 2-1/2 ft.; Reach 0 ft.
Spell-Like Abilities (CL 6th; concentration +8)


Constant – detect good, detect magic

At will – invisibility (self only)


1/day – augury, suggestion (DC 15)


1/week – commune (6 questions, CL 12th)
STATISTICS
Str 10, Dex 17, Con 10, Int 13, Wis 12, Cha 14
Base Atk +3; CMB +1; CMD 15
Feats Dodge, Weapon Finesse
Skills Acrobatics +9, Bluff +8, Fly +21, Knowledge (arcana) +7, Knowledge (planes) +7, Perception +7, Spellcraft +7
Language Common, Infernal
SQ change shape (boar, giant spider, rat, or raven, beast shape I)
SPECIAL ABILITIES
Poison (Ex) Sting – injury; save Fort DC 13; frequency 1/round for 6 rounds; effect 1d2 Dex damage; cure 1 save.  The save DC is Constitution-based 
and includes a +2 racial bonus.

Harzogopas's raven form: Tiny animal; Senses add low-light vision; Speed 10 ft., fly 40 ft. (average); Melee bite +8 (1d3); Skills Fly +13, add Disguise +10
Invisibility (Sp):  You and your gear become invisible (excluding items that extend more than 10 feet from your person).  Items you drop become visible.  Items you pick up and are tucked into clothing or pouches disappear.  Light from any light source you carry is still visible even if the source is not.  You aren't silenced and certain conditions (like swimming) can render you detectable.  You gain a +40 bonus on your Stealth check while stationary and a +20 while moving.  The effect ends if you directly attack a foe or indirectly attack using area effects.  Causing harm indirectly, such as summoning a monster that then attacks, doesn't end the effect.
See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.

	Flying Maneuver
	Fly DC (+21/+13)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

Spell-Like Abilities (CL 6th; concentration +8)
Suggestion [enchantment (compulsion) [ language-dependent, mind-affecting]; 40 ft. range; 1 living creature; 6 hrs. or until completed; DC 15 Will]:  
influence the actions of target by suggesting course of action (sentence or two); must sound reasonable; obviously harmful suggestion 
instantly negates effect; spell ends when activity finished or after 6 hrs. (whichever is shorter); can specify conditions to trigger special 
activity; very reasonable suggestion can cause save with penalty
CLOCKWORK SERVANT  [1 in room A11]

Knowledge (arcana) 12



CR 2
This four-armed, human-sized clockwork construct balances on three legs that rise into a central body.
XP 600
N Medium construct (clockwork)
Init +6; Senses darkvision 60 ft., low-light vision; Perception +0
DEFENSE
AC 16, touch 14, flat-footed 12 (+2 Dex, +2 dodge, +2 natural)
hp 31 (2d10+20); fast healing 2
Fort +0, Ref +4, Will +0
Immune construct traits
Weaknesses vulnerable to electricity (+50% damage)
OFFENSE
Speed 30 ft.
Melee slam +6 (1d4+6)
Ranged net +4 (entangle)
STATISTICS
Str 19, Dex 14, Con –, Int –, Wis 11, Cha 1
Base Atk +2; CMB +6; CMD 20
Feats Improved Initiative, Lightning Reflexes
SQ repair clockwork, swift reactions, winding
SPECIAL ABILITIES
Net (Ex)  As a standard action, a clockwork servant can launch a net from its shoulder.  The launcher itself can contain up to five nets – loading a folded net into the launcher is a standard action.  Some clockwork servants are outfitted with masterwork or even magic nets, although the clockwork servant presented here is armed with standard nets.
Repair Clockwork (Ex)  Clockwork servants are adept at repairing other clockwork constructs.  As a standard action that does not provoke an attack of opportunity, a clockwork servant can repair damage done to either itself or an adjacent clockwork creature, healing 1d10 points of damage to the target.
Winding  The construct must be wound with a special key in order to function.  As a general rule, a fully wound clockwork can remain active for 1 day per HD, but shorter or longer durations are possible.
Construct traits (Ex):  Constructs are immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, and any effect requiring a Fort save (unless it also works on objects or is harmless).  They are not subject to nonlethal or ability damage, ability drain, fatigue, exhaustion, or energy drain.  They are not at risk of death from massive damage.
Net:  When you throw a net, you make a ranged touch attack against your target.  A net's maximum range is 10 feet.  If you hit, the target is entangled.  An entangled creature takes a -2 penalty on attack rolls and a -4 penalty on Dexterity, can move at only half speed, and cannot charge or run.  If you control the trailing rope by succeding on an opposed Strength check while holding it, the entangled creature can move only within the limits that the rope allows.  If the entangled creature attempts to cast a spell, it must make a concentration check with a DC of 15 + the spell's level or be unable to cast the spell.  An entangled creature can escape with a DC 20 Escape Artist check (a full-round action).  The net has 5 hit points and can be burst with a DC 25 Strength check (also a full-round action).  A net is useful only against creatures within one size category of you.

INJURED GHOUL  [1 in room A12]


Knowledge (religion) 11 



CR 1
This humanoid creature has long, sharp teeth, and its pallid flesh is stretched tightly over its starved frame.
XP 400
CE Medium undead
Init +2; Senses darkvision 60 ft.; Perception +7
DEFENSE

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 9 of 13 (2d8+4)
Fort +2, Ref +2, Will +5
Defensive Abilities channel resistance +2; Immune undead traits
OFFENSE

Speed 30 ft.
Melee bite +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (1d6+1 plus paralysis)
Special Attacks paralysis (1d4+1 rounds, DC 13, elves are immune to this affect)
STATISTICS

Str 13, Dex 15, Con –, Int 13, Wis 14, Cha 14
Base Atk +1; CMB +2; CMD 14
Feats Weapon Finesse
Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3
Languages Common
SPECIAL ABILITIES
Disease (Su)  Ghoul Fever: Bite – injury; save Fort DC 13; onset 1 day; frequency 1/day; effect 1d3 Con and 1d3 Dex damage; cure 2 consecutive saves.  The save DC is Charisma-based.


A humanoid who dies of ghoul fever rises as a ghoul at the next midnight.  A humanoid who becomes a ghoul in this way loses all of its former abilities.  It is not under the control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects.  A humanoid of 4 HD or more rises as a ghast.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
Paralysis:  A paralyzed creature cannot move, speak, or take any physical action.  He is rooted to the spot, frozen and helpless.  Not even friends can move his limbs.  He may take purely mental actions, such as casting a spell with no components.  A winged creature flying in the air at the time that it becomes paralyzed cannot flap its wings and falls.  A swimmer can't swim and may drown.
SESSERAK  [1 female kobold ranger 3 in room A16]
Knowledge (nature) 7



CR 2
A nervous looking kobold wearing studded leathers and holding a shortbow hangs back in a corner of the room.
XP 600
LE Small humanoid (reptilian)
Init +5; Senses darkvision 60 ft.; Perception +11
DEFENSE
AC 18, touch 14, flat-footed 15 (+3 armor, +3 Dex, +1 natural, +1 size)
hp 24 (3d10+3)
Fort +3, Ref +6, Will +2
Weaknesses light sensitivity
OFFENSE
Speed 30 ft.
Melee spear +4 (1d6/x3)
Ranged mwk shortbow +8 (1d4/x3)
Special Attacks favored enemy (humans +2)
TACTICS
During Combat Sesserak hangs back in combat, using her bow while the other two kobolds attack in melee.  She resorts to melee attacks only if cornered.
Morale If reduced below 10 hit points, Sesserak asks to parley.  If the PCs agree, she reveals that the tunnel in area A15 leads to the quarry and the lair of her tribe.  This betrayal shows she has no plans to return, now that she's failed twice.  Sesserak says nothing about Aeteperax, nor does she reveal the exact location of the kobold lair.  She claims that she was working for Hunclay to bring down the Witch Tower, but insists that an "accident" resulted in the wizard's death.
STATISTICS
Str 10, Dex 17, Con 11, Int 10, Wis 12, Cha 8
Base Atk +3; CMB +2; CMD 15
Feats Deadly Aim, Endurance, Point-Blank Shot, Precise Shot
Skills Craft (trapmaking) +8, Linguistics +1, Perception +11, Profession (miner) +8, Stealth +15, Survival +9 (+10 when tracking), Swim +6
Languages Common, Draconic
SQ crafty, favored terrain (underground +2), track +1, wild empathy +2
Combat Gear potions of cure moderate wounds (3) [faint conjuration; CL 3rd]; Other Gear mwk studded leather, mwk shortbow with 20 arrows, spear, 5 gems worth 25 gp each, 10 pp
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.

Deadly Aim:  You can choose to take a -1 penalty on all ranged attack rolls to gain a +2 bonus on all ranged damage rolls.  You must choose to use this feat before making an attack roll and its effects last until your next turn.  The bonus damage does not apply to touch attacks or effects that do not deal hit point damage.
Favored enemy (Ex):  The ranger gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of her selected type.  Likewise, she gets a +2 bonus on weapon attack and damage rolls against them.
Favored terrain (Ex):  The ranger gains a +2 bonus on initiative checks and Knowledge (geography), Perception, Stealth, and Survival skills checks when she is in this terrain.  A ranger traveling through her favored terrain normally leaves no trail and cannot be tracked.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
Point-blank Shot:  You get a +1 bonus on attack and damage rolls with ranged weapons at ranges of up to 30 feet.
Precise Shot:  You can shoot or throw ranged weapons at an opponent engaged in melee without taking the standard -4 penalty on your attack roll.

KOBOLDS  [2 kobold warriors 1 in room A16]

Knowledge (nature) 5



CR 1/4
These short, reptilian humanoids have scaled skin, snouts filled with tiny teeth, and long tails.
XP 100 each
LE Small humanoid (reptilian)
Init +1; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 15, touch 12, flat-footed 14 (+2 armor, +1 Dex, +1 natural, +1 size)
hp 5 (1d10)
Fort +2, Ref +1, Will -1
Weaknesses light sensitivity (see above)
OFFENSE
Speed 30 ft.
Melee spear +1 (1d6-1/x3)
Ranged sling +3 (1d3-1)
STATISTICS
Str 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8
Base Atk +1; CMB -1; CMD 10
Feats Skill Focus (Perception)
Skills Craft (trapmaking) +6, Perception +5, Stealth +5; Racial Modifiers +2 Craft (trapmaking), +2 Perception, +2 Profession (miner)
Languages Draconic
SQ crafty
Other Gear leather armor, spear, sling
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.
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The Blood Vow Lair
Unless otherwise noted, the chambers within the Blood Vow lair are unlit and the caves are sized for kobolds, with ceilings averaging 5 feet high.  Medium creatures are inconvenienced by the low ceilings, and take a -2 penalty on all attack rolls in the sections of the Blood Vow lair where they are forced to stoop.  Area B1 is outdoors and does not incur a penalty.  Rooms B5, B8, B15, and B17 all have 12-ft.-high ceilings and do not incur the penalty.  Room B14's ceiling is only 3-ft.-high and the room is stuffed floor to ceiling with moldy straw, making it nearly inaccessible to the PCs.  There are torches burning in room B4 and the map of room B5 shows a large bonfire in the middle of the room.

· 6 Kobold warriors at location B1

· 4 Kobold warriors in room B4

· 8 Kobold warriors in room B5

· 1 Kobold warrior in room B10

· 2 Kobold warriors in room B11 (see melee below)

· 6 Kobold warriors in room B15

· 2 Kobold warriors in room B18

· 4 Kobold warriors in room B20

KOBOLDS [kobold warriors 1, see above]

Knowledge (nature) 5



CR 1/4
These short, reptilian humanoids have scaled skin, snouts filled with tiny teeth, and long tails.
XP 100 each
LE Small humanoid (reptilian)
Init +1; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 15, touch 12, flat-footed 14 (+2 armor, +1 Dex, +1 natural, +1 size)
hp 5 (1d10)
Fort +2, Ref +1, Will -1
Weaknesses light sensitivity
OFFENSE
Speed 30 ft.
Melee spear +1 (1d6-1/x3) [guisarme +1 (1d6-1/x3) for 2 kobolds in room B11 only]
Ranged sling +3 (1d3-1)
STATISTICS
Str 9, Dex 13, Con 10, Int 10, Wis 9, Cha 8
Base Atk +1; CMB -1; CMD 10
Feats Skill Focus (Perception)
Skills Craft (trapmaking) +6, Perception +5, Stealth +5; Racial Modifiers +2 Craft (trapmaking), +2 Perception, +2 Profession (miner)
Languages Draconic
SQ crafty
Other Gear leather armor, spear, sling [guisarme for 2 kobolds in room B11 only]
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.

Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.

DIRE RATS  [5 in room B2]



Knowledge (nature) 10 



CR 1/3
These filthy rats are the size of small dogs.  They have a coat of coarse fur, long and scabby tails, and two glittering eyes.
XP 135 each
N Small vermin
Init +3; Senses low-light vision, scent; Perception +4
DEFENSE
AC 14, touch 14, flat-footed 11 (+3 Dex, +1 size)
hp 5 (1d8+1)
Fort +3, Ref +5, Will +1
OFFENSE
Speed 40 ft., climb 20 ft., swim 20 ft.
Melee bite +1 (1d4 plus disease)
Special Attack disease
STATISTICS
Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 4
Base Atk +0; CMB -1; CMD 12 (16 vs. trip)
Feats Skill Focus (Perception)
Skills Climb +11, Perception +4, Stealth +11, Swim +11; Racial Modifiers uses Dex to modify Climb and Swim
SPECIAL ABILITIES
Disease (Ex) Filth fever: Bite – injury; save Fort DC 11;onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.  The save DC is Constitution-based.
NIGHTTAIL THE GLIB  [1 female kobold ranger (beast master) 4 in room B7]
Knowledge (nature) 8

CR 3
A forlorn kobold sits in the middle alcove in the northern part of this cave, her arms, legs, and snout tightly bound with rope and her body lashed to iron spikes driven into the cave wall.
XP 800
CN Small humanoid (reptilian)
Init +2; Senses darkvision 60 ft.; Perception +10
DEFENSE
AC 15, touch 11, flat-footed 15 (+3 armor, +1 natural, +1 size)
hp 30 (4d10+4)
Fort +4, Ref +4, Will +2
Weaknesses light sensitivity
OFFENSE
Speed 30 ft.
Melee mwk spear +8 (1d6+1/x3)
Special Attacks combat style (two-handed weapon), favored enemy (gnomes +2)
Ranger Spells Prepared (CL 1st; concentration +2)


1st – resist energy
TACTICS
During Combat Nighttail uses Power Attack on every strike, hoping to make up for her relatively low strength (doing so imparts a -2 penalty on her attacks but grants her a +6 bonus on damage with her spear).
Morale If reduced to fewer than 6 hps, Nighttail flees unless Hak is still in danger – she'll stay at Hak's side until death to protect or rescue him.
STATISTICS
Str 12, Dex 10, Con 10, Int 10, Wis 13, Cha 14
Base Atk +4; CMB +4; CMD 14
Feats Endurance, Power Attack, Skill Focus (Bluff), Weapon Focus (spear)
Skills Bluff +9, Craft (trapmaking) +9, Handle Animal +7, Perception +12, Ride +7, Stealth +11, Survival +10; Racial Modifiers +2 Craft (trapmaking), +2 Perception
Languages Common, Draconic
SQ crafty, favored terrain (underground +2), hunter's bond (allosaurus), track +2, wild empathy +6
Combat Gear potions of cure light wounds (2) [faint conjuration, CL 1st], potion of invisibility [faint illusion, CL 3rd], wand of cure light wounds (17 charges) [faint conjuration, CL 1st], wand of entangle (12 charges); Other Gear +1 leather armor [CL 3rd], mwk spear, topaz worth 100 gp, 30 sp
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.
Wand of Entangle [faint transmutation, CL 1st; 1 standard action; 440 ft. range; plants in a 40-ft.-radius spread; 1 min. (D); DC 11 Reflex partial; see text]

Quick Summary
The area is difficult terrain (all squares count as 2 for movement).

Creatures in the area make a Reflex save.

· Fail = entangled

· Success = may move as normal (through difficult terrain)

Any who enter the area make a Reflex save immediately.

· Fail = entangled and movement ends

· Success = may move normally (through difficult terrain)

Any who remain in the area at the end of the caster's turn must save again.

Entangled creatures can attempt to break free as a move action by making Strength or Escape Artist check vs. the DC of the spell.

Entangled Condition Summary
· Move at half speed

· Cannot run or charge

· -2 penalty on all attack rolls

· -4 penalty to Dexterity
Must make a concentration check (DC 15 + spell level) to cast a spell (or lose it)

Favored enemy (Ex):  The ranger gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of her selected type.  Likewise, she gets a +2 bonus on weapon attack and damage rolls against them.
Favored terrain (Ex):  The ranger gains a +2 bonus on initiative checks and Knowledge (geography), Perception, Stealth, and Survival skills checks when she is in this terrain.  A ranger traveling through her favored terrain normally leaves no trail and cannot be tracked.
Hunter's Bond (Ex):  A ranger's animal companion shares her favored enemy and favored terrain bonuses.  This ability functions like the druid animal companion ability, except that the ranger's effective druid level is equal to her ranger level -3.
Link (Ex):  A ranger can handle her animal companion as a free action, or push it as a move action, even if she doesn't have any ranks in the Handle Animal skill.  The ranger gains a +4 circumstance bonus on all wild empathy checks and Handle Animal checks made regarding an animal companion.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
Resist Energy [V, S; touch; creature touched; 40 minute duration]:  resist energy 10 against 1 chosen energy type (acid, cold, electricity, fire, or sonic)
Wild Empathy (Ex):  A ranger can improve the initial attitude of an animal.  This ability functions just like a Diplomacy check to improve the attitude of a person (see below).  The ranger rolls 1d20 and adds her ranger level and her Charisma bonus to determine the wild empathy check result.  The typical domestic animal has a starting attitude of indifferent, while wild animals are usually unfriendly.


To use wild empathy, the ranger and the animal must be within 30 feet of one another under normal visibility conditions.  Generally, influencing an animal in this way takes 1 minute, but, as with influencing people, it might take more or less time.


The ranger can also use this ability to influence a magical beast with an Intelligence score of 1 or 2, but she takes a -4 penalty on the check.
	Starting Attitude
	Wild Empathy DC

	Hostile
	25 + creature's CHA modifier

	Unfriendly
	20 + creature's CHA modifier

	Indifferent
	15 + creature's CHA modifier

	Friendly
	10 + creature's CHA modifier

	Helpful
	0 + creature's CHA modifer


Succeed:  If you succeed, the creature's attitude toward you is improved by one step.  For every 5 by which your check result exceeds the DC, the creature's attitude toward you increases by one additional step.  A creature's attitude cannot be shifted more than two steps up in this way, although the GM can override this rule in some situatioins.

Fail:  If you fail the check by 4 or less, the creature's attitude toward you is unchanged.  If you fail by 5 or more, the creature's attitude toward you is decreased by one step.

Wild empathy is generally ineffective in combat and against creatures that intend to harm you or your allies in the immediate future.  Any attitude shift caused through Wild Empathy generally lasts for 1d4 hours but can last much longer or shorter depending upon the situation (GM's discretion).  You cannot use wild empathy to influence a given creature's attitude more than once in a 24 hour period.

HAK  [1 allosaurus animal companion in room B8]

Knowledge (nature) 12



CR 2
This bipedal dinosaur has a mouth filled with sharp teeth and short, powerful arms that end in short claws.
XP 600
N Medium animal
Init +3; Senses low-light vision, scent; Perception +6
DEFENSE
AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural)
hp 12 (2d8+3)
Fort +3, Ref +6, Will +2
OFFENSE
Speed 40 ft.
Melee bite +3 (1d6+2), 2 claws +3 (1d4+2)
STATISTICS
Str 14, Dex 16, Con 10, Int 2, Wis 15, Cha 10
Base Atk +1; CMB +3; CMD 16
Feats Toughness
Skills Acrobatics +7 (+11 jumping), Perception +6

POISON DART TRAP  [room B9]








CR 2
Greenblood Poison: Dart – injury; save Fort DC 13; frequency 1/round for 4 rounds; effect 1 Constitution damage; cure 1 save
BIG CRANKY TURTLES  [3 advanced snapping turtles in room B11]

Knowledge (nature) 10 

CR 1/2
A thick shell encases these reptiles' bodies, from which only their tails, feet, and heads fit with powerful jaws emerge.
XP 200 each
N Tiny animal
Init +1; Senses low-light vision, scent; Perception +7
DEFENSE
AC 16, touch 13, flat-footed 15 (+1 Dex, +3 natural, +2 size)
hp 7 (1d8+3)
Fort +5, Ref +3, Will +3
OFFENSE
Speed 10 ft., swim 20 ft.
Melee bite +1 (1d3-1)
Space 2-1/2 ft.; Reach 0 ft.
STATISTICS
Str 8, Dex 12, Con 17, Int 1, Wis 17, Cha 10
Base Atk +0; CMB -1; CMD 8 (12 vs. trip)
Feats Weapon Finesse
Skills Perception +7, Swim +7
SQ hold breath, shell
SPECIAL ABILITIES
Shell (Ex) As a move action, a snapping turtle can pull its extremities and head into its shell.  It cannot move or attack as long as it remains in this state, but its armor bonus from natural armor increases by +4 as long as it does.

CRUEL DIRE RATS  [3 advanced dire rats in room B14]
Knowledge (nature) 10 



CR 1/2
These filthy rats are the size of small dogs.  They have a coat of coarse fur, long and scabby tails, and two glittering eyes.
XP 200 each
N Small vermin
Init +5; Senses low-light vision, scent; Perception +6
DEFENSE
AC 18, touch 16, flat-footed 13 (+5 Dex, +2 natural, +1 size)
hp 7 (1d8+3)
Fort +5, Ref +7, Will +3
OFFENSE
Speed 40 ft., climb 20 ft., swim 20 ft.
Melee bite +2 (1d4+3 plus disease)
Special Attack disease
STATISTICS
Str 14, Dex 21, Con 17, Int 2, Wis 17, Cha 8
Base Atk +0; CMB +1; CMD 16 (20 vs. trip)
Feats Skill Focus (Perception)
Skills Climb +13, Perception +6, Stealth +13, Swim +13; Racial Modifiers uses Dex to modify Climb and Swim
SPECIAL ABILITIES
Disease (Ex) Filth fever: Bite – injury; save Fort DC 13;onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.  The save DC is Constitution-based.
CHURGRI OF VAPULA  [1 female kobold cleric of Vapula 3 in room B17]
Knowledge (nature) 7

CR 2
A scarlet scaled kobold stands before you wearing a red feathered robe over chain armor and carrying a gnarled staff.
XP 600
LE Small humanoid (reptilian)
Init +0; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 18, touch 11, flat-footed 18 (+6 armor, +1 natural, +1 size)
hp 20 (3d8+3)
Fort +4, Ref +2, Will +6
Weaknesses light sensitivity
OFFENSE
Speed 20 ft.
Melee mwk quarterstaff +4 (1d4)
Special Attacks channel negative energy 4/day (DC 12, 2d6)
Domain Spell-Like Abilities (CL 3rd; concentration +5)


At Will – lore keeper

5/day – touch of evil (1 round)
Cleric Spells Prepared (CL 3rd; concentration +5)


2nd – detect thoughtsD (DC 14), hold person (DC 14), spiritual weapon

1st – cure light wounds (2), protection from goodD, weapon of awe

0 (at will) – bleed (DC 12), guidance, resistance, virtue

D Domain Spell; Domains Evil, Knowledge
TACTICS
During Combat Churgri casts protection from good on the first round of battle, following up with her ranged attack spells.  After that, she casts weapon of awe on her quarterstaff to join any remaining skeletons in battle.  She uses her channel negative energy ability whenever she's surrounded by foes.
Morale Churgri fights to the death.
STATISTICS
Str 10, Dex 10, Con 10, Int 10, Wis 15, Cha 13
Base Atk +2; CMB +1; CMD 11
Feats Combat Casting, Command Undead
Skills Craft (trapmaking) +2, Intimidate +3, Knowledge (religion) +5, Perception +4, Sense Motive +7
Languages Draconic
SQ crafty
Combat Gear potions of cure light wounds (3) [faint conjuration; CL 1st]; Other Gear chainmail, mwk quarterstaff, cloak of resistance +1 [faint abjuration; CL 5th], spell component pouch, gold unholy symbol of Vapula (worth 100 gp)
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.

Combat Casting:  You get a +4 bonus on concentration checks (+9 total) made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
Lore Keeper (Sp):  You can touch a creature to learn about its abilities and weaknesses.  With a successful touch attack, you gain information as if you made the appropriate Knowledge skill check with a result equal to 15 + your cleric level + your Wisdom modifier.
Touch of Evil (Sp) [5/day, 1 round]:  You can cause a creature to become sickened as a melee touch attack.  Creatures sickened by your touch count as good for the purposes of spells with the evil descriptor.

Cleric Spells Prepared (CL 3rd; concentration +5)
Bleed [necromancy; V, S; 30' range; 1 living creature; DC 12 Will]:  target below 0 hps begins bleeding
Detect Thoughts [divination [mind-affecting]; V, S, DF; 60 ft. range; cone-shaped emanation; concentration, up to 3 mins.; DC 14 Will]:  detect 
surface thoughts; 1st round – presence or absence (if Int higher than 1); 2nd round – number of thinking minds and Int score of each, if 
highest Int is 26 or higher stunned for 1 round and spell ends, won't show location; 3rd round – surface thoughts of any in area (Will save 
prevents); can change facing each round
Guidance [divination; V, S; touch, creature touched; 1 minute or until discharged]:  +1 competence bonus on single atk roll, save, or skill check; must 
choose to use before making roll
Hold Person [enchantment (compulsion) [mind-affecting]; V, S, DF; 130 ft. range; 1 humanoid creature; 3 rounds; DC 14 Will]:  subject paralyzed; 
each round gets new save (full-round action) on its turn
Protection from Good [abjuration [evil]; V, S, DF; touch; creature touched; 3 mins.]:  +2 deflection bonus to AC and +2 resistance bonus on saves; 
immediately receive new saving throw (if allowed) with +2 morale bonus vs. effects that possess or exercise mental control over creature 
to suppress effect for duration of protection spell; prevent bodily contact by good summoned creatures (until protected creature attacks)
Resistance [abjuration; V, S, DF; touch; creature touched; 1 minute duration]:  +1 resistance on saves
Spiritual Weapon [evocation [force]; V, S, DF; 130 ft. range; magic weapon of force; 3 rounds]:  force weapon (quarterstaff +2 (1d8+1/x2)) attacks 
creature designated; after 1st round, move action to redirect to new target; bypasses DR and hits incorporeal creature for full dmg
Virtue [transmutation; V, S, DF; touch; creature touched; 1 min.]:  grant 1 temporary hp
Weapon of Awe [transmutation [emotion]; V, S, DF; touch, weapon touched; 3 mins.]:  +2 sacred bonus on damage rolls to weapon; critical hit with 
weapon causes target to become shaken for 1 round with no save; mind-affecting fear effect; applies to ammo with ranged weapon; doesn't 
work on natural weapons, but does work on unarmed strikes
HUMAN SKELETONS  [2 in room B17]


Knowledge (religion) 10



CR 1/3
The piles of bones suddenly stir, rising up to take on a human shapes.  Their long, bony fingers reach out to claw at the living.
XP 135 each
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 16, touch 12, flat-footed 14 (+2 armor, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee broken scimitar +0 (1d6), claws -3 (1d4+1) or 2 claws +2 (1d4+2)
STATISTICS
Str 15, Dex 14, Con –, Int –, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved Initiative
Gear broken chain shirt, broken scimitar

Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

SLURK  [1 in room B18]



Knowledge (arcana) 12



CR 2
This disgusting beast looks like a slime-covered toad, but with two walrus-like tusks juttting from its upper jaw.
XP 600
N Medium magical beast
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 15, touch 12, flat-footed 13 (+2 Dex, +3 natural)
hp 17 (2d10+6)
Fort +6, Ref +5, Will +0
OFFENSE
Speed 30 ft., climb 30 ft.
Melee bite +4 (2d6+3)
Ranged slime squirt +4 ranged touch
Special Attacks belly grease, slime
STATISTICS
Str 15, Dex 14, Con 17, Int 3, Wis 10, Cha 10
Base Atk +2; CMB +4 (+6 with bull rush and overrun); CMD 16 (20 vs. bull rush, grapple, overrun, and trip)
Feats Improved Bull Rush, Improved Initiative, Improved Overrun
Skills Acrobatics +16, Climb +14, Escape Artist +6; Racial Modifiers +10 Acrobatics, +8 Climb, +4 Escape Artist
Languages Boggard (can't speak)
SQ hunker
SPECIAL ABILITIES
Belly Grease (Ex) The slurk exudes a slippery grease from its belly that grants it a +4 bonus on Escape Artist skill checks and to its CMD versus grapples.  Once per minute, a slurk may wallow on a solid surface as a full-round action to coat the floor in a 5-foot radius with this grease.  The smear created turns that area of floor into difficult terrain for 10 minutes, after which the grease dries to a nasty crust.
Hunker (Ex) The slurk gains a +4 bonus to its CMD to avoid bull rush or overrun attempts.
Slime (Ex) A slurk's back is crusted with thick, dry slime and dozens of nodules.  As a standard action at will, a slurk can squirt a jet of this slime from one of these nodules as a ranged touch attack against any target within 30 feet.  The slime quickly hardens to the texture of cold tar, entangling the foe.  Anyone the slurk successfully bull rushes or overruns is automatically squirted with back slime.  The hardened slime can be removed as a full-round action with a DC 15 Strength check.  The slurk's back slime grants a creature riding it a +8 bonus on Ride checks made to stay in the saddle, but a -8 penalty on Ride checks to dismount.

Bull Rush:  You can make a bull rush as a standard action or as part of a charge, in place of the melee attack. You can only bull rush an opponent who is no more than one size category larger than you. A bull rush attempts to push an opponent straight back without doing any harm. If you do not have the Improved Bull Rush feat, or a similar ability, initiating a bull rush provokes an attack of opportunity from the target of your maneuver.


If your attack is successful, your target is pushed back 5 feet. For every 5 by which your attack exceeds your opponent’s CMD you can push the target back an additional 5 feet. You can move with the target if you wish but you must have the available movement to do so. If your attack fails, your movement ends in front of the target.

An enemy being moved by a bull rush does not provoke an attack of opportunity because of the movement unless you possess the Greater Bull Rush feat. You cannot bull rush a creature into a square that is occupied by a solid object or obstacle. If there is another creature in the way of your bull rush, you must immediately make a combat maneuver check to bull rush that creature. You take a –4 penalty on this check for each creature being pushed beyond the first. If you are successful, you can continue to push the creatures a distance equal to the lesser result. For example, if a fighter bull rushes a goblin for a total of 15 feet, but there is another goblin 5 feet behind the first, he must make another combat maneuver check against the second goblin after having pushed the first 5 feet. If his check reveals that he can push the second goblin a total of 20 feet, he can continue to push both goblins another 10 feet (since the first goblin will have moved a total of 15 feet).
Improved Bull Rush:  You do not provoke an attack of opportunity when performing a bull rush combat maneuver.  In addition, you receive a +2 bonus on checks made to bull rush a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to bull rush you.
Improved Overrun:  You don't provoke an attack of opportunity when performing an overrun combat maneuver.  In addition, you receive a +2 bonus on checks made to overrun a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to overrun you.  Targets of your overrun attempt may not choose to avoid you.
Overrun:  As a standard action, taken during your move or as part of a charge, you can attempt to overrun your target, moving through its square.  You can only overrun an opponent who is no more than one size category larger than you.  If you do not have the Improved Overrun feat, or a similar ability, initiating an overrun provokes an attack of opportunity from the target of your maneuver.  If your overrun attempt fails, you stop in the space directly in front of the opponent, or the nearest open space in front of the creature if there are other creatures occupying that space.

When you attempt to overrun a target, it can choose to avoid you, allowing you to pass through its square without requiring an attack.  If your target does not avoid you, make a combat maneuver check as normal.  If your maneuver is successful, you move through the target's space.  If your attack exceeds your opponent's CMD by 5 or more, you move through the target's space and the target is knocked prone.  If the target has more than two legs, add +2 to the DC of the combat maneuver attack roll for each additional leg it has.
ROAGHAZ  [1 male kobold sorcerer 5 in room B20]
Knowledge (nature) 9



CR 4
A imperious looking kobold stands before you wearing a purple dyed animal hair cloak.
XP 1,200
LE Small humanoid (reptilian)
Init +6; Senses darkvision 60 ft.; Perception +7
DEFENSE
AC 18, touch 13, flat-footed 16 (+4 armor, +2 Dex, +1 natural, +1 size)
hp 30 (5d6+10)
Fort +3, Ref +4, Will +6
Weaknesses light sensitivity; Resist acid 5
OFFENSE
Speed 30 ft.
Melee dagger +1 (1d3-2/19-20), bite +1 (1d4-2)
Special Attacks 2 claws (1d3-2, treated as magic weapons, 6 rounds/day)
Sorcerer Spells Known (CL 5th; concentration +8)


2nd (5/day) – acid arrow, mirror image, resist energy

1st (7/day) – cause fear (DC 14), chill touch (DC 14), mage armor, magic missile, reduce person (DC 14)

0 (at will) – acid splash, bleed (DC 13), daze (DC 13), read magic, resistance, touch of fatigue (DC 13)

Bloodline draconic (green)
TACTICS
Before Combat Roaghaz casts mage armor.
During Combat Roaghaz employs the boulders for cover while his kobold bodyguards engage the PCs.  He tries to use his wand of web early to prevent too many PCs from getting into the room, then casts his ranged spells until forced into melee.  When that seems inevitable, he casts mirror image and remains mobile as he tries to stay out of reach of weapons while casting spells.  He uses his cloak of fangs to bite in the first 5 rounds of melee.  If Nighttail is with the PCs, Roaghaz is furious to see the traitorous kobold, and has his guards focus their attacks exclusively on her until she is slain.
Morale Roaghaz fights to the death.  If the PCs manage to capture him, he rants of how mighty Lord Aeteperax is, and how death and destruction await all of them.
STATISTICS
Str 6, Dex 15, Con 12, Int 12, Wis 8, Cha 16
Base Atk +2; CMB -1; CMD 11
Feats Combat Casting, Eschew Materials, Improved Initiative, Iron Will
Skills Craft (traps) +9, Intimidate +9, Knowledge (arcana) +7, Perception +7, Spellcraft +7; Racial Modifiers +2 Craft (traps), +2 Perception
Languages Common, Draconic
SQ bloodline arcana (energy spells that match bloodline energy deal +1 damage per die), crafty
Combat Gear scrolls of glitterdust (2), wand of web (5 charges); Other Gear dagger, cloak of fangs, key to armory (area B12), key to chests
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.

Combat Casting:  You get a +4 bonus on concentration checks (+12 total) made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.

Equipment
Cloak of Fangs [moderate transmutation; CL 9th]:  Wearing this animal-hair cloak grants a +1 resistance bonus on saving throws.  Furthermore, the 
wearer can force its teeth to grow rapidly up to five times per day as a swift action.  The oversized teeth last for 1 round, during which time 
the wearer can make a bite attack.  Treat this attack as a primary natural attack that deals 1d6 points of damage (or 1d4 if the wearer is 
Small).  If the wearer already has a bite attack, the damage of that bite attack increases by one step.
Scrolls of Glitterdust [faint conjuration; CL 3rd; 130 ft. range; creatures or objects within 10-ft.-radius spread; 3 rounds; DC 13 Will negates (blinding 
only)]:  creatures blinded and invisible things visibly outlined; cannot be removed and sparkles until duration ends; each round at end of 
their turn blinded creatures get new save; dust covered creatures take -40 penalty to Stealth
Wand of Web [faint conjuration; CL 3rd; 130 ft. range; webs in a 20-ft.-radius spread; 30 min. (D); DC 13 Reflex negates; see text]:  must be anchored 
to two or more solid diametrically opposed points; anyone in effect's area must make Reflex save or gain grappled condition; grappled 
creatures can break free with combat maneuver or Escape Artist check vs. spell's DC; moving through requires same check or creature 
becomes grappled; web area considered difficult terrain; at least 5 ft. between you and opponent = cover, at least 20 ft. = total cover; web is 
flammable and burned away by fire in 5 ft. square/round or by spell area of effect; creatures in flaming webs take 2d4 fire dmg
Sorcerer Spells Known (CL 5th; concentration +8)
Acid Arrow [conjuration (creation) [acid]; V, S, M, F; 600 ft. range; 1 arrow of acid; 2 rounds]:  ranged touch for 2d4+2 for 2 rounds (unless 
neutralized)
Acid Splash [conjuration (creation) [acid]; V, S; 35 ft. range; 1 missile of acid]:  ranged touch for 1d3+1 acid dmg
Bleed [necromancy; V, S; 35' range; 1 living creature; DC 13 Will]:  target below 0 hps begins bleeding
Cause Fear [necromancy [emotion, fear, mind-affecting]; V, S; 35 ft. range; 1 living creature with 5 or fewer HD; 1d4 rounds or 1 round; DC 14 Will 
partial]:  creature becomes frightened; successful Will save means only shaken 1 round
Chill Touch [necromancy; V, S; touch; up to 5 creatures touched; DC 14 Fort or DC 14 Will]:  touch atk; living creatures take 1d6 negative energy 
dmg and must make Fort save or take 1 Str dmg; undead save vs. Will or flee as if panicked for 1d4+5 rounds
Daze [enchantment (compulsion) [mind-affecting]; V, S, M; 35 ft. range; 1 humanoid creature of 4 HD or less; 1 round; DC 13 Will]:  target is dazed 
1 round, after which is immune for 24 hrs.
Magic Missile [evocation [force]; V, S; 150 ft. range; up to 3 creatures, no 2 more than 15 ft. apart]:  3 missile dealing 1d4+1 force dmg each
Mirror Image [illusion (figment); V, S; personal, you, 5 mins.]:  1d4+1 images created; when attacked or target of spell requiring atk roll, roll 
randomly to determine if image or caster hit; if attack misses by 5 or less, image destroyed; area effect spells and others not requiring atk 
roll don't destroys images and affect caster normally; touch atk spells discharged if destroy an image; attacker must see caster to be fooled
Reduce Person [transmutation; 1 round casting; V, S, M; 35 ft. range; 1 humanoid creature; 5 mins. (D); DC 14 Fort]:  decreases size category to next 
smaller (may decrease space/reach) ; +2 size bonus to Dex, -2 size penalty to Str (min 1), +1 bonus to atk and AC; decreases melee and 
projectile weapon dmg by 1 step, but not thrown
Resist Energy [abjuration; V, S; touch; creature touched; 50 mins.]:  gains resist energy 10 against chosen type (acid, cold, electricity, fire, or sonic)
Resistance [abjuration; V, S, M; touch; creature touched; 1 minute duration]:  +1 resistance on saves
Touch of Fatigue [necromancy; V, S, M; touch; creature touched; 5 rounds, DC 13 Fort]:  fatigues target for duration
Green text = conditions

Blue text = stat block notation

Highlighted text = GM reminder

[ ] = additions
Hunclay Manor and Hunclay's Cave
The player's are charged with exploring the mansion and removing anything dangerous.  If they learn anything interesting about objects or magic items within, they are to leave notes.  They are to take nothing, but are allowed to bid on items during the auction.  Damage is to be kept to a minimum.

The walls of the manor are 2-1/2 feet thick stone (hardness 8; hps 450).  The front door, the iron bookcase in room C8, the door to room C9, the chest in room C9, and the 4 chests in cave D3 are all affected by arcane lock (CL 9th).  Unless the players use the charm attached to the bird's leg in room C2, the locks require a DC 30 Disable Device (DC 40 for the large chest in cave D3) check.  These doors and containers also have "simple" ("good" for the large chest in cave D3) mechanical locks requiring a DC 20 (DC 30 for the large chest) check if the arcane locks are removed with the charm.  The keys found in room C10 will open all except for the manor front door and the large chest in cave D3.  These are opened by the brass key on Hunclay's corpse in room A14.

POISONED NEEDLE TRAP  [room C8]








CR 4
Purple Worm Poison: Needle – injury; save Fort DC 24; frequency 1/round for 6 rounds; effect 1d3 Strength damage; cure 2 consecutive saves
FIENDISH GRIZZLY BEAR  [bear summoning rug in room C10]

Knowledge (nature) 15

CR 5
Broad, powerful muscles move beneath this massive bear's brown fur, promising both speed and lethal force.
XP 1,600
N Large animal
Init +1; Senses darkvision 60 ft., low-light vision, scent; Perception +6
DEFENSE
AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, -1 size)
hp 42 (5d8+20)
Fort +8, Ref +5, Will +2
DR 5/good; Resist cold 10, fire 10; SR 10
OFFENSE
Speed 40 ft.
Melee 2 claws +7 (1d6+5 plus grab), bite +7 (1d6+5)
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 21, Dex 13, Con 19, Int 2, Wis 12, Cha 6
Base Atk +3; CMB +9 (+13 grapple); CMD 20 (24 vs. trip)
Feats Endurance, Run, Skill Focus (Survival)
Skills Perception +6, Survival +5, Swim +14; Racial Modifiers +4 Swim
SPECIAL ABILITIES
Smite good (Su) Once per day, the fiendish creature may smite a good-aligned creature.  As a swift action, the creature chooses one target within sight to smite.  If this target is good, the creature adds its Charisma bonus (+0) to attack rolls and gains a damage bonus equal to its HD (+5) against that foe.  This effect persists until the target is dead or the creature rests.

Grab (Ex): If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this ability.  If the creature can use grab on creatures of other sizes, it is noted in the creature's Special Attacks line.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
LODO  [1 unique homunculus in room C11]

Knowledge (arcana) 13



CR 3
Sitting on a nearby ledge is a creature resembling an obese infant, but with leathery skin mottled with spots of grime, curling ram's horns, sharp blackened teeth, black eyes with no pupils, and four leathery bat wings.
XP 800
NE Small construct
Init +1; Senses darkvision 60 ft., low-light vision; Perception +3
DEFENSE
AC 14, touch 12, flat-footed 13 (+1 Dex, +2 natural, +1 size)
hp 32 (4d10+10)
Fort +1, Ref +2, Will +2
Defensive Abilities construct traits
OFFENSE
Speed 20 ft., fly 50 ft. (good)
Melee bite +6 (1d6+1 plus poison), gore +6 (1d6+1)
Special Attacks poison (DC 14)
TACTICS
During Combat Lodo not only considers the PCs to be intruders, but suspects they killed Hunclay.  It attacks as soon as someone triggers the trap on the telescope's seat, swooping down to bite creatures after it makes a token attempt to use its wand of lightning bolt.  Lodo pursues PCs throughout the manor.
Morale Lodo fights to the death.
STATISTICS
Str 12, Dex 13, Con –, Int 10, Wis 12, Cha 7
Base Atk +4; CMB +4; CMD 15
Feats Flyby Attack, Skill Focus (Use Magic Device)
Skills Fly +12, Perception +3, Spellcraft +2, Use Magic Device +3
Language Common (cannot speak); telepathic link
Combat Gear wand of lightning bolt (5 charges)
SPECIAL ABILITIES
Poison (Ex) Bite – injury; save Fort DC 14; frequency 1/minute for 60 minutes; effect sleep (helpless) for 1 minute; cure 1 save.  The save DC is Constitution-based and includes a +2 racial bonus.
Telepathic Link (Su) A homunculus cannot speak, but the process of creating one links it telepathically with its creator.  A homunculus knows what its master knows and can convey to him or her everything it sees and hears, out to a distance of 1,500 feet.

Construct traits (Ex):  Constructs are immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, and any effect requiring a Fort save (unless it also works on objects or is harmless).  They are not subject to nonlethal or ability damage, ability drain, fatigue, exhaustion, or energy drain.  They are not at risk of death from massive damage.
Flyby Attack:  When flying, the creature can take a move action and another standard action at any point during the move.  The creature cannot take a second move action during a round when it makes a flyby attack.
Wand of Lightning Bolt [faint evocation, CL 5th; 1 standard action; 120 ft. range; 120-ft. line; DC 14 Reflex half]:  5d6 electrical dmg to each creature within area; can dmg or melt items in its path; if does enough dmg to burst through a barrier, continues beyond
	Flying Maneuver
	Fly DC (+12)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Severe" (31-50 mph) winds.  Suffers a -4 Fly penalty.

· Must succeed on a DC 25 Fly check in "Windstorm" (51-74 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move. Suffers a -8 Fly penalty.
· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.
· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

CTHEPALTANGOULGI  [1 schir demon in room C14]
Knowledge (planes) 14



CR 4
This goat-headed humanoid is covered in a mangy gray hide that only partly covers its gaunt but muscled frame.
XP 1,200
CE Medium outsider (chaotic, demon, evil, extraplanar)
Init +2; Senses darkvision 60 ft., see invisibility; Perception +13
DEFENSE
AC 19, touch 12, flat-footed 17 (+2 Dex, +7 natural)
hp 37 (5d10+10)
Fort +6, Ref +3, Will +3
DR 5/cold iron or good; Immune disease, electricity, poison; Resist acid 10, cold 10, fire 10; SR 15
OFFENSE
Speed 30 ft.
Melee mwk halberd +10 (1d10+4/x3 plus disease), gore +3 (1d6+2) or gore +8 (1d6+4)
Special Attacks powerful charge (gore, 3d6+4)
Spell-Like Abilities (CL 6th; concentration +4)


Constant – see invisibility, tongues

3/day – arcane lock, expeditious retreat, protection from good

1/day – summon (level 2, 1d3 schirs 20%)
STATISTICS
Str 17, Dex 14, Con 15, Int 8, Wis 5, Cha 6
Base Atk +5; CMB +8; CMD 20
Feats Iron Will, Power Attack, Weapon Focus (halberd)
Skills Acrobatics +10 (+18 jumping), Climb +11, Intimidate +6, Perception +13, Survival +2; Racial Modifiers +8 Acrobatics when jumping, +8 Perception
Languages Abyssal; telepathy 100 ft., tongues
SPECIAL ABILITIES
Disease (Ex)  A schir gnaws constantly at the ends of its halberd.  This infuses the blades with disease from the demon's filthy spittle.  Any creature struck by a schir's halberd must succeed at a DC 15 Fortitude save or contract gray pox – a frightening disease that causes weakness, gray splotches on the skin, and eventual catatonia.  The save DC is Constitution-based.


Gray Pox:  Halberd – injury; save Fort DC 15; onset 1 day; frequency 1/day; effect 1d6 Str damage; cure 2 consecutive saves.

Power Attack [-2 atk/+6 dmg, halberd or gore, primary; -2 atk/+2 dmg, gore, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Powerful charge (Ex):  When a creature with this special attack makes a charge, its attack deals extra damage in addition to the normal benefits and hazards of a charge.  The attack and amount of damage from the attack is given in the creature's description.
See Invisibility (Sp):  You can see any objects or beings that are invisible within your range of vision, as well as any that are ethereal, as if they were normally visible.  Such creatures are visible to you as translucent shapes, allowing you to discern the difference between visible, invisible, and ethereal creatures.  It does not reveal illusions or enable you to see through opaque objects.  It does not reveal creatures who are simply hiding, concealed, or otherwise hard to see.
Summon:  The inscriptions on the walls of Cthepaltangoulgi's room that can be used to harm it also prevent it from summoning allies.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry, usually 100 feet) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Tongues (Sp):  You can speak and understand the language of any intelligent creature, whether it is a racial tongue or a regional dialect.  You can speak only one language at a time, although you may be able to understand several languages.  You can make yourself understood as far away as your voice carries.  This doesn't enable you to speak with creatures who don't speak.  Nor does it predispose any creature addressed toward you in any way.

Spell-Like Abilities (CL 6th; concentration +4)
Expeditious Retreat [transmutation; personal; you; 6 mins.]:  +30 ft. enhancement bonus to base land speed (+12 bonus to Acrobatics to jump)
Protection from Good [abjuration [evil]; touch; creature touched; 6 mins.]:  +2 deflection bonus to AC and +2 resistance bonus on saves; immediately 
receive new saving throw (if allowed) with +2 morale bonus vs. effects that possess or exercise mental control over the creature to 
suppress effect for duration of protection spell; prevent bodily contact by good summoned creatures (until protected creature attacks)
CHIRIT  [1 zebub (accuser) devil in room C16]
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CR 3
This childlike blasphemy conjoins the features of a plump human infant and a gigantic, gore-fattened fly.
XP 800
LE Small outsider (devil, evil, extraplanar, lawful)
Init +8; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 17, touch 15, flat-footed 13 (+4 Dex, +2 natural, +1 size)
hp 30 (4d10+8)
Fort +6, Ref +10, Will +3
DR 5/good or silver; Immune fire, poison; Resist acid 10, cold 10
OFFENSE
Speed 20 ft., fly 60 ft. (perfect)
Melee bite +5 (1d6 plus 1d6 acid and disease)
Spell-Like Abilities (CL 8th; concentration +9)


At will – greater teleport (self plus 50 lbs. of objects only), invisibility (self only)


3/day – grease, summon swarm, whispering wind

1/day – summon (level 3, 1 zebub or 1d4 lemures, 40%)
STATISTICS
Str 11, Dex 18, Con 14, Int 9, Wis 15, Cha 12
Base Atk +4; CMB +3; CMD 17
Feats Improved Initiative, Lightning Reflexes
Skills Bluff +8, Fly +21, Knowledge (planes) +6, Perception +9, Stealth +15
Language Celestial, Draconic, Infernal; telepathy 100 ft.
SQ infernal eye
SPECIAL ABILITIES
Disease (Ex) Devil Chills:  Bite – injury; save Fort DC 14; onset 1d4 days; frequency 1 day; effect 1d4 Str damage; cure 3 consecutive saves.
Invisibility (Sp):  You and your gear become invisible (excluding items that extend more than 10 feet from your person).  Items you drop become visible.  Items you pick up and are tucked into clothing or pouches disappear.  Light from any light source you carry is still visible even if the source is not.  You aren't silenced and certain conditions (like swimming) can render you detectable.  You gain a +40 bonus on your Stealth check while stationary and a +20 while moving.  The effect ends if you directly attack a foe or indirectly attack using area effects.  Causing harm indirectly, such as summoning a monster that then attacks, doesn't end the effect.
Summon (Sp) [1 round casting time; 45 ft. range; 8 round duration]:  A creature with the summon ability can summon other specific creatures of its kind much as though casting a summon monster spell, but it usually has only a limited chance of success (as specified in the creature's entry).  Roll d%:  On a failure, no creature answers the summons.  Summoned creatures automatically return whence they came after 1 hour.  A creature summoned in this way cannot use any spells or spell-like abilities that require material components costing more than 1 gp unless those components are supplied, nor can it use its own summon ability for 1 hour.  An appropriate spell level is given for each summoning ability for purposes of Will saves, caster level checks, and concentration checks.  No experience points are awarded for defeating summoned monsters.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry, usually 100 feet) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than once creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
	Flying Maneuver
	Fly DC (+21)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Severe" (31-50 mph) winds.  Suffers a -4 Fly penalty.

· Must succeed on a DC 25 Fly check in "Windstorm" (51-74 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move. Suffers a -8 Fly penalty.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

Spell-Like Abilities (CL 8th; concentration +9)
Grease [conjuration (creation); 45 ft. range; 1 object or 10-ft. square; 8 mins.]:  DC 12 Reflex to creatures in area of spell when cast or fall prone; can 
move through at 1/2 normal speed requiring DC 10 Acrobatics check to walk through (failure means can't move that round, fail by 5 or 
more falls prone); if used to coat unattended object, automatically successful; held item gets DC 12 Reflex save or is dropped; attempt to 
pick up or use item requires save each round or is dropped; creature with greased armor or clothing gains +10 circumstance bonus on 
Escape Artist checks and combat maneuver checks made escape grapple and to CMD to avoid being grappled
Greater Teleport [conjuration (teleportation); personal and touch; you and up to 50 lbs. of touched objects]:  instantly transports you to designated 
destination on same planetary body (no distance limitation); must have at least a reliable description of location or teleport fails
Summon Swarm [conjuration (summoning); 1 round casting time; 45 ft. range; 1 swarm of bats, rats, or spiders; concentration + 2 rounds]:  summon 
swarm that attacks all other creatures within its area; if no living creatures in its area attacks or pursues nearest creature; caster has no 
control over it
DEVIL, LEMURE  [possible summon by Chirit]
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CR 1
A roiling wave of flesh gushes forward.  Amid the fatty surge wriggle half-formed limbs and a dripping tumorous face.
XP none (summoned)
LE Medium outsider (devil, evil, extraplanar, lawful)
Init +0; Senses darkvision 60 ft., see in darkness; Perception +0
DEFENSE
AC 14, touch 10, flat-footed 14 (+4 natural)
hp 13 (2d10+2)
Fort +4, Ref +3, Will +0
DR 5/good or silver; Immune fire, mind-affecting effects, poison; Resist acid 10, cold 10
OFFENSE
Speed 20 ft.
Melee 2 claws +2 (1d4)
STATISTICS
Str 11, Dex 10, Con 12, Int –, Wis 11, Cha 5
Base Atk +2; CMB +2; CMD 12

See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.

BAT SWARM  [possible summon by Chirit]
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CR 2
Hundreds of high-pitched squeaks fill the air as a mass of small, carnivorous bats surges forth, all of them hungry for blood.
XP none (summoned)
N Diminutive animal (swarm)
Init +2; Senses blindsense 20 ft., low-light vision; Perception +15
DEFENSE
AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size)
hp 13 (3d8)
Fort +3, Ref +7, Will +3
Defensive Abilities swarm traits; Immune weapon damage
OFFENSE
Speed 5 ft., fly 40 ft. (good)
Melee swarm (1d6)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11), wounding
STATISTICS
Str 3, Dex 15, Con 11, Int 2, Wis 14, Cha 4
Base Atk +2; CMB –; CMD –
Feats Lightning Reflexes, Skill Focus (Perception)
Skills Fly +12, Perception +15; Racial Modifiers +4 Perception when using blindsense
SQ swarm traits
SPECIAL ABILITIES
Wounding (Ex) Any living creature damaged by a bat swarm continues to bleed, losing 1 hit point per round thereafter.  Multiple wounds do not result in cumulative bleeding loss.  The bleeding can be stopped by a DC 10 Heal check or the application of a cure spell or some other healing magic.

Blindsense (Ex):  Using nonvisual senses, such as acute smell or hearing, a creature with blindsense notices things it cannot see.  The creature usually does not need to make Perception checks to pinpoint the location of a creature within range of its blindsense ability, provided that it has line of effect to that creature.  Any opponent the creature cannot see still has total concealment against the creature with blindsense, and the creature still has the normal miss chance when attacking foes that have concealment.  Visibility still affects the movement of a creature with blindsense.  A creature with blindsense is still denied its Dexterity bonus to Armor Class against attacks from creatures it cannot see.
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as gust of wind spell) and treated as a creature of their individual size would be.
	Flying Maneuver
	Fly DC (+12)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

RAT SWARM  [possible summon by Chirit]
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CR 2
A squirming, roiling mass of squeaking rats draws closer, teeth flashing and claws scratching everything in its path.
XP none (summoned)
N Tiny animal (swarm)
Init +6; Senses low-light vision, scent; Perception +8
DEFENSE
AC 14, touch 14, flat-footed 12 (+2 Dex, +2 size)
hp 16 (3d8+3)
Fort +4, Ref +5, Will +2
Defensive Abilities swarm traits (half damage from piercing and slashing attacks)
OFFENSE
Speed 15 ft., climb 15 ft., swim 15 ft.
Melee swarm (1d6 plus disease)
Space 10 ft.; Reach 0 ft.
Special Attacks disease, distraction (DC 12)
STATISTICS
Str 2, Dex 15, Con 13, Int 2, Wis 13, Cha 2
Base Atk +2; CMB –; CMD –
Feats Improved Initiative, Skill Focus (Perception)
Skills Acrobatics +6, Climb +10, Perception +8, Stealth +14, Swim +10; Racial Modifiers uses Dex to modify Climb and Swim
SPECIAL ABILITIES
Disease (Ex) Filth Fever: Swarm – injury; save Fort DC 12; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.  The save DC is Constitution-based.
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as a gust of wind spell) and treated as a creature of their individual size.
SPIDER SWARM  [possible summon by Chirit]
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CR 1
An awful, scuttling mass of legs and mandibles scrambles forward out of the darkness.
XP none (summoned)
N Diminutive vermin (swarm)
Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size)
hp 9 (2d8)
Fort +3, Ref +3, Will +0
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
Weaknesses swarm traits
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11)
STATISTICS
Str 1, Dex 17, Con 10, Int –, Wis 10, Cha 2
Base Atk +1; CMB –; CMD –
Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save.  The save DC is Constitution-based.

Distraction (Ex):  see above
Swarm Traits:  see above
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  Aquatic creatures with tremorsense can also sense the location of creatures moving through water.  The ability's range is specified in the creature's descriptive text.
MAFFEI  [1 female shae rogue 2 in room C17]
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CR 5
A wispy, amorphous female form hugs the shadows of this small cell.
XP 1,600
CN Medium outsider (extraplanar)
Init +8 [+11]; Senses darkvision 60 ft., low-light vision; Perception +9 [+12]
DEFENSE
AC 19, touch 16, flat-footed 13 (+2 armor, +6 Dex, +1 shield)
hp 42 [57] (6 HD; 4d10+2d8+26-15)
Fort +5 [+8], Ref +8 [+11], Will +4 [+7]; +1 vs. traps
Defensive Abilities amorphous, blur, evasion
Weaknesses negative levels
OFFENSE
Speed 30 ft.
Melee +1 scimitar +7 [+10] (1d6+6/18-20 plus 1d6 cold), +1 short sword +6 [+9] (1d6+3/19-20 plus 1d6 cold)
Special Attacks sneak attack +1d6
Spell-Like Abilities (CL 1st [4th]; concentration +5 [+8])


Constant – blur

At will – lesser shadow evocation (DC 17)
TACTICS
During Combat Maffei prefers to fight in melee, flanking with foes in order to make sneak attacks as often as she can.  She uses lesser shadow evocations to hurl magic missiles or scorching rays against distant foes.
Morale Maffei flees combat if reduced to fewer than 10 hp, unless she's forged a strong bond of friendship with any PCs who are still in the battle, in which case she fights to the death to defend them.
STATISTICS
Str 20, Dex 24, Con 18, Int 19, Wis 17, Cha 19
Base Atk +5; CMB +7 [+10]; CMD 24 [27]
Feats Improved Initiative, Two-Weapon Defense, Two-Weapon Fighting, Weapon Focus (scimitar)
Skills Acrobatics +13 [+16], Climb +9 [+12], Disable Device +13 [+16], Disguise +10 [+13], Intimidate +10 [+13], Knowledge (arcana) +10 [+13], Knowledge (planes) +10 [+13], Perception +9 [+12], Sense Motive +9 [+12], Sleight of Hand +13 [+16], Stealth +13 [+16] (+23 [+26] in regions of dim light or darkness)
Languages Aklo, Common, Shae
SQ rogue talents (combat trick), trapfinding +1
Combat Gear leather armor, +1 scimitar [CL 3rd], +1 short sword [CL 3rd]
SPECIAL ABILITIES
Cold (Su) A shae's touch saps heat from living creatures, leaving patches of colorless flesh rather than physical wounds.  A shae can deal 1d6 points of cold damage with a touch.  It adds +1d6 points of cold damage to any melee weapon damage it deals.
Lesser Shadow Evocation (Sp) This spell-like ability functions identically to the spell shadow evocation, but it can only create quasi-real versions of sorcerer or wizard evocation spells of 2nd level or lower.  This spell-like ability is the equivalent of a 3rd-level spell.
Negative Levels Maffei currently suffers 3 permanent negative levels after failing the Fortitude save to remove the negative levels she gained when Hunclay demonstrated to her the effects of his wall of light spell.  As a result, she takes a -3 penalty to her CMD and on all ability checks, attack rolls, combat maneuver checks, saving throws, and skill checks.  In addition, her maximum hit points are reduced by 15, and her caster level for her spell-like abilities is reduced by 3.  These penalties are incorporated into her statistics.  [The original statistics are presented in brackets.]

Amorphous (Ex):  The creature's body is malleable and shapeless. It is immune to precision damage (like sneak attacks) and critical hits.
Blur (Sp):  Your outline appears blurred, shifting, and wavering.  This distortion grants you concealment (20% miss chance).  A see invisibility spell does not counteract the blur effect, but a true seeing spell does.  Opponents that cannot see you ignore the spell's effect (though fighting an unseen opponent carries penalties of its own).
Restoring permanent negative levels:  Three scrolls of restoration are available for purchase from the House of Abadar in Belhaim or are available to the PCs for free after they agree to slay Aeteperax.  (Priestess Targas offers free services to the PCs and might balk if she discovers they are being used on Maffei).  Restoration cannot be used to dispel more than one permanent negative level possessed by a target in a 1-week period.
Two-Weapon Defense:  When wielding a double weapon or two weapons (not including natural weapons or unarmed strikes), you gain a +1 shield bonus to your AC.  When you are fighting defensively or using the total defense action, this shield bonus increases to +2.

Spell-Like Ability (CL 1st [4th]; concentration +5 [+8])
Lesser Shadow Evocation [illusion (shadow); DC 17 Will disbelief (if interacted with)]:  cast illusory version of sorcerer/wizard evocation spell (see 
above, CL modified by current number of permanent negative levels); successful Will save to disbelieve or identification of spell as 
shadow evocation means creature takes 1/5 dmg, effect, or occurrence; also allowed SR vs. spells being simulated (see below, no saves 
allowed for spells listed)
Magic Missile [110 ft. [140 ft.] range; up to 2 creatures, no more than 15 ft. apart]:  1 [2] missile(s) dealing 1d4+1 force dmg each
Scorching Ray [25 ft. [35 ft.] range; 1 ray]:  ranged touch ray for 4d6 fire dmg
DIRE WOLF  [1 in area D1]
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CR 3
This immense black wolf is the size of a horse, its fangs as large and sharp as knives.
XP 800
N Large animal
Init +2; Senses low-light vision, scent; Perception +10
DEFENSE
AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 37 (5d8+15)
Fort +7, Ref +6, Will +2
OFFENSE
Speed 50 ft.
Melee bite +7 (1d8+6 plus trip)
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10
Base Atk +3; CMB +8; CMD 20 (24 vs. trip)
Feats Run, Skill Focus (Perception), Weapon Focus (bite)
Skills Perception +10, Stealth +3, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent
WOLVES  [2 in area D1]
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CR 1
These powerful canines watch their prey with piercing yellow eyes, darting their tongues across sharp white teeth.
XP 400 each
N Medium animal
Init +2; Senses low-light vision, scent; Perception +8
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +1
OFFENSE
Speed 50 ft.
Melee bite +2 (1d6+1 plus trip)
STATISTICS
Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Skill Focus (Perception)
Skills Perception +8, Stealth +6, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent
NEH-THALGGU ZOMBIE  [1 in room D3]
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CR 5
This rotting, crab-like nightmare has a lamprey mouth, twitching eyes on its legs, and several popped blisters along its back.
XP 1,600
NE Large undead
Init +2; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)
hp 66 (12d8+12)
Fort +4, Ref +6, Will +8
DR 5/slashing; Immune undead traits
Weaknesses staggered
OFFENSE
Speed 10 ft., fly 40 ft. (perfect)
Melee bite +16 (1d8+12)
Space 10 ft.; Reach 10 ft.
TACTICS
During Combat The zombie has commands to kill anything other than Hunclay, but does not pursue foes who go outside this room.
Morale The zombie fights until destroyed.
STATISTICS
Str 26, Dex 14, Con –, Int –, Wis 10, Cha 10
Base Atk +9; CMB +18; CMD 30 (can't be tripped)
Feats Toughness
Skills Fly +8

Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
	Flying Maneuver
	Fly DC (+8)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 penalty in "Severe" (31-50 mph) winds.

· Suffers a -8 penalty in "Windstorm" (51-74 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Hurricane" force (75-174 mph) winds.  Suffers a -12 Fly penalty.

· Must succeed on a DC 25 Fly check in "Tornado" force (175+ mph) winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -16 Fly penalty.

Green text = conditions

Blue text = stat block notation

Highlighted text = GM reminder

[ ] = additions
The Estate Auction
The players are attacked at the estate auction just after sunset.  Lanterns have been lit around the ampitheater, providing ample light.  The party is seated in the front row.  Melanctha Adras (and family), Sir Pelle Benhovy, Arnholde Devy (and his mother, the baroness), Bassy, and Swerlo Greyhands are all local interested bidders and are seated in the first two rows.  Three white-clad Kalistocrats, two black-robed representatives of the Mercantile Consortium, the half-orc Mr. Pickets, and Clausyre are also bidding.  While it isn't spelled out, it can probably be expected that they would be seated toward the front.  The rest of the audience should be filled in with miscellaneous townsfolk.
Just prior to being attacked have all of the PCs roll a Perception check.  The person with the highest check is the first to notice a dark shape flying in the skies above.  During wave 1, for every round the PCs don't intervene, 1d4-1 townsfolk die.  If the PCs don't step in to stop the grioths from killing the villagers they leave after 1 minute.  If the PCs didn't intervene during wave 1 and continue not to during wave 2, the flame drake kills 1d4 townsfolk every round for 1 minute before leaving.  The creatures stop killing townsfolk as soon as the PCs step in.
GRIOTHS  [4 in wave 1]
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CR 1
These lanky, batlike humanoids have long tails and four narrow eyes.  The silent creatures move with an unnerving grace.
XP 400 each
CE Medium monstrous humanoid
Init +4; Senses blindsight 20 ft., see in darkness; Perception +6 (+10 in darkness)
DEFENSE
AC 14, touch 14, flat-footed 10 (+4 Dex)
hp 13 (2d10+2)
Fort +1, Ref +7, Will +6
Immune cold
Weaknesses light sensitivity
OFFENSE
Speed 30 ft., fly 40 ft. (average)
Melee mwk voidglass kukri +3 (1d4+1/18-20 plus 1d4 nonlethal), bite -3 (1d6 plus poison)
Special Attacks mindshock, [poison (DC 12)]
Spell-Like Abilities (CL 1st; concentration +1)


At Will – detect magic, mage hand, open/close

1/day – daze (DC 10), id insinuation (DC 12)
STATISTICS
Str 10, Dex 18, Con 12, Int 13, Wis 13, Cha 11
Base Atk +2; CMB +2; CMD 16
Feats Iron Will
Skills Fly +9, Knowledge (geography) +3, Perception +6 (+10 in darkness), Sense Motive +3, Stealth +9; Racial Modifiers +4 Perception in darkness
Languages Aklo, Grioth; telepathy 30 ft.
SQ no breath
Combat Gear masterwork voidglass kukri
SPECIAL ABILITIES
Id Insinuation (Sp) As a standard action once per day, a grioth can disrupt a creature's mind.  The target must be within 30 feet, and can resist this effect with a successful DC 12 Will save – otherwise, the target becomes confused for as long as the grioth concentrates plus 1 additional round after it ceases concentrating, to a maximum number of rounds equal to 3 plus the Grioth's total HD (5 rounds for most grioths).  This is a mind-affecting effect, and is equivalent to a 2nd-level spell.  The save DC is Charisma-based.
Mindshock (Su) When a grioth damages a creature with a voidglass weapon, a surge of the grioth's violent psychic energy pulses through the weapon, causing an additional 1d4 points of nonlethal damage.  On a critical hit, the creature struck must also succeed at a DC 12 Will save or be confused for 1d2 rounds.  This is a mind-affecting effect.  The save DC is Charisma-based and includes a +2 racial bonus.
Poison (Ex) Bite – injury; save Fort DC 12;  frequncy 1/round for 6 rounds; effect shaken for 1 round; cure 1 save.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Knowledge:  The grioth is a new monster, and other than Aeteperax and his minions few if any individuals on Golarion have had contact with them.  This should put them in the category of "particulary rare monsters" requiring a base DC 15 Knowledge roll to identify them.  Even once identified, the PCs may hypothesize the creature's abilities from mere observation.  Ex. It doesn't breathe so it is from some place with no air; it has milky eyes with no pupils but it seems to have no problem "seeing" its surroundings; the player feels a "tickling" in their head, so the creature may have telepathy or mental powers; there is some kind of dark ichor dripping from its fangs that might be poisonous.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
No Breath (Ex):  The monster does not breathe, and is immune to effects that require breathing (such as inhaled poison).  This does not give immunity to cloud or gas attacks that do not require breathing.
See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Voidglass:  Grioths (and perhaps other psychic creatures) can funnel violent bursts of psychic energy through these weapons on a hit (see "id insinuation" above).  In the hands of any creature, a voidglass piercing or slashing weapon deals 1 additional damage on a hit – bludgeoning weapons gain no benefit.
	Flying Maneuver
	Fly DC (+9)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

FLAME DRAKE, ADVANCED  [1 in wave 2]

Knowledge (arcane) 16



CR 6
This ferocious creature looks like a red-and-yellow scaled dragon, but with only two legs.
XP 2,400
CE Large dragon (fire)
Init +7; Senses darkvision 60 ft., low-light vision, scent; Perception +12
DEFENSE
AC 22, touch 12, flat-footed 19 (+3 Dex, +10 natural, -1 size)
hp 69 (6d12+30)
Fort +10, Ref +8, Will +8
Immune fire, paralysis, sleep
Weakness vulnerability to cold
OFFENSE
Speed 20 ft., fly 60 ft. (average)
Melee bite +12 (2d6+7 plus 1d6 fire), tail slap +7 (1d6+3)
Space 10 ft.; Reach 10 ft.
Special Attacks fireball breath
STATISTICS
Str 25, Dex 17, Con 20, Int 13, Wis 16, Cha 14
Base Atk +6; CMB +14; CMD 27
Feats Flyby Attack, Improved Initiative, Power Attack
Skills Fly +10, Intimidate +11, Perception +12, Stealth +8, Survival +12
Languages Draconic
SQ speed surge
SPECIAL ABILITIES
Fireball Breath (Su) A flame drake can, as a standard action, breathe a ball of flame that explodes like a fireball.  This attack has a range of 180 feet and deals 5d6 points of fire damage (DC 18 Reflex half) to all creatures within a 20-foot-radius spread.  Once a flame drake has used its fireball breath, it cannot do so again for 1d6 rounds.  The save DC is Constitution-based.
Speed Surge (Ex) Three times per day as a swift action, a flame drake may draw on its draconic heritage for a boost of strength and speed to take an additional move action in that round.

Flyby Attack:  When flying, the creature can take a move action and another standard action at any point during the move.  The creature cannot take a second move action during a round when it makes a flyby attack.
Power Attack [-2 atk/+4 dmg, bite, primary; -2 atk/+2 dmg, tail slap, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
	Flying Maneuver
	Fly DC (+10)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Hurricane" force (75-174 mph) winds.  Suffers a -12 Fly penalty.

· Must succeed on a DC 25 Fly check in "Tornado" force (175+ mph) winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -16 Fly penalty.
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The Crypt of Tula
Entry to the crypt requires the key from Bassy or a DC 40 Disable Device on its fantastically complex lock.  There are no light sources within the crypt.  Until Arturic the wraith is defeated, strange noises fill the air – scratching on the walls, muffled whispers, and half-heard footsteps.

GIBBERING MOUTHER  [1 in area E1]


Knowledge (dungeoneering) 15



CR 5
This horrid mass of eyes, mouths, and formless flesh stares in all directions, its countless maws yamering ceaselessly.
XP 1,600
N Medium aberration
Init +3; Senses all-around vision, darkvision 60 ft.; Perception +12
DEFENSE
AC 19, touch 13, flat-footed 16 (+3 Dex, +6 natural)
hp 46 (4d8+28)
Fort +8, Ref +4, Will +5
Defensive Abilities amorphous; DR 5/bludgeoning; Immune critical hits, precision damage
OFFENSE
Speed 10 ft., swim 20 ft.
Melee 6 bites +7 (1d4 plus grab)
Special Attacks blood drain, engulf (6d4 damage plus 2 Con damage, AC 13, hp 4), gibbering, ground manipulation, spittle (+6 ranged touch)
TACTICS
Before Combat The gibbering mouther waits until a PC comes within 10 feet of the skull or attempts to open the door into the crypt before it attacks.
During Combat The gibbering mouther begins gibbering and then slithers out of the skull.
STATISTICS
Str 10, Dex 17, Con 24, Int 4, Wis 13, Cha 12
Base Atk +3; CMB +3 (+7 grapple); CMD 16 (can't be tripped)
Feats Weapon Finesse, Weapon Focus (bite)
Skills Perception +11, Swim +8; Racial Modifiers +4 Perception
Language Aklo
SPECIAL ABILITIES
All-Around Vision (Ex) A gibbering mouther sees in all directions at once.  It cannot be flanked.
Amorphous (Ex) A gibbering mouther's body is malleable and shapeless.  It is immune to precision damage (like sneak attacks) and critical hits, and can move through an area as small as one-quarter its space without squeezing or one-eighth its space when squeezing.
Blood Drain (Ex) On a successful grapple check after grabbing, several of the creature's mouths attach to its target.  Each round it maintains its grapple, its mouths automatically deal 1d4 points of bite damage and 1 point of Constitution damage as it drains its victim's blood.
Engulf (Ex) This ability functions as swallow whole, except for the following changes.  An engulfed creature is trapped in the gibbering mouther's body, where several of its mouths continue to feed and drain blood.  A gibbering mouther can engulf only one foe of its size or smaller at a time.  If an engulfed creature cuts its way free (the mouther's damage reduction still applies to those inside), the mouther simply flows together again and can still use its engulf attack.
Gibbering (Su) As a free action, a gibbering mouther can emit a cacophony of maddening sound.  All creatures other than gibbering mouthers within 60 feet must succeed on a DC 13 Will save or be confused for 1 round.  This is a mind-affecting compulsion insanity effect.  A creature that saves cannot be affected by the same mouther's gibbering for 24 hours.  The save DC is Constitution-based.
Ground Manipulation (Su) At will as a standard action, a gibbering mouther can cause stone and earth under its body to grow soft and muddy.  The ground remains muddy for 1 minute after the mouther moves off of the location.  A gibbering mouther can move through these areas with ease, but other creatures treat them as difficult terrain.
Spittle (Ex) Each round as a free action, a gibbering mouther can emit a stream of acidic spittle at one target within 30 feet.  On a successful attack, the target is blinded for 1d4 rounds unless he succeeds on a DC 18 Fortitude save.  The save DC is Constitution-based.

Grab (Ex): If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this ability.  If the creature can use grab on creatures of other sizes, it is noted in the creature's Special Attacks line.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
Swallow Whole (Ex) [see Engulf for exceptions]:  If a creature with this special attack begins its turn with an opponent grappled in its mouth (see Grab), it can attempt a new combat maneuver check (as though attempting to pin the opponent).  If it succeeds, it swallows its prey, and the opponent takes bite damage.  Unless otherwise noted, the opponent can be up to one size category Smaller than the swallowing creature.  Being swallowed causes a creature to take damage each round.  The amount and type of damage varies and is given in the creature's statistics.  A swallowed creature keeps the grappled condition, while the creature that did the swallowing does not.  A swallowed creature can try to cut its way free with any light slashing or piercing weapon (the amout of cutting damage required to get free is equal to 1/10 the creature's total hit points), or it can just try to escape the grapple.   The Armor Class of the interior of a creature that swallows whole is normally 10 + 1/2 its natural armor bonus, with no modifiers for size or Dexterity.  If a swallowed creature cuts its way out, the swallowing creature cannot use swallow whole again until the damage is healed.  If the swallowed creature escapes the grapple, success puts it back in the attacker's mouth, where it may be bitten or swallowed again.
ATTIC WHISPERER  [1 in room E2]
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CR 4
This thing resembles a gray, emaciated child, with cobwebs and dust for clothes and a fox skull for a head.
XP 1,200
NE Small undead
Init +8; Senses darkvision 60 ft.; Perception +12
Aura sobs (10 ft.)
DEFENSE

AC 19, touch 16, flat-footed 14 (+4 Dex, +1 dodge, +3 natural, +1 size)
hp 45 (6d8+18)
Fort +5, Ref +6, Will +8
Immune undead traits
OFFENSE

Speed 20 ft.
Melee bite +9 (1d4-1 plus steal breath), touch +4 (steal voice)
TACTICS
During Combat The attic whisperer's aura of sobs extends beyond its sarcophagus, but it is unable to escape its resting place on its own.  It attacks immediately if the sarcophagus is opened.
STATISTICS

Str 19, Dex 19, Con –, Int 14, Wis 16, Cha 17
Base Atk +4; CMB +2; CMD 17
Feats Dodge, Improved Initiative, Weapon Finesse
Skills Bluff +9, Climb +8, Knowledge (history) +8, Knowledge (local) +8, Perception +12, Stealth +17
Languages Common (plus any 2d4 from victims)
SPECIAL ABILITIES
Aura of Sobs (Su) All of the voices that an attic whisperer steals linger around it in an invisible but audible aura of unnerving childlike whimpers, songs, and sobs.  Any living creature that enters this area loses the befit of all bardic performances affecting it and takes a -1 penalty on all attack rolls, damage rolls, and Will saving throws.  The attic whisperer can suppress or reactivate its aura as a free action.  This aura is a sonic, mind-affecting effect.
Steal Breath (Su) A creature bit by an attic whisperer must make a DC 16 Will save or become fatigued for 1 hour.  A fatigued creature that is bitten is instead exhausted for 1 hour, and an exhausted creature falls asleep for 1 hour if bitten.  The sleeper can only be roused by killing the attic whisperer or by using dispel magic, remove curse, or similar effects.  The save DC is Charisma-based.
Steal Voice (Su) Any creature hit by an attic whisperer's touch must make a DC 16 Will save or lose its ability to speak for 1 hour.  During that time, the creature cannot talk, cast spells with verbal components, use auditory bardic performances, or use any other ability that requires speech.  Once an attic whisperer has stolen a creature's voice, it can perfectly mimic that voice at any time, even after its victim's voice has returned, and while using that voice can speak any languages the victim knew.  Those familiar with an individual's voice can make a Sense Motive check opposed by the attic whisperer's Bluff check to realize a mimicked voice is inauthentic.  The save DC is Charisma-based.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

FIRE ELEMENTALS, SMALL  [3 in room E3]

Knowledge (planes) 11



CR 1
These creatures look like living, mobile bonfires, tongues of flame reaching out in search of things to burn.
XP 400 each
N Small outsider (elemental, extraplanar, fire)
Init +5; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 16, touch 13, flat-footed 14 (+1 Dex, +1 dodge, +3 natural, +1 size)
hp 11 (2d10)
Fort +3, Ref +4, Will +0
Immune elemental traits, fire
Weaknesses vulnerability to cold
OFFENSE
Speed 50 ft.
Melee slam +4 (1d4 plus burn)
Special Attacks burn (1d4, DC 11)
TACTICS
During Combat The small fire elementals emerge from their black pillars if any urn is moved or the trap in the main room is activated.
Morale The small fire elementals fight to the death.
STATISTICS
Str 10, Dex 13, Con 10, Int 4, Wis 11, Cha 11
Base Atk +2; CMB +1; CMD 13
Feats Dodge, Improved Initiative, Weapon Finesse
Skills Acrobatics +5, Climb +4, Escape Artist +5, Intimidate +4, Knowledge (planes) +1, Perception +4
Language Ignan
SPECIAL ABILITIES
Burn (Ex) A fire elemental deals fire damage in addition to damage dealt on a successful hit in melee.  Those affected by the burn ability must also succeed on a Reflex save or catch fire, taking the listed damage for an additional 1d4 rounds at the start of its turn.  A burning creature can attempt a new save as a full-round action.  Dropping and rolling on the ground grants a +4 bonus on this save.  Creatures that hit a burning creature with natural weapons or unarmed attacks take fire damage as though hit by the burning creature and must make a Reflex save to avoid catching on fire.  The save DC is Constitution-based and includes a bonus equal to 1/2 the burning creature's racial HD.
Elemental Traits:  Elementals are immune to bleed, paralysis, poison, sleep effects, and stunning.  They are not subject to critical hits or flanking.  They take no additional damage from precision-based attacks, such as sneak attack.  Elementals do not breathe, eat, or sleep.
AZERS  [4 in room E8]
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CR 2
Heat ripples the air near these squat, brass-skinned humanoids.  Their heads and shoulders blaze with manes of fire.
XP 600 each
LN Medium outsider (extraplanar, fire)
Init +1; Senses darkvision 60 ft.; Perception +6
DEFENSE
AC 18, touch 11, flat-footed 17 (+5 armor, +1 Dex, +2 natural)
hp 15 (2d10+4)
Fort +5, Ref +1, Will +4
Immune fire; SR 13
Weaknesses vulnerability to cold
OFFENSE
Speed 30 ft. (20 ft. in armor)
Melee mwk warhammer +4 (1d8+1/x3 plus 1d6 fire)
Ranged light hammer +3 (1d4+1 plus 1d6 fire)
Special Attacks heat (1d6 fire)
TACTICS
Before Combat The azers are under the effect of a permanent statue spell.  If the PCs have received Tula's blessing, the azers bow before the PCs as if honoring them, then step back onto their pedestals and become statues once again.
During Combat If the PCs have not received Tula's blessing, they spring to life and do what they can to prevent the opening of Echtyr's sarcophagus.
Morale The azers fight to the death.
STATISTICS
Str 13, Dex 12, Con 15, Int 12, Wis 12, Cha 9
Base Atk +2; CMB +3; CMD 14
Feats Power Attack
Skills Acrobatics +0, Appraise +6, Climb +3, Craft (any two) +6, Knowledge (nobility) +6, Perception +6
Language Common, Ignan
Combat Gear masterwork scale mail, masterwork warhammer, light hammer
Heat (Ex):  The creature generates so much heat that its mere touch deals additional fire damage.  The creature's metallic melee weapons also conduct this heat.
Power Attack [-1 atk/+3 dmg, mwk warhammer wielded 2-handed]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
WIGHTS  [4 in room E10]
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CR 3
The flesh of these walking corpses is rotting and putrid, their bodies skeletal in places and their eye sockets glowing with red light.
XP 800 each
LE Medium undead
Init +1; Senses darkvision 60 ft.; Perception +11
DEFENSE

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 26 (4d8+8)
Fort +3, Ref +2, Will +5
Defensive Abilities undead traits
Weaknesses resurrection vulnerability
OFFENSE

Speed 30 ft.
Melee slam +4 (1d4+1 plus energy drain)
Special Attacks create spawn, energy drain (1 level, DC 14)
TACTICS
During Combat A wight emerges from one of the sarcophagi 1 round after the PCs enter the room.  Every 1d4 rounds thereafter another wight is released.  If the PCs open a sarcophagus early the creature shrieks in shock and the PCs have 1 round to attack before it rises.
STATISTICS

Str 12, Dex 12, Con –, Int 11, Wis 13, Cha 15
Base Atk +3; CMB +4; CMD 15
Feats Blind-Fight, Skill Focus (Perception)
Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +16; Racial Modifier +8 Stealth
Languages Common
SQ create spawn
SPECIAL ABILITIES
Create Spawn (Su) Any humanoid creature that is slain by a wight becomes a wight itself in only 1d4 rounds.  Spawn so created are less powerful than typical wights, and suffer a -2 penalty on all d20 rolls and checks, as well as -2 hp per HD.  Spawn are under the command of the wight that created them and remine enslaved until its death, at which point they lose their spawn penalties and become full-fledged and free-willed wights.  They do not possess any of the abilities they had in life.
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a wight destroys it (Will negates).  Using the spell in this way does not require a material component.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Energy Drain (Su):  This attack saps a living opponent's vital energy and happens automatically when a melee or ranged attack hits.  Each successful energy drain bestows one or more negative levels (the creature's description specifies how many).  If an attack that includes an energy drain scores a critical hit, it bestows twice the listed number of negative levels.  Unless otherwise specified in the creature's description, a draining creature gains 5 temporary hit points for each negative level it bestows on an opponent.  These temporary hit points last for a maximum of 1 hour.  Negative levels remain until 24 hours have passed or until they are removed with a spell such as restoration.  If a negative level is not removed before 24 hours have passed, the affected creature must attempt a Fortitude save (DC 10 + 1/2 the draining cretaure's racial HD + the draining creature's Cha modifier; the exact DC is given in the creature's descriptive text).  On a success, the negative level goes away with no harm to the creature.  On a failure, the negative level becomes permanent.  A separate saving throw is required for each negative level.
Negative Levels:  For each negative level a creature has, it takes a cumulative -1 penalty on all ability checks, attack rolls, combat maneuver checks, Combat Maneuver Defense, saving throws, and skill checks.  In addition, the creature reduces its current and total hit points by 5 for each negative level it possesses.  The creature is also treated as one level lower for the purpose of level-dependent variables (such as spellcasting) for each negative level possessed.  Spellcasters do not lose any prepared spells or slots as a result of negative levels.  If a creature's negative levels equal or exceed its total Hit Dice, it dies.  Permanent negative levels remain after a dead creature is restored to life.  A creature whose permanent negative levels equal its Hit Dice cannot be brought back to life through spells like raise dead and resurrection without also receiving a restoration spell, cast the round after it is restored to life.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
ARTURIC  [1 wraith in room E10]
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CR 5
This ghostly creature is little more than a dark shape with two flickering pinpoints of light where its eyes should be.
XP 1,600
LE Medium undead (incorporeal)
Init +7; Senses darkvision 60 ft., lifesense; Perception +10
Aura unnatural aura (30 ft.)
DEFENSE

AC 18, touch 18, flat-footed 15 (+5 deflection, +3 Dex)
hp 47 (5d8+25)
Fort +6, Ref +4, Will +6
Defensive Abilities channel resistance +2, incorporeal; Immune undead traits
Weaknesses sunlight powerlessness
OFFENSE

Speed fly 60 ft. (good)
Melee incorporeal touch +6 (1d6 negative energy plus 1d6 Con drain)
Special Attacks create spawn
TACTICS
During Combat As soon as the last wight is defeated, the whispers and moans rise again into a thunderous crescendo – 1 round later, a seething black shadowy form rises from the central sarcophagus.  Arturic does not pursue foes out of his level of the crypt.
Morale Arturic fights until destroyed.
STATISTICS

Str –, Dex 16, Con –, Int 14, Wis 14, Cha 21
Base Atk +3; CMB +6; CMD 21
Feats Blind-Fight, Combat Reflexes, Improved Initiative
Skills Diplomacy +10, Fly +7, Intimidate +13, Knowledge (planes) +7, Perception +10, Sense Motive +10, Stealth +11
Languages Common, Infernal
SPECIAL ABILITIES
Create Spawn (Su) A humanoid slain by a wraith becomes a wraith in 1d4 rounds.  These spawn are less powerful than typical wraiths, and suffer a -2 penalty on all d20 rolls and checks, receive -2 hp per HD, and only drain 1d2 points of Constitution on a touch.  Spawn are under the command of the wraith that created them until its death, at which point they lose their spawn penalties and become free-willed wraiths.  They do not possess any of the abilities they had in life.
Constitution Drain (Su) Creatures hit by a wraith's touch attack must succeed on a DC 17 Fortitude save or take 1d6 points of Constitution drain.  On each successful attack, the wraith gains 5 temporary hit points.  The save DC is Charisma-based.
Lifesense (Su) A wraith notices and locates living creatures within 60 feet, just as if it possessed the blindsight ability.
Sunlight Powerlessness (Ex) A wraith caught in sunlight cannot attack and is staggered.
Unnatural Aura (Su) Animals do not willingly approach within 30 feet of a wraith, unless a master makes a DC 25 Handle Animal, Ride, or wild empathy check.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

Blindsight negates displacement and blur effects.
Combat Reflexes [+3, 4/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Incorporeal (Ex) An incorporeal creature has no physical body.  It can be harmed only by other incorporeal creatures, magic weapons or creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities.  It is immune to all nonmagical attack forms.  Even when hit by spells or magic weapons, it takes only half damage from a corporeal source (except for channel energy).  Although it is not a magical attack, holy water (when poured into the targets square) can affect incorporeal undead.  Corporeal spells and effects that do not cause damage only have a 50% chance of affecting an incorporeal creature.  Force spells and effects, such as from a magic missile, affect an incorporeal creature normally.


An incorporeal creature can enter or pass through solid objects, but must remain adjacent to the object's exterior, and so cannot pass entirely through an object whose space is larger than its own.  It can sense the presence of creatures or objects within a square adjacent to its current location, but enemies have total concealment (50% miss chance) from an incorporeal creature that is inside an object.  In order to see beyond the object it is in and attack normally, the incorporeal creature must emerge.  An incorporeal creature inside an object has total cover, but when it attacks a creature outside the object it only has cover, so a creature outside with a readied action could strike at it as it attacks.  An incorporeal creature cannot pass through a force effect.


An incorporeal creature's attacks pass through (ingore) natural armor, armor, and shields, although deflection bonuses and force effects (such as mage armor) work normally against it.  Incorporeal creatures pass through and operate in water as easily as they do in air.  Incorporeal creatures cannot fall or take falling damage.  Incorporeal creatures cannot make trip or grapple attacks, nor can they be tripped or grappled.  In fact, they cannot take any physical action that would move or manipulate an opponent or its equipment, nor are they subject to such actions.


An incorporeal creature moves silently and cannot be heard with Perception checks if it doesn't wish to be.  Nonvisual senses, such as scent and blindsight, are either ineffective or only partly effective with regard to incorporeal creatures.  Incorporeal creatures have an innate sense of direction and can move at full speed even when they cannot see.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.


	Flying Maneuver
	Fly DC (+7)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

Green text = conditions

Blue text = stat block notation

Highlighted text = GM reminder

[ ] = additions
Monastery of Saint Kyerixus
Unless otherwise indicated, all doors in the monastery are made of iron-bound oak (hardness 5; hps 20; Break DC 23) and are unlocked.  Unless the PCs approach stealthily or come to the monastery after dark, the ruins' inhabitants notice them coming and ring the monastery's bells – see area F28.  Once the PCs exit the monastery, everyone remaining will be on alert.

AZMUR KELL  [1 male human druid 8 in area F4]
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CR 7
This tired-looking man is wearing brown leathers and a red hat with a blue feather.
XP 3,200
N Medium humanoid (human)
Init +2; Senses Perception +14
DEFENSE
AC 20, touch 14, flat-footed 17 (+3 armor, +1 deflection, +2 Dex, +1 dodge, +3 natural)
hp 71 (8d8+32)
Fort +9, Ref +5, Will +10; +4 vs. fey and plant effects
Resist electricity 10
OFFENSE
Speed 30 ft.
Melee [Touch] flame blade +6/+1 (1d8+4 [fire])
Special Attacks lightning arc (1d6+4 electricity, 6/day), wild shape 3/day
Druid Spells Prepared (CL 8th; concentration +11)


4th – air walkD, dispel magic, cure serious wounds

3rd – call lightning (DC 16), cure moderate wounds (2), gaseous formD, protection from energy

2nd – barkskin, chill metal (DC 15), lesser restoration, tree shape, wind wallD

1st – cure light wounds (2), entangle (DC 14), goodberry, obscuring mistD, produce flame

0 (at will) – detect magic, light, mending, read magic

D domain spell; Domain air
TACTICS
Before Combat Azmur casts air walk, call lightning, and barkskin if he hears combat and knows the PCs are near.
During Combat Azmur wants to capture the PCs alive, and does his best not to kill them.  If forced into melee combat, he uses his wand to create a flame blade.
Morale If brought below 20 hp, he surrenders – the PCs are obviously stronger than he anticipated.  If the PCs accept his surrender, continue with Development [p. 42].  If they don't, he uses wild shape to assume the form of a bird and flies away to recover – at this point, he watches and lurks in the background, and can come to the PCs' aid in the future, at which point he again tries to bargain for their help in defeating the dragon.
STATISTICS
Str 10, Dex 14, Con 14, Int 10, Wis 16, Cha 12
Base Atk +6; CMB +6; CMD 20
Feats Combat Casting, Dodge, Natural Spell, Skill Focus (Bluff), Toughness
Skills Bluff +12, Handle Animal +10, Knowledge (nature) +13, Linguistics +2, Perception +14, Spellcraft +11, Survival +5
Languages Common, Draconic, Druidic, Sylvan
SQ nature bond (Air domain), nature sense, trackless step, wild empathy +9, woodland stride
Combat Gear wand of flame blade (CL 8th, 7 charges); Other Gear +1 leather armor [CL 3rd], cloak of resistance +1 [faint abjuration; CL 5th], hat of disguise, ring of protection +1 [faint abjuration; CL 5th], journal (see Development, [p. 42]), 160 gp

Combat Casting:  You get a +4 bonus on concentration checks [+15 total] made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Disguise Self [illusion (glamer); 10 mins.]:  You make yourself – including clothing, armor, weapons, and equipment – look different.  You can seem 1 foot shorter or taller, thin, fat, or in between.  You cannot change your creature type (although you can appear as another subtype).  Otherwise, the extent of the apparent change is up to you.  You could add or obscure a minor feature or look like an entirely different person or gender.  The spell does not provide the abilities or mannerisms of the chosen form, nor does it alter the perceived tactile (touch) or audible (sound) properties of you or your equipment.  If you use this spell to create a disguise, you get a +10 bonus on the Disguise check.  A creature that interacts with the glamer gets a Will save to recognize it as an illusion.
Lightning Arc (Sp):  As a standard action, you can unleash an arc of electricity targeting any foe within 30 feet as a ranged touch attack.  This arc of electricity deals 1d6 points of electricity damage +1 point for every two cleric levels you possess.  You can use this ability a number of times per day equal to 3 + your Wisdom modifier.
Natural Spell:  You can complete the verbal and somatic components of spells while using wild shape.  You substitute various noises and gestrues for the normal and somatic components of a spell.  You can also use any material components or focuses you possess, even if such items are melded within your current form.  This feat does not permit the use of magic items while you are in a form that could not ordinarily use them, and you do not gain the ability to speak while using wild shape.

Equipment
Hat of Disguise [faint illusion; CL 1st]:  This apparently normal hat allows its wearer to alter her appearance as with a disguise self spell.  As part of 
the disguise, the hat can be changed to appear as a comb, ribbon, headband, cap, coif, hood, helmet, or other headwear.
Wand of Flame Blade [moderate evocation; CL 8th; 7 charges; sword-like beam; 8 min. (D)]:  wield as scimitar; melee touch attack for 1d8 + 1 per 2 
caster levels (max. +10) fire damage; no Strength mod.; can ignite combustibles
Druid Spells Prepared (CL 8th; concentration +11 [+15 defensively])
Air Walk [transmutation [air]; V, S, DF; touch; creature touched; 80 mins.]:  walks on air as solid ground; max. angle 45 degrees (at 1/2 normal 
speed); at end of turn 21+ mph wind blows walker 5 ft. for each 5 mph in direction of wind (subject to additional effects from 
exceptionally strong or turbulent winds); when spell expires (or dispelled) floats down 60 ft./round for 1d6 rounds
Barkskin [transmutation; V, S, DF; touch, living creature touched, 80 mins.]:  +2 enhancement bonus to natural AC, +1 for every 3 levels above 3rd 
(max +5)
Call Lightning [evocation [electricity]; 1 round cast; V, S; 180 ft. range; 1 or more 30-ft.-long vertical lines of lightning; 8 mins.; DC 16 Reflex half]:  
immediately upon casting of spell and 1/round thereafter may call down 5-ft wide, 30-ft. long vertical bolt dealing 3d6 electricity to target 
square and those in path above as std. action; if outdoors and in stormy area damage inc. to 3d10 electricity; doesn't work underwater
Chill Metal [transmutation [cold]; V, S, DF; 45 ft. range; metal equipment of 1 creature/2 lvls, no 2 more than 30 ft. apart; or 25 lbs. of metal/lvl, none 
more than 30 ft. away from rest, 7 rounds; DC 15 Will negates (object)]:  creature takes full damage from wearing/wielding affected armor, 
shield, or weapon; takes minimum damage (1 or 2 points, see chart) from other items on person; any heat intense enough to damage 
creature negates cold damage from spell on point-for-point basis; underwater chill metal does no damage but ice forms around object 
making it float if unattended

	Round
	Metal Temperature
	Damage

	1
	Cold
	None

	2
	Icy
	1d4 points

	3-5
	Freezing
	2d4 points

	6
	Icy
	1d4 points

	7
	Cold
	None


· unattended, non-magical metal gets no save

· magical metal allowed save against spell

· item in creature's possession uses creature's save bonus unless own is higher

Dispel Magic [abjuration; V, S; 180 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Entangle [transmutation; V, S, DF; 720 ft. range; plants in a 40-ft.-radius spread; 8 min. (D); DC 14 Reflex partial; see text]:

Quick Summary
The area is difficult terrain (all squares count as 2 for movement).

Creatures in the area make a Reflex save.

· Fail = entangled

· Success = may move as normal (through difficult terrain)

Any who enter the area make a Reflex save immediately.

· Fail = entangled and movement ends

· Success = may move normally (through difficult terrain)

Any who remain in the area at the end of the caster's turn must save again.

Entangled creatures can attempt to break free as a move action by making

Strength or Escape Artist check vs. the DC of the spell.
Entangled Condition Summary
· Move at half speed

· Cannot run or charge

· -2 penalty on all attack rolls

· -4 penalty to Dexterity
Must make a concentration check (DC 15 + spell level) to cast a spell (or lose it)

Gaseous Form [transmutation; S, M/DF; touch; willing corporeal creature touched; 16 mins.]:  subject and all gear become insubstantial, misty, and 
translucent; no armor bonus (except from force effect) but other AC bonuses remain; gain DR 10/magic and immune poison, sneak attacks, 
and crits; can't attack or cast spells with verbal, somatic, material, or focus components (unless prepared with necessary metamagics); 
lose all supernatural abilities; held touch spells discharge; can't run; fly at 10 ft. and auto-succeed on all Fly checks; can move through 
small holes or cracks; subject to effects of wind and can't enter any liquids; can't manipulate objects (inc. those on person); continuously 
active items remain active
Goodberry [transmutation; V, S, DF; touch, 2d4 fresh berries touched, 8 days]:  each berry nourishes as normal meal for Medium creature and cures 1 
point of damage (up to 8 max. in any 24-hr. period)
Obscuring Mist [conjuration (creation); V, S; 20 ft. range; cloud spreads in 20-ft. radius from you, 20 ft. high; 8 mins.]:  misty vapor obscures all 
sight, including darkvision, beyond 5 ft.; creature 5 ft. away has concealment (20% miss chance); creatures farther away have total 
concealment (50% miss chance, and attacker can't use sight to locate target); moderate wind (11+ mph) disperses fog in 4 rounds; strong 
wind (21+ mph) disperses fog in 1 round
Produce Flame [evocation [fire]; V, S; flame in your palm; 8 mins. (D)]  can strike with melee touch or ranged touch attack (120 ft. range) for 1d6+5 
dmg; each attack reduces duration by 1 min.; when duration reduced to 0 mins. or less, spell ends after attack resolves
Protection from Energy [abjuration; V, S, DF; touch; creature touched; 80 mins. or until discharged]:  absorbs 96 points of 1 energy type (acid, cold, 
electricity, fire, or sonic) selected when cast, then is discharged; protection from energy overlaps (and doesn't stack with) resist energy

Tree Shape [transmutation; V, S, DF; personal, you; 8 hrs (D)]:  assume form of Large living tree or shrub or Large dead tree trunk; only indication 
tree is magically concealed creature is faint transmutation magic revealed by detect magic; can observe world as if in normal form; hps and 
saves unaffected; +10 natural armor bonus to AC but Dex is 0; can't move; immune crits
Wind Wall [evocation [air]; V, S, M/DF; 180 ft. range; wall up to 80 ft. long and 40 ft. high (S); 8 rounds]:  2-ft.-thick blast of rising air; tears papers 
and similar materials from creatures hands (Reflex save allowed); loose materials and cloth garments fly upward; blows away birds 
smaller than eagle; tiny and small flying creatures can't pass through; arrows and bolts deflect upward and miss; other non-siege ranged 
weapons have 30% miss chance; gases, most gaseous breath weapons, and creatures in gaseous form can't pass through
KOBOLD ARCHERS  [3 kobold rangers 3 in room F2]
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CR 2
These excited-looking, short, reptilian humanoids are wearing studded leathers and holding shortbows.
XP 600 each
LE Small humanoid (reptilian)
Init +5; Senses darkvision 60 ft.; Perception +11
DEFENSE
AC 18, touch 14, flat-footed 15 (+3 armor, +3 Dex, +1 natural, +1 size)
hp 24 each (3d10+3)
Fort +3, Ref +6, Will +2
Weaknesses light sensitivity
OFFENSE
Speed 30 ft.
Melee spear +4 (1d6/x3)
Ranged mwk shortbow +8 (1d4/x3)
Special Attacks favored enemy (humans +2)
TACTICS
Before Combat If the PCs try to enter the monastery after failing to bluff the kobolds or attack the kobolds, they cheer in excitement and fight back.
STATISTICS
Str 10, Dex 17, Con 11, Int 10, Wis 12, Cha 8
Base Atk +3; CMB +2; CMD 15
Feats Deadly Aim, Endurance, Point-Blank Shot, Precise Shot
Skills Craft (trapmaking) +8, Linguistics +1, Perception +11, Profession (miner) +8, Stealth +15, Survival +9 (+10 when tracking), Swim +6
Languages Common, Draconic
SQ crafty, favored terrain (underground +2), track +1, wild empathy +2
Combat Gear potions of cure moderate wounds (3) [faint conjuration; CL 3rd]; Other Gear mwk studded leather, mwk shortbow with 20 arrows, spear, 5 gems worth 25 gp each, 10 pp
SPECIAL ABILITIES
Crafty (Ex) Craft (trapmaking) and Stealth are always class skills for a kobold.

Deadly Aim:  You can choose to take a -1 penalty on all ranged attack rolls to gain a +2 bonus on all ranged damage rolls.  You must choose to use this feat before making an attack roll and its effects last until your next turn.  The bonus damage does not apply to touch attacks or effects that do not deal hit point damage.
Favored enemy (Ex):  The ranger gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of her selected type.  Likewise, she gets a +2 bonus on weapon attack and damage rolls against them.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
Point-blank Shot:  You get a +1 bonus on attack and damage rolls with ranged weapons at ranges of up to 30 feet.
Precise Shot:  You can shoot or throw ranged weapons at an opponent engaged in melee without taking the standard -4 penalty on your attack roll.

FLIES, GIANT  [4 in room F5]
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CR 1
Bristling with coarse hairs, these enormous flies' legs twitch just before they launch into the air on buzzing wings.
XP 400 each
N Medium vermin
Init +3; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 13, touch 13, flat-footed 10 (+3 Dex)
hp 15 each (2d8+6)
Fort +6, Ref +3, Will -2
Immune disease, mind-affecting effects
OFFENSE
Speed 20 ft., climb 20 ft., fly 60 ft. (good)
Melee bite +2 (1d6+1 plus disease)
STATISTICS
Str 12, Dex 17, Con 16, Int –, Wis 7, Cha 2
Base Atk +1; CMB +2; CMD 15 (21 vs. trip)
Skills Climb +9, Fly +7, Perception +2; Racial Modifiers +4 Perception
SPECIAL ABILITIES
Disease (Ex) Filth Fever: Bite – injury; save Fort DC 14; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.  The save DC is Constitution-based.
	Flying Maneuver
	Fly DC (+7)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

GRIOTHS  [4 in room F6 (F3 at night); 6 in room F15]
Knowledge (nature) 11



CR 1
These lanky, batlike humanoids have long tails and four narrow eyes.  The silent creatures move with an unnerving grace.
XP 400 each
CE Medium monstrous humanoid
Init +4; Senses blindsight 20 ft., see in darkness; Perception +6 (+10 in darkness)
DEFENSE
AC 14, touch 14, flat-footed 10 (+4 Dex)
hp 13 (2d10+2)
Fort +1, Ref +7, Will +6
Immune cold
Weaknesses light sensitivity
OFFENSE
Speed 30 ft., fly 40 ft. (average)
Melee mwk voidglass kukri +3 (1d4+1/18-20 plus 1d4 nonlethal), bite -3 (1d6 plus poison)
Special Attacks mindshock, [poison (DC 12)]
Spell-Like Abilities (CL 1st; concentration +1)


At Will – detect magic, mage hand, open/close

1/day – daze (DC 10), id insinuation (DC 12)
STATISTICS
Str 10, Dex 18, Con 12, Int 13, Wis 13, Cha 11
Base Atk +2; CMB +2; CMD 16
Feats Iron Will
Skills Fly +9, Knowledge (geography) +3, Perception +6 (+10 in darkness), Sense Motive +3, Stealth +9; Racial Modifiers +4 Perception in darkness
Languages Aklo, Grioth; telepathy 30 ft.
SQ no breath
Combat Gear masterwork voidglass kukri
SPECIAL ABILITIES
Id Insinuation (Sp) As a standard action once per day, a grioth can disrupt a creature's mind.  The target must be within 30 feet, and can resist this effect with a successful DC 12 Will save – otherwise, the target becomes confused for as long as the grioth concentrates plus 1 additional round after it ceases concentrating, to a maximum number of rounds equal to 3 plus the Grioth's total HD (5 rounds for most grioths).  This is a mind-affecting effect, and is equivalent to a 2nd-level spell.  The save DC is Charisma-based.
Mindshock (Su) When a grioth damages a creature with a voidglass weapon, a surge of the grioth's violent psychic energy pulses through the weapon, causing an additional 1d4 points of nonlethal damage.  On a critical hit, the creature struck must also succeed at a DC 12 Will save or be confused for 1d2 rounds.  This is a mind-affecting effect.  The save DC is Charisma-based and includes a +2 racial bonus.
Poison (Ex) Bite – injury; save Fort DC 12;  frequncy 1/round for 6 rounds; effect shaken for 1 round; cure 1 save.

Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
No Breath (Ex):  The monster does not breathe, and is immune to effects that require breathing (such as inhaled poison).  This does not give immunity to cloud or gas attacks that do not require breathing.
See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Voidglass:  Grioths (and perhaps other psychic creatures) can funnel violent bursts of psychic energy through these weapons on a hit (see "id insinuation" above).  In the hands of any creature, a voidglass piercing or slashing weapon deals 1 additional damage on a hit – bludgeoning weapons gain no benefit.

	Flying Maneuver
	Fly DC (+9)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

KANJOUGAS  [1 male Iroran mummy monk 4 in room F8]
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CR 8
A mummified figure clad in white robes, with a braid of black hair circling its neck like an adornment, sits on the stone chair.
XP 4,800
LN Medium undead
Init +6; Senses darkvision 60 ft.; Perception +24
DEFENSE
AC 26, touch 16, flat-footed 24 (+2 Dex, +1 monk, +3 Wis, +10 natural)
hp 106 (12d8+52)
Fort +10, Ref +10, Will +15; +2 vs. enchantments
Defensive Abilities evasion; DR 5/–; Immune undead traits
Weaknesses vulnerable to fire
OFFENSE
Speed 40 ft.
Melee flurry of blows +17/+17/+12 (1d8+9), +1 slam +18 (1d8+9 plus memmy rot)
Special Attacks flurry of blows, stunning fist (6/day, DC 15)
TACTICS
During Combat Kanjougas focuses his fury on the most heavily armored target, attempting to keep that person stunned as long as possible so he can finish her off without retaliation before moving on to the next foe.  He uses his slam only when he can't make a full attack, but generally does so with the aid of Vital Strike.
Morale Kanjougas fights until destroyed.
STATISTICS
Str 26, Dex 14, Con –, Int 10, Wis 17, Cha 18
Base Atk +9; CMB +18; CMD 33
Feats Combat Reflexes, Deflect Arrows, Improved Initiative, Improved Unarmed Strike, Iron Will, Lightning Reflexes, Power Attack, Skill Focus (Perception), Stunning Fist, Vital Strike
Skills Acrobatics +17 (+21 when jumping), Intimidate +19, Perception +24, Sense Motive +18
Languages Common, Tien
SQ fast movement, ki pool (5 points, magic), maneuver training, slow fall 20 ft.
Gear amulet of mighty fists +1, belt of giant strength +2 [moderate transmutation; CL 8th], black key to area F24
SPECIAL ABILITIES
Mummy Rot (Su) Mummy Rot: Curse and disease – slam; save Fort DC 16; onset 1 minute; frequency 1/day; effect 1d6 Con and 1d6 Cha; cure –.   Mummy rot is both a curse and disease and can only be cured if the curse is first removed, at which point the disease can be magically removed (both must be cast successfully within 1 minute of each other).  Even after the curse element of mummy rot is lifted, a creature suffering from it cannot recover natually over time.  Anyone casting a conjuration (healing) spell on the afflicted creature must succeed on a DC 20 caster level check, or the spell is wasted and the healing has no effect.  Anyone who dies from mummy rot turns to dust and cannot be raised without a resurrection or greater magic.  The save DC is Charisma-based.
Combat Reflexes [+2, 3/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus and make attacks of opportunity while flat-footed.
Deflect Arrows:  You must have at least one hand free to use this feat.  Once per round when you would normally be hit with an attack from a ranged weapon, you may deflect it so that you take no damage from it.  You must be aware of the attack and not flat-footed.  Attempting to deflect a ranged attack doesn't count as an action.  Ranged attacks generated by natural attacks or spell effects can't be deflected.
Evasion (Ex):  At 2nd level or higher, if a monk makes a successful Reflex save against an attack that normally deals half damage on a successful save, he instead takes no damage.  Evasion can only be used if a monk is wearing light armor or no armor.  A helpless monk does not gain the benefit of evasion.
Flurry of Blows (Ex):  As a full-attack action, a monk may make one additional attack using any combination of unarmed strikes or attacks with a special monk weapon as if using the Two-Weapon Fighting feat.  For the purpose of these attacks, the monk's base attack bonus from his monk class levels is equal to his monk level.  A monk applies his full Strength bonus to his damage rolls for all successful attacks made with flurry of blows, whether the attacks are made with an off-hand or with a weapon wielded in both hands.  A monk may substitute disarm, sunder, and trip combat maneuvers for unarmed attacks as part of a flurry of blows.  A monk with natural weapons cannot use such weapons as part of a flurry of blows, nor can he make natural attacks in addition to his flurry of blows attacks.
Improved Unarmed Strike:  At 1st level, a monk gains Improved Unarmed Strike as a bonus feat.  A monk's attacks may be with fist, elbows, knees, and feet.  This means a monk may make unarmed strikes with his hands full.  There is no such thing as an off-hand attack for a monk striking unarmed.  A monk may thus apply his full Strength bonus on damage rolls for all his unarmed strikes.  A monk may choose to deal lethal or nonlethal damage with no penalty on his attack roll (including while grappling).  A monk's unarmed strike is treated as both a manufactured weapon and a natural weapon for the purpose of spells and effects that enhance or improve either manufactured weapons or natural weapons.
Ki Pool (Su):  At 4th level, a monk gains a pool of ki points.  As long as he has at least 1 point in his ki pool, he can make a ki strike.

· At 4th level, ki strike allows his unarmed attacks to be treated as magic weapons for the purposes of overcoming damage reduction.  Ki strike improves with the monk's level.

By spending 1 point from his ki pool, a monk can do one of the following:

· Make one additional attack at his highest attack bonus when making a flurry of blows attack, or

· Increase his speed by 20 feet for 1 round, or

· Give himself a +4 dodge bonus to AC for 1 round.

Each of these powers is activated as a swift action.
Power Attack [-3 atk/+6 dmg, all attacks]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Slow Fall (Ex):  At 4th level or higher, a monk within arm's reach of a wall can use it to slow his descent.  When first gaining this ability, he takes damage as if the fall were 20 feet shorter than it actually is.
Stunning Fist (Ex):  At 1st level, the monk gains Stunning Fist as a bonus feat.  At 4th level, the monk gains the ability to substitute the fatigued condition for the stunned condition.  You must declare that you are using this feat before you make your attack roll.  Stunning Fist forces a foe damaged by your unarmed attack to make a Fortitude save in addition to dealing damage normally.  A defender who fails this save is stunned for 1 round (until just before your next turn).  A stunned character drops everything held, can't take actions, loses any Dexterity bonus to AC, and takes a -2 penalty to AC.  Constructs, oozes, plants, undead, incorporeal creatures, and creatures immune to critical hits cannot be stunned.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
Equipment
Amulet of Mighty Fists +1 [faint evocation; CL 5th]:  The amulet grants an enhancement bonus of +1 on attack and damage rolls with unarmed attacks and natural weapons.  
Alternatively, the amulet can grant melee weapon special abilities, if they can be applied to unarmed attacks and don't exceed the +1 enhancement bonus.
ALLIPS  [2 in room F14]
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CR 3
This malignant cloud of shadows boils in the air, its skeletal maw eerily babbling as the creature's claws manifest from the darkness.
XP 800 each
CE Medium undead (incorporeal)
Init +5; Senses darkvision 60 ft.; Perception +7
Aura babble (60 ft., DC 15)
DEFENSE

AC 14, touch 14, flat-footed 13 (+3 deflection, +1 Dex)
hp 30 each (4d8+12)
Fort +4, Ref +4, Will +4
Defensive Abilities channel resistance +2, incorporeal; Immune undead traits
OFFENSE

Speed fly 30 ft. (perfect)
Melee incorporeal touch +4 (1d4 Wisdom damage)
Special Attacks babble, touch of insanity
TACTICS
Before Combat The allips surge out of the walls to attack intruders seconds after they enter the room.
STATISTICS

Str –, Dex 12, Con –, Int 11, Wis 11, Cha 16
Base Atk +3; CMB +4; CMD 17
Feats Improved Initiative, Lightning Reflexes
Skills Fly +16, Intimidate +10, Perception +7, Stealth +8
Languages Aklo, Common
SQ madness
SPECIAL ABILITIES
Babble (Su) An allip constantly mutters to itself, creating a hypnotic effect.  All sane creatures within 60 feet of the allip must succeed at a DC 15 Will save or be fascinated for 2d4 rounds.  While a target is fascinated, the allip can approach it without breaking the effect, but an attack by the allip does end the effect.  Creatures that successfully save cannot be affected by the same allip's babble for 24 hours.  This is a sonic, mind-affecting compulsion effect.  The save DC is Charisma-based.
Madness (Su) Anyone targeting an allip with a thought detection, mind control, or telepathic effect makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage.
Touch of Insanity (Su) The touch of an allip deals 1d4 points of Wisdom damage (DC 15 Will negates).  A successful critical hit causes 1d4 points of Wisdom damage and 1 point of Wisdom drain (instead of double Wisdom damage).  With each successful attack, an allip gains 5 temporary hit points.  The save DC is Charisma-based.
Incorporeal (Ex) An incorporeal creature has no physical body.  It can be harmed only by other incorporeal creatures, magic weapons or creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities.  It is immune to all nonmagical attack forms.  Even when hit by spells or magic weapons, it takes only half damage from a corporeal source (except for channel energy).  Although it is not a magical attack, holy water (when poured into the targets square) can affect incorporeal undead.  Corporeal spells and effects that do not cause damage only have a 50% chance of affecting an incorporeal creature.  Force spells and effects, such as from a magic missile, affect an incorporeal creature normally.


An incorporeal creature can enter or pass through solid objects, but must remain adjacent to the object's exterior, and so cannot pass entirely through an object whose space is larger than its own.  It can sense the presence of creatures or objects within a square adjacent to its current location, but enemies have total concealment (50% miss chance) from an incorporeal creature that is inside an object.  In order to see beyond the object it is in and attack normally, the incorporeal creature must emerge.  An incorporeal creature inside an object has total cover, but when it attacks a creature outside the object it only has cover, so a creature outside with a readied action could strike at it as it attacks.  An incorporeal creature cannot pass through a force effect.


An incorporeal creature's attacks pass through (ingore) natural armor, armor, and shields, although deflection bonuses and force effects (such as mage armor) work normally against it.  Incorporeal creatures pass through and operate in water as easily as they do in air.  Incorporeal creatures cannot fall or take falling damage.  Incorporeal creatures cannot make trip or grapple attacks, nor can they be tripped or grappled.  In fact, they cannot take any physical action that would move or manipulate an opponent or its equipment, nor are they subject to such actions.


An incorporeal creature moves silently and cannot be heard with Perception checks if it doesn't wish to be.  Nonvisual senses, such as scent and blindsight, are either ineffective or only partly effective with regard to incorporeal creatures.  Incorporeal creatures have an innate sense of direction and can move at full speed even when they cannot see.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

	Flying Maneuver
	Fly DC (+16)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

GOLADRYTH  [1 male grioth fighter 6 in room F16]
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CR 8
This hulking, batlike humanoid has a long tail and four narrow eyes.  The silent creature moves with an unnerving grace.
XP 4,800
CE Large1 monstrous humanoid
Init +8; Senses blindsight 20 ft., see in darkness; Perception +14 (+18 in darkness)
DEFENSE
AC 21, touch 13, flat-footed 17 (+6 armor, +4 Dex, +2 natural, -1 size)
hp 98 (8d10+54)
Fort +10, Ref +9, Will +10 (+2 vs. fear)
Defensive Abilities bravery +2; Immune poison2
Weaknesses light sensitivity
OFFENSE
Speed 30 ft., fly 40 ft. (average)
Melee +1 cruel Medium1 voidglass falchion +16/+11 [+14/+9]1 (2d4+13 [+14]3/18-20 plus mindshock), bite +8 (1d8+3 plus poison)
Space 10 ft.; Reach 10 ft.
Special Attacks poison (DC 16), weapon training (heavy blades +1)
Spell-Like Abilities (CL 1st; concentration +1)


At Will – detect magic, mage hand, open/close

1/day – daze (DC 10), id insinuation (DC 12)
TACTICS
During Combat Goladryth begins combat by attempting to use daze and id insinuation, then moves to melee.
Morale Goladryth pursues foes throughout this floor, but not downstairs or upstairs.  He fights to the death.
STATISTICS
Str 22, Dex 18, Con 20, Int 11, Wis 16, Cha 11
Base Atk +8; CMB +15; CMD 29
Feats Combat Reflexes, Improved Initiative, Iron Will, Power Attack, Toughness, Vital Strike, Weapon Focus (falchion), Weapon Specialization (falchion)
Skills Fly +8, Knowledge (geography) +2, Perception +14 (+18 in darkness), Sense Motive +5, Stealth +2; [Racial Modifiers +4 Perception in darkness]
Languages Aklo, Grioth; telepathy 30 ft.
SQ no breath, armor training 1
Gear breastplate, +1 cruel Medium voidglass falchion [CL 5th]
SPECIAL ABILITIES
Id Insinuation (Sp) As a standard action once per day, a grioth can disrupt a creature's mind.  The target must be within 30 feet, and can resist this effect with a successful DC 12 Will save – otherwise, the target becomes confused for as long as the grioth concentrates plus 1 additional round after it ceases concentrating, to a maximum number of rounds equal to 3 plus the Grioth's total HD [11 rounds] (5 rounds for most grioths).  This is a mind-affecting effect, and is equivalent to a 2nd-level spell.  The save DC is Charisma-based.
Mindshock (Su) When a grioth damages a creature with a voidglass weapon, a surge of the grioth's violent psychic energy pulses through the weapon, causing an additional 1d4 points of nonlethal damage.  On a critical hit, the creature struck must also succeed at a DC 12 Will save or be confused for 1d2 rounds.  This is a mind-affecting effect.  The save DC is Charisma-based and includes a +2 racial bonus.
Poison (Ex) Bite – injury; save Fort DC 16;  frequncy 1/round for 6 rounds; effect shaken for 1 round; cure 1 save.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Combat Reflexes [+4, 5/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus and make attacks of opportunity while flat-footed.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
No Breath (Ex):  The monster does not breathe, and is immune to effects that require breathing (such as inhaled poison).  This does not give immunity to cloud or gas attacks that do not require breathing.
Power Attack [-3 atk/+9 dmg, +1 cruel Medium voidglass falchion; -3 atk/+3 dmg, bite, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
Voidglass:  Grioths (and perhaps other psychic creatures) can funnel violent bursts of psychic energy through these weapons on a hit (see "id insinuation" above).  In the hands of any creature, a voidglass piercing or slashing weapon deals 1 additional damage on a hit3 – bludgeoning weapons gain no benefit.
	Flying Maneuver
	Fly DC (+8)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

Equipment
+1 cruel Medium voidglass falchion [faint necromancy; CL 5th]:  When the wielder strikes a creature that is frightened, shaken, or panicked with a cruel weapon, that 
creature becomes sickened for 1 round.  When the wielder uses the weapon to knock unconscious or kill a creature, he gains 5 temporary hit points that last for 
10 minutes.
1 Goladryth is using an inappropriately sized weapon, so he should have a -2 penalty to hit.  [+ 8 BAB + 6 STR + 1 weapon + 1 Weapon Focus + 1 weapon training – 1 size – 2 penalty = +14]
2 Goladryth has immunity to poison, but the standard grioth has immunity to cold.  It's unknown whether this is an error or part of his mutation.
BELKER  [1 in room F20]
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CR 6
Dull, red eyes, grasping claws, and leathery wings give a demonic aspect to this creature's smoky form.
XP 2,400
NE Large outsider (air, elemental, evil)
Init +5; Senses darkvision 60 ft.; Perception +11
DEFENSE
AC 20, touch 14, flat-footed 15 (+5 Dex, +6 natural, -1 size)
hp 68 (8d10+24)
Fort +9, Ref +11, Will +2
DR 5/–
OFFENSE
Speed 30 ft., fly 50 ft. (perfect)
Melee bite +12 (1d6+2), 2 claws +12 (1d6+2), 2 wings +10 (1d6+1)
Space 10 ft.; Reach 10 ft.
Special Attacks smoke claws
STATISTICS
Str 14, Dex 21, Con 17, Int 6, Wis 11, Cha 10
Base Atk +8; CMB +11; CMD 26 (can't be tripped)
Feats Combat Reflexes, Flyby Attack, Multiattack, Weapon Finesse
Skills Acrobatics +16, Fly +22, Perception +11, Stealth +16; Racial Modifier +4 Stealth
Languages Auran
SQ smoke form
SPECIAL ABILITIES
Smoke Claws (Ex) A belker using its smoke form ability can enter a target's square as a standard action that does not provoke attacks of opportunity.  The target must make a DC 17 Fortitude save or inhale part of the creature.  Smoke inside the victim solidifies into a claw and attacks the target from within, dealing 3d4 points of damage per round as a swift action.  If the target moves, the belker may automatically move with the target (this movement does not count toward the belker's movement and does not provoke attacks of opportunity against the belker).  Each round, the target can attempt another DC 17 Fortitude [save] to cough out the belker's smoke, which ends the smoke claws attack and forces the belker into an adjacent square.  Creatures that do not need to breathe are immune to this attack.  The save DC is Constitution-based.
Smoke Form (Su) A belker can switch from its normal form to one of pure smoke or back again [as] a swift action.  It can spend up to 20 rounds per day in smoke form.  In smoke form, the belker acts as if under the effects of a gaseous form spell, except that it retains its natural fly speed of 50 feet (perfect).  [AC 14, touch 14, flat-footed 9 (+5 Dex, -1 size); DR 10/magic and 5/–; Immune poison, sneak attacks, critical hits; Move fly 50 ft. (perfect)]
Combat Reflexes [+5, 6/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus and make attacks of opportunity while flat-footed.
Flyby Attack:  When flying, the creature can take a move action and another standard action at any point during the move.  The creature cannot take a second move action during a round when it makes a flyby attack.
Gaseous Form The belker becomes insubstantial, smoky, and translucent.  Its natural armor becomes worthless, though its size and Dexterity bonuses still apply.  The belker gains DR 10/magic and becomes immune to poison, sneak attacks, and critical hits.  It can't attack while in gaseous form.  The belker can't run, but it can fly at its normal fly speed and automatically succeeds on all Fly skill checks.  It can pass through small holes or narrow openings, even mere cracks.  It is subject to the effects of wind, and it can't enter water or other liquid.  It also can't manipulate objects or activate items, even those carried along with its gaseous form.

	Flying Maneuver
	Fly DC (+22/automatic)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

YANGETHE
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CR 9
This six-eyed horror looks something like a dead tree with claws, tentacles, spidery legs, and a mouth bulging with tentacles.
XP 6,400
CE Large aberration
Init +4; Senses darkvision 120 ft.; Perception +19
DEFENSE
AC 23, touch 13, flat-footed 19 (+4 Dex, +10 natural, -1 size)
hp 1151 (11d8+66)
Fort +9, Ref +9, Will +12
DR 10/slashing or piercing; Immune cold, fear, mind-affecting effects; SR 20
OFFENSE
Speed 40 ft.
Melee 2 claws +14 (1d6+7), 4 tentacles +13 (1d6+3 plus grab)
Space 10 ft.; Reach 10 ft.
Special Attacks feeding tentacles
Spell-Like Abilities (CL 10th; concentration +13)

Constant – air walk

At will – darkness, telekinesis (DC 18), tree shape

3/day – fear (DC 17), quickened true strike

1/day – demand (DC 21), psychic blast (DC 18)


1/year – interplanetary teleport (self plus 50 lbs. of objects only)
TACTICS
Before Combat The yangethe notices the PCs as they enter the room containing the Dark Window and uses interplanetary teleport to appear in the room a few rounds after they enter.
During Combat The yangethe begins combat by using demand on one PC [provided the PCs decide to leave it alone for the 10 minutes it takes to cast...], suggesting the PC defend it from all attack.  [This must be worded in a way that avoids harm or the suggestion is negated.]  It then attacks foes with its psychic blast before switching to melee attacks.
Morale The yangethe fights to the death.
STATISTICS
Str 24, Dex 18, Con 22, Int 17, Wis 21, Cha 17
Base Atk +8; CMB +16 (+20 grapple); CMD 30 (can't be tripped)
Feats Combat Casting, Combat Expertise, Lightning Reflexes, Multiattack, Quicken Spell-Like Ability (true strike), Weapon Focus (tentacles)
Skills Knowledge (arcana) +14, Knowledge (geography) +14, Knowledge (engineering) +17, Perception +19, Sense Motive +16, Spellcraft +17, Use Magic Device +14
Languages Aklo; telepathy 60 ft.
SQ no breath
SPECIAL ABILITIES
Feeding Tentacles (Su) As a standard action as part of maintaining a grapple, a yangethe can use its mouth tentacles to feed on a helpless or grappled creature by making a +14 melee touch attack.  If it hits, the feeding tentacles siphon away the victim's emotions and deal 1d4 points of Charisma drain.  The yangethe heals 5 points of damage for every point of Charisma it drains in this manner.  As long as a creature continues to suffer this Charisma drain, each time it attempts to sleep it is affected by a nightmare spell (CL 10th, DC 20 [Will negates]), experiencing terrifying dreams in which it relives the feeling of being fed upon over and over.  All effects from the feeding tentacles are mind-affecting effects.
Psychic Blast (Sp) This spell-like ability functions as confusion [10 rounds], and also deals 10d6 points of nonlethal damage when it first affects foes (Will DC 21 [negates?/]half).  This ability is the equivalent of a 5th-level spell.

Combat Casting:  You get a +4 bonus on concentration checks (+17 total) made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Combat Expertise (-3 atk & CM / +3 dodge AC):  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.
Nightmare:  The nightmare prevents restful sleep and causes 1d10 points of damage.  The nightmare leaves the subject fatigued and unable to regain arcane spells for the next 24 hours.  Creatures who don't sleep (such as elves, but not half-elves) or dream are immune to this spell.
Suggestion:  You influence the actions of the target creature by suggesting a course of action.  The suggestion must be worded in such a manner as to make the activity sound reasonable.  Asking the creature to do some obviously harmful act automatically negates the effect of the spell.  The suggested course of activity can continue for the entire duration.  If the suggested activity can be completed in a shorter time, the spell ends when the subject finishes what it was asked to do.  You can instead specify conditions that will trigger a special activity during the duration.  If the condition is not met before the spell duration expires, the activity is not performed.  A very reasonable suggestion causes the save to be made with a penalty (such as -1 or -2).
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Spell-Like Abilities (CL 10th; concentration +13 [+17 defensively])
Air Walk [transmutation [air]]:  walks on air as solid ground; max. angle 45 degrees (at 1/2 normal speed); at end of turn 21+ mph wind blows walker 
5 ft. for each 5 mph in direction of wind (subject to additional effects from exceptionally strong or turbulent winds); when spell expires (or 
dispelled) floats down 60 ft./round for 1d6 rounds
Demand [enchantment (compulsion) [mind-affecting]; 10 minute casting2; 1 creature; 1 round; DC 21 Will partial]:  caster sends up to 25 word 
message to creature it's familiar with; can contain a suggestion; successful save negates suggestion but not contact; subject can answer 
immediately with short reply; subject can be any Int but ability reply and follow suggestion effected

1 Yangethes are immortal unless slain violently.
2 A spell-like ability has a casting time of 1 standard action unless noted otherwise in the ability [no mention] or spell description [demand uses the sending spell for its casting time which is 10 minutes according to the spell description].  In all other ways, a spell-like ability functions just like a spell.
THAENA  [1 lunar naga in room F26]
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CR 6
Stark white hair frames the fair face of this snake-bodied woman, and its black scales sparkle hypnotically.
XP 2,400
CN Large aberration
Init +4; Senses darkvision 60 ft., low-light vision; Perception +14
DEFENSE
AC 20, touch 14, flat-footed 15 (+4 Dex, +1 dodge, +6 natural, -1 size)
hp 68 (8d8+32)
Fort +6, Ref +8, Will +9
OFFENSE
Speed 40 ft.
Melee bite +7 (2d6+3 plus poison)
Space 10 ft.; Reach 5 ft.
Special Attacks hypnosis, sneak attack +3d6
Spells Known (CL 5th; concentration +8)

2nd (5/day) – invisibility, scorching ray

1st (7/day) – charm person (DC 14), expeditious retreat, magic missile, ray of enfeeblement (DC 14)

0 (at will) – detect magic, disrupt undead, mage hand, open/close, prestidigitation, ray of frost
TACTICS
Before Combat Thaena is mentally unstable and easily offended (see text on p. 49).  She also attacks the PCs if they attempt to enter room F27.
STATISTICS
Str 14, Dex 19, Con 18, Int 13, Wis 16, Cha 17
Base Atk +6; CMB +9; CMD 24 (can't be tripped)
Feats Combat Casting, Dodge, Eschew Materials, Lightning Reflexes, Skill Focus (Stealth)
Skills Bluff +7, Diplomacy +7, Knowledge (arcana) +5, Knowledge (nature) +9, Perception +14, Spellcraft +8, Stealth +14
Languages Aklo, Common
SPECIAL ABILITIES
Hypnosis (Su) Once per day, by weaving and coiling its body and hissing as a standard action, a lunar naga can cause its scales to shimmer and glow with moonlike radiance.  All creatures within 30 feet must make a DC 17 Will save to avoid becoming fascinated.  The lunar naga can maintain this fascination effect as long as it concentrates; fascinated creatures follow the still-glowing naga if it moves as long as it maintains the effect by concentrating.  The save DC is Charisma-based.
Poison (Ex) Bite – injury; save Fort DC 18;  frequncy 1/round for 6 rounds; effect 1d3 Con and 1 Wis [damage]1; cure 1 save.
Spells A lunar naga casts spells as a 5th-level sorcerer.

Combat Casting:  You get a +4 bonus on concentration checks (+17 total) made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.

Spells Known (CL 5th; concentration +8 [+12 defensively])
Charm Person [enchantment (charm) [mind-affecting]; V, S; 35 ft. range; 1 humanoid creature; 5 hrs.; DC 14 Will negates]:  humanoid target regards 
you as friendly; +5 bonus to target's save if being threatened or attacked by you or allies (ends spell if in effect); target perceives caster's 
words in most favorable way; can give orders but must make opposed Cha check to do things wouldn't normally do; target never obeys 
suicidal or obviously harmful orders; must speak target's language or be able to communicate effectively in some manner
Expeditious Retreat [transmutation; V, S; personal; you; 5 mins. (D)]:  increase base land speed by 30 feet (enhancement bonus); affects jump distance
Invisibility [illusion (glamer); V, S, M; personal or touch; you or creature or object weighing no more than 100 lbs./lvl; 5 mins.]:  you and gear 
become invisible (excluding items that extend >10 feet from person); items dropped become visible; items picked up and tucked into 
clothing or pouches disappears; light from light source carried still visible even if source isn't; not silenced and certain conditions (like 
swimming) can render detectable; gain +40 bonus on Stealth check while stationary and +20 while moving; effect ends if directly attack 
foe or indirectly attack using area effects; causing harm indirectly, such as summoning monster that then attacks, doesn't end effect
Magic Missile [evocation [force]; V, S; 150 ft. range; up to 3 creatures, no 2 more than 15 ft. apart]:  3 missile dealing 1d4+1 force dmg each
Ray of Enfeeblement [necromancy; V, S; 35 ft. range; ray; 5 rounds; DC 13 Fort half]:  ranged touch for 1d6+3 Str dmg; doesn't stack w/self; apply 
highest penalty
Scorching Ray [evocation [fire]; V, S; 35 ft. range; 1 ray]:  ranged touch ray for 4d6 fire dmg
1 The entry for the lunar naga's poison doesn't distinguish whether it does ability damage or drain, but based upon the entry for the water naga (which is a higher CR) it would appear it should be damage.
PENTOSH  [female human alchemist 7 in room F28 (room F17 or F22 at night)]

Knowledge (local) 16

CR 6
A young Garundi woman dressed in a chain shirt and wearing an odd brown cloak shoots you a cocky grin.
LE Medium humanoid (human)
Init +2; Senses Perception +11
DEFENSE
AC 20 [21]1, touch 13, flat-footed 17 [18]1 (+5 armor, +2 Dex, +1 dodge, +2 [+3]1 natural)
hp 70 (7d8+35)
Fort +8, Ref +7, Will +5; +4 vs. poison
OFFENSE
Speed 30 ft.
Melee +1 flail +5 (1d8)
Ranged bomb +8 (4d6+4 fire) [8 splash]
Special Attacks bomb 11/day (DC 17 [splash only])
Alchemist Extracts Known (CL 7th)


3rd – cure serious wounds, gaseous form

2nd – barkskin, darkvision, invisibility, vomit swarm

1st – bomber's eye, cure light wounds (3), shield
TACTICS

Before Combat Pentosh drinks a Constitution-enhancing mutagen and an extract of barkskin1.
During Combat Pentosh drinks an extract of shield on the first round of combat, then uses her bombs against foes, keeping her flail in one hand to make attacks of opportunity if she gets the chance.  She uses vomit swarm if surrounded.
Morale Pentosh attempts to flee by using gaseous form to hide and recover if reduced to fewer than 15 hit points.  If she fless, she sneaks out once she has healed to get revenge on the PCs.

[Base Statistics Without any buffs, Pentosh has the following stats: AC 18, flat-footed 15; hp 56; Fort +6; Con 13, Cha 10; Skills Diplomacy +7, Use Magic Device +10]
STATISTICS
Str 8, Dex 14, Con 17, Int 18, Wis 12, Cha 8
Base Atk +5; CMB +4; CMD 17
Feats Brew Potion, Dodge, Improved Iron Will, Iron Will, Martial Weapon Proficiency (flail), Throw Anything, Toughness
Skills Craft (alchemy) +14, Diplomacy +6, Fly +14, Knowledge (history) +8, Perception +11, Sleight of Hand +11, Spellcraft +14, Stealth +13, Survival +11, Use Magic Device +9
Languages Ancient Osiriani, Common, Draconic, Osiriani, Necril
SQ alchemy (alchemy crafting +7, identify potions), mutagen (+4 [Con]/-2 [Cha], +2 natural [armor], 70 minutes), discoveries (dispelling bomb, frost bomb, smoke bomb), poison use, swift alchemy, swift poisoning
Combat Gear potion of gaseous form (2); Other Gear +1 chain shirt [CL 3rd], cloak of the bat, 92 gp
Bombs (Su):  Bombs are thrown splash weapons.  Using bombs requires a standard action and provokes attacks of opportunity.  They have a range increment of 20 ft. (maximum 100 feet).  Their splash damage is always equal to the bomb's minimum damage.  Creatures taking splash damage can attempt a Reflex save for half damage.
Dispel Magic:  If the dispelling bomb hits, make a dispel check (1d20 + 7) versus the spell with the highest CL on the bomb's target (DC = 11 + spell's CL).  Repeat the check until 1 spell is successfully dispelled from the target or the bomb runs out of potential spells to dispel on the target.
Dispelling Bomb discovery (Su):  When the alchemist creates a bomb, he can choose to have it dispel magic effects instead of deal damage.  Creatures that take a direct hit from a dispelling bomb are subject to a targeted dispel magic spell, using the alchemist's level as the caster level.  This cannot be used to target a specific spell effect.
Fog Cloud: Fog fills an area out to twice the splash radius [20 foot radius] from the square the bomb detonates in.  The fog obscures all sight, including darkvision, beyond 5 feet.  A creature within 5 feet has concealment (attacks have a 20% miss chance).  Creatures farther away have total concealment (50% miss chance, and the attacker can't use sight to locate the target).  A moderate wind (11+ mph) disperses the fog in 4 rounds; a strong wind (21+ mph) disperses the fog in 1 round.
Frost Bomb discovery (Su):  When the alchemist creates a bomb, he can choose to have it inflict cold damage.  Creatures that take a direct hit from a frost bomb are staggered on their next turn unless they succeed on a Fortitude save.
Improved Iron Will:  Once per day, you may reroll a Will save.  You must decide to use this ability before the results are revealed.  You must take the second roll, even if it is worse.
Smoke Bomb (Su):  When the alchemist creates a bomb, he can choose to have it create a cloud of thick smoke when it detonates.  The cloud functions as fog cloud, filling an area equal to twice the bomb's splash radius for 1 round per level.
Throwing splash weapons:  A thrown splash weapon can target either a creature or a chosen square (AC 5), allowing for adjustments due to penalties based on range increments (-2 per).  If the splash weapon misses, a d8 is rolled to determine the direction of the miss (with 1 being closest to the character throwing it and going clockwise around the target square) and counting out a number of squares in that direction based on the number or ranged increments the weapon was thrown.  For example, if the weapon was thrown 3 ranged increments of 10 feet each (30 feet), then it would miss by 3 squares (15 feet) in the direction the die indicates.
Alchemist Extracts Known (CL 7th)
Gaseous Form [transmutation; S, M; touch; willing corporeal creature touched; 14 mins.]:  subject and all gear become insubstantial, misty, and translucent; no armor 
bonus (except from force effect) but other AC bonuses remain; gain DR 10/magic and immune poison, sneak attacks, and crits; can't attack or cast spells with 
verbal, somatic, material, or focus components (unless prepared with necessary metamagics); lose all supernatural abilities; held touch spells discharge; can't 
run; fly at 10 ft. and auto-succeed on all Fly checks; can move through small holes or cracks; subject to effects of wind and can't enter any liquids; can't 
manipulate objects (inc. those on person); continuously active items remain active
Shield [abjuration [force]; V, S; personal; you; 7 mins. (D)]:  +4 shield bonus; applies against incorporeal touch attacks; negates magic missile

Vomit Swarm [conjuration (summoning); S; personal; 1 swarm of spiders; 7 rounds]:  vomit swarm of spiders or wasps adjacent to you; attacks all other creatures in area; if 
no creatures then moves in one direction of your choosing at normal speed; can move or change swarm's direction with standard action, otherwise continues 
moving in same direction
Equipment
Cloak of the Bat [moderate transmutation; CL 7th]:  Fashioned of dark brown or black cloth, this cloak bestows a +5 competence bonus on Stealth checks.  The wearer is 
also able to hang upside down from the ceiling like a bat.  By holding the edges of the garment, the wearer is able to fly as per the spell (including a +7 bonus 
on Fly skill checks).  If she desires, the wearer can actually polymorph herself into an ordinary bat and fly accordingly (as beast shape III).  All possessions 
worn or carried are part of the transformation.  Flying, either with the cloak or in bat form, can be accomplished only in darkness (either under the night sky or 
in a lightless or near-lightless environment underground).  Either of the flying powers is usable for up to 7 minutes at a time, but after a flight of any duration 
the cloak cannot bestow any flying power for a like period of time.
Potion of Gaseous Form [faint transmutation; CL 5th; 10 mins.]:  see spell description above
1 Pentosh's barkskin extract should giver her a +3 natural armor bonus at CL 7th.
SPIDER SWARM  [Pentosh's vomit swarm]

Knowledge (nature) 6



CR 1
An awful, scuttling mass of legs and mandibles scrambles forward out of the darkness.
XP none (summoned)
N Diminutive vermin (swarm)
Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size)
hp 9 (2d8)
Fort +3, Ref +3, Will +0
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11)
STATISTICS
Str 1, Dex 17, Con 10, Int –, Wis 10, Cha 2
Base Atk +1; CMB –; CMD –
Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str [damage]; cure 1 save.  The save DC is Constitution-based.
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as a gust of wind spell) and treated as a creature of their individual size.
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  Aquatic creatures with tremorsense can also sense the location of creatures moving through water.  The ability's range is specified in the creature's descriptive text.
WASP SWARM  [Pentosh's vomit swarm]


Knowledge (nature) 8



CR 3
A low, ominous buzz annuonces the arrival of a mass of many thousands of angry, stinging wasps.
XP none (summoned)
N Diminutive vermin (swarm)
Init +1; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 15, touch 15, flat-footed 14 (+1 Dex, +4 size)
hp 31 (7d8)
Fort +5, Ref +3 Will +3
Defensive Abilities swarm traits; Immune weapon damage
Weakness swarm traits
OFFENSE
Speed 5 ft., fly 40 ft. (good)
Melee swarm (2d6 plus poison)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 13), poison
STATISTICS
Str 1, Dex 13, Con 10, Int –, Wis 12, Cha 9
Base Atk +5; CMB –; CMD –
Skills Fly +11, Perception +9; Racial Modifiers +8
SQ swarm traits, vermin traits
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 13;  frequncy 1/round for 4 rounds; effect 1 Dexterity damage; cure 1 save.  The save DC is Constitution-based.
Distraction (Ex):  see above
Swarm Traits:  see above
	Flying Maneuver
	Fly DC (+11)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

WATER ELEMENTALS, MEDIUM  [3 in room F32]
Knowledge (planes) 13



CR 3
These translucent creatures' shape shifts between a spinning column of water and a crashing wave.
XP 800 each
N Medium outsider (elemental, extraplanar, water)
Init +1; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural)
hp 30 each (4d10+8)
Fort +6, Ref +5, Will +1
Immune elemental traits
OFFENSE
Speed 20 ft., swim 90 ft.
Melee slam +7 (1d8+4)
Special Attacks drench, vortex (DC 15 [Reflex], 10-30 ft. [max. 15 ft. deep water in room]), water mastery
STATISTICS
Str 16, Dex 12, Con 15, Int 4, Wis 11, Cha 11
Base Atk +4; CMB +7; CMD 18
Feats Cleave, Power Attack
Skills Acrobatics +6, Escape Artist +6, Knowledge (planes) +2, Perception +5, Stealth +6, Swim +16
Language Aquan
SPECIAL ABILITIES
Drench (Ex) The elemental's touch puts out non-magical flames of Large size or smaller.  The creature can dispel magical fire it touches as dispel magic ([1d20 + ]caster level equals elemental's HD).
Vortex (Su) A water elemental can create a whirlpool as a standard action, at will.  This ability functions identically to the whirlwind special attack, but can only form underwater and cannot leave the water.
Water Mastery (Ex) A water elemental gains a +1 bonus on attack and damage rolls if both it and its opponent are touching water.  If the opponent or the elemental is touching the ground, the elemental takes a -4 penalty on attack and damage rolls.  These modifiers apply to bull rush and overrun maneuvers, whether the elemental is initiating or resisting these kinds of attacks.

Cleave:  As a standard action, you can make a single attack at your full base attack bonus against a foe within reach.  If you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is adjacent to the first and also within reach.  You can only make one additional attack per round with this feat.  When you use this feat, you take a -2 penalty to your AC until your next turn.
Elemental Traits:  Elementals are immune to bleed, paralysis, poison, sleep effects, and stunning.  They are not subject to critical hits or flanking.  They take no additional damage from precision-based attacks, such as sneak attack.  Elementals do not breathe, eat, or sleep.
Power Attack [-2 atk/+4 dmg]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Whirlwind [Vortex] (Su):  The whirlwind is always 5 feet wide at its base, but its width at its peak is always equal to half it's height [depth].  The whirlwind form does not provoke attacks of opportunity, even if the creature enters the space another creature occupies.  Another creature might be caught in the whirlwind if it touches or enters the whirlwind, or if the whirlwind moves into or through the creature's space.  A creature in whirlwind form cannot make its normal attacks and does not threaten the area around it.  A creature one or more size categories smaller than the whirlwind must succeed on a Reflex save when it comes into contact with the whirlwind or take damage as if it were hit by the whirlwind creature's slam attack.  It must also succeed on a second Reflex save or be picked up [dragged under, see drowning] bodily and held suspended in the powerful winds, automatically taking the indicated damage each round.  A creature that can fly [swim] is allowed a Reflex save each round to escape the whirlwind.  The creature still takes damage but can leave if the save is successful.  Creatures trapped in the whirlwind cannot move except to go where the whirlwind carries them or to escape the whirlwind.  Trapped creatures can otherwise act normally, but must succeed on a concentration check (DC 15 + spell level) to cast a spell.  Creatures caught in the whirlwind take a -4 penalty to Dexterity and a -2 penalty on attack rolls.  The whirlwind can have only as many creatures trapped inside at one time as will fit inside the whirlwinds's volume [2 at minimum depth, 3 at maximum depth].  The whirlwind can eject any carried creatures whenever it wishes as a free action, depositing them in its space.

Swim:  Make a Swim check once per round while you are in the water.  Success means you may swim at up to half your speed (as a full-round action) or at a quarter of your speed (as a move action).  If you fail by 4 or less, you make no progress.  If you fail by 5 or more, you go underwater.  If you are underwater, either because you failed a Swim check or because you are swimming underwater intentionally, you must hold your breath.  You can hold your breath for a number of rounds equal to twice your Constitution score, but only if you do nothing other than take move actions or free actions.  If you take a standard action or a full-round action (such as making an attack), the remainder of the duration for which you can hold your breath is reduced by 1 round.  (Effectively, a character in combat can hold his breath only half as long as normal.)  After that period of time, you must make a DC 10 Constitution check every round to continue holding your breath.  Each round, the DC for that check increases by 1.  If you fail the Constitution check you begin to drown.  The DC for the Swim check depends on the water, as given on the table below.  [DC 10 for calm water]
Drowning:  Any character can hold her breath for a number of rounds equal to twice her Constitution score.  If a character takes a standard or full-round action, the remaining duration that the character can hold her breath is reduced by 1 round.  After this period of time, the character must make a DC 10 Constitution check every round in order to continue holding her breath.  Each round, the DC increases by 1.  When the character finally fails her Constitution check, she begins to drown.  In the first round, she falls unconscious (0 hp).  In the following round, she drops to -1 hit points and is dying.  In the third round, she drowns.  Unconscious characters must begin making Constitution checks immediately upon being submerged (or upon becoming unconscious if the character was conscious when submerged).  Once she fails one of these checks, she immediately drops to -1 (or loses 1 additional hit point, if her total is below -1).  On the following round, she drowns.
BRAIN OOZE  [1 in room F34]


Knowledge (dungeoneering) 17



CR 7
Two slimy tentacles protrude from the sides of this brain-shaped mass of quivering ooze.
XP 3,200
N Tiny ooze
Init +6; Senses blindsight 60 ft.; Perception +11
Aura psychic noise (10 ft., DC 19)
DEFENSE
AC 23, touch 19, flat-footed 18 (+4 armor, +4 Dex, +1 dodge, +2 insight, +2 size)
hp 75 (10d8+30)
Fort +6, Ref +9, Will +6
Defensive Abilities evasion, prescience; Immune ooze traits
OFFENSE
Speed 5 ft., fly 60 ft. (good)
Melee 2 tentacles +13 touch (1d6 electricity plus neural pulse)
Space 2-1/2 feet; Reach 0 ft.
Spell-Like Abilities (CL 10th; concentration +14)

Constant – detect thoughts, mage armor

At will – charm monster (DC 18), dominate animal (DC 17), dominate person (DC 19)

3/day – dispel magic, modify memory (DC 18)
TACTICS
Before Combat Thinking creatures within 50 feet of the brain ooze's sphere wake it from its slumber.
During Combat The brain ooze cannot escape its orb on its own so it uses dominate person on a PC each round to forcing them to break it.  Once free it attacks the party in a vengeful wrath.
Morale If reduced to fewer than 30 hit points, the brain ooze attempts to dominate the PCs one by one starting with the most heavily armored.  If it manages to dominate the party, it uses their resources to heal itself and then resumes its attack on them.  It repeats this tactic until it or the PCs are dead.
STATISTICS
Str 4, Dex 19, Con 16, Int 15, Wis 12, Cha 19
Base Atk +7; CMB +9; CMD 22 (can't be tripped)
Feats Defensive [Combat] Training, Dodge, Iron Will, Mobility, Weapon Finesse
Skills Bluff +10, Diplomacy +5, Fly +23, Perception +11, Sense Motive +11, Stealth +15
Languages Aklo (cannot speak); telepathy 100 ft.
SPECIAL ABILITIES
Neural Pulse (Su) Creatures hit by a brain ooze's tentacle must succeed at a DC 18 Fortitude save or take 1d6 points of Intelligence damage and be staggered for 1d4 rounds.  Each time a brain ooze causes Intelligence damage, it gains 5 temporary hit points.  The save DC is Constitution-based.
Prescience (Su) Limited precognitive abilities grant a brain ooze a +2 insight bonus on initiative checks, on Reflex saves, and to its Armor Class.  Brain oozes are never surprised or flat-footed.
Psychic Noise (Su) The discordant psychic noise emitted by a brain ooze dazes nearby creatures for 1d4 rounds.  When a creature begins its turn within the aura, it must succeed at a DC 19 Will save to negate this effect.  Whether or not the save is successful, that creature cannot be affected again by the same brain ooze's psychic noise for 24 hours.  An affected creature may attempt a new save to shake off the effect at the end of each of its turns.  This is a mind-affecting effect.  The save DC is Charisma-based.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Mobility:  You get a +4 dodge bonus to Armor Class against attacks of opportunity cause when you move out of or within a threatened area.  A condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge bonuses.
Ooze Traits:  Oozes have no intelligent score (unless otherwise noted), and immunity to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms).  An ooze with an intelligence score loses this trait.  They are blind (but have the blindsight special quality) with immunity to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.  They are immune to poison, sleep effects, paralysis, polymorph, and stunning.  They are not subject to critical hits or flanking and do not take additional damage from precision-based attacks, such as sneak attack.  Oozes eat and breathe, but do not sleep.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.

Spell-Like Abilities (CL 10th; concentration +14)
Charm Person [enchantment (charm) [mind-affecting]; V, S; 50 ft. range; 1 humanoid creature; 10 hrs.; DC 18 Will negates]:  humanoid target regards you as friendly; +5 
bonus to target's save if being threatened or attacked by you or allies (ends spell if in effect); target perceives caster's words in most favorable way; can give 
orders but must make opposed Cha check to do things wouldn't normally do; target never obeys suicidal or obviously harmful orders; must speak target's 
language or be able to communicate effectively in some manner
Dispel Magic [abjuration; V, S; 200 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + spell's CL); if 


successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel every spell; if vs. magic item 

make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical properties for 1d4 rounds and detects as non-magical for 

duration; automatically succeed on dispel check against your own spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Dominate Animal [enchantment (compulsion) [mind-affecting]; 1 round casting; 50 ft. range; 1 animal; 10 rounds; DC 17 Will negates]:  issue simple, silent mental 
commands to target anywhere within spell range (don't have to see it); changing orders or giving new command is move action; caster knows what animal is 
experiencing; won't execute self-destructive orders ignored (inc. attacking creatures 2+ sizes larger); actions against target's nature allow new save
Dominate Person [enchantment (compulsion) [mind-affecting]; 1 round casting; 50 ft. range; 1 humanoid; 10 days; DC 19 Will negates]:  issue commands to target it 
executes to exclusion of all else except basic survival; DC 15 Sense Motive check by others to determine target is influenced by enchantment; changing orders 
or giving new command is move action (but can be done at any distance on same plane); concentrating on spell gives sensory input interpreted by target's 
brain; actions against target's nature allow new save at +2; won't execute self-destructive orders
GRIOTH CLERICS  [2 grioth clerics of Nyarlathotep 3 in room F35]

Knowledge (nature) 14

CR 4
These lanky, batlike humanoids have long tails and four narrow eyes.  They wear breastplates and carry ceremonial daggers made of a translucent material.
XP 1,200 each
CE Medium monstrous humanoid
Init +3; Senses blindsight 20 ft., see in darkness; Perception +10 [+14 in darkness]
DEFENSE
AC 19, touch 13, flat-footed 16 (+6 armor, +3 Dex)
hp 37 each (5 HD; 2d10+3d8+13)
Fort +5, Ref +7, Will +11; +1 vs. mind-affecting
Immune poison1
Weaknesses light sensitivity
OFFENSE
Speed 20 ft., fly 40 ft. (average)
Melee mwk voidglass dagger +6 (1d4+1 [+2]1/19-20 plus mindshock), bite +0 (1d6 plus poison)
Special Attacks channel negative energy 5/day (DC 13, 2d6), poison (DC 13)
Spell-Like Abilities (CL 1st; concentration +3 [+7 defensively])


At Will – detect magic, mage hand, open/close

1/day – daze (DC 14), id insinuation (DC 14)
Domain Spell-Like Abilities (CL 3rd; concentration +6 [+10 defensively])


6/day – touch of chaos, touch of darkness
Cleric Spells Prepared (CL 3rd; concentration +6 [+10 defensively])


2nd – blindness/deafnessD (DC 15, only to cause blindness), cure moderate wounds, sound burst (DC 15)


1st – cure light wounds, doom (DC 14), lesser confusion (DC 14), protection from lawD

0 (at will) – bleed (DC 13), detect magic, guidance, resistance

D Domain spell; Domains Chaos, Darkness
TACTICS
Before Combat [Upon noticing intruders, one of the clerics immediately takes wing down the tunnel, hoping to reach the dragon to warn him of the intruders while the remaining grioth attacks the PCs.]  The grioths open combat with their ranged spells, using flight to stay out of melee.  Once they've used their ranged spells, they land and attempt to affect as many PCs with channeled negative energy as possible.  Melee combat is a last resort.
Morale The grioth clerics fight to the death.
STATISTICS
Str 12, Dex 16, Con 14, Int 13, Wis 17, Cha 15
Base Atk +4; CMB +5; CMD 18
Feats Blind-Fight, Combat Casting, Iron Will, Selective Channeling
Skills Fly +5, Knowledge (geography) +3, Knowledge (religion) +9, Perception +10 (+14 in darkness), Sense Motive +10, Stealth +5; [Racial Modifiers +4 Perception in darkness]
Languages Aklo, Grioth; telepathy 30 ft.
SQ no breath
Combat Gear scroll of deeper darkness, scroll of speak with dead [faint necromancy; CL 5th], scroll of sound burst; Other Gear masterwork voidglass breastplate, mwk voidglass dagger
SPECIAL ABILITIES
Id Insinuation (Sp) As a standard action once per day, a grioth can disrupt a creature's mind.  The target must be within 30 feet, and can resist this effect with a successful DC 14 Will save – otherwise, the target becomes confused for as long as the grioth concentrates plus 1 additional round after it ceases concentrating, to a maximum number of rounds equal to 3 plus the Grioth's total HD [8 rounds] (5 rounds for most grioths).  This is a mind-affecting effect, and is equivalent to a 2nd-level spell.  The save DC is Charisma-based.
Mindshock (Su) When a grioth damages a creature with a voidglass weapon, a surge of the grioth's violent psychic energy pulses through the weapon, causing an additional 1d4 points of nonlethal damage.  On a critical hit, the creature struck must also succeed at a DC 14 Will save or be confused for 1d2 rounds.  This is a mind-affecting effect.  The save DC is Charisma-based and includes a +2 racial bonus.
Poison (Ex) Bite – injury; save Fort DC 13;  frequncy 1/round for 6 rounds; effect shaken for 1 round; cure 1 save.

Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Combat Casting:  You get a +4 bonus on concentration checks made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
No Breath (Ex):  The monster does not breathe, and is immune to effects that require breathing (such as inhaled poison).  This does not give immunity to cloud or gas attacks that do not require breathing.
See in darkness (Su):  The creature can see perfectly in darkness of any kind, including that created by deeper darkness.
Selective Channeling [2 targets]:  When you channel energy, you can choose a number of targets in the area up to your Charisma modifier.  These targets are not affected by your channeled energy.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Touch of Chaos (Sp) [6/day]:  You can imbue a target with chaos as a melee touch attack.  For the next round, anytime the target rolls a d20, he must roll twice and take the less favorable result.  You can use this ability a number of times per day equal to 3 + your Wisdom modifier.
Touch of Darkness (Sp) [6/day]:  As a melee touch attack, you can cause a creature's vision to be fraught with shadows and darkness.  The creature touched treats all other creatures as if they had concealment, suffering a 20% miss chance on all attack rolls.  This effect lasts for a number of rounds equal to 1/2 your cleric level (minimum 1).  You can use this ability a number of times per day equal to 3 + your Wisdom modifier.
Voidglass:  Grioths (and perhaps other psychic creatures) can funnel violent bursts of psychic energy through these weapons on a hit (see "id insinuation" above).  In the hands of any creature, a voidglass piercing or slashing weapon deals 1 additional damage on a hit1 – bludgeoning weapons gain no benefit.
	Flying Maneuver
	Fly DC (+5)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

Cleric Spells Prepared (CL 3rd; concentration +6)
Blindness/Deafness [necromancy [curse]; V; 130 ft. range; 1 living creature; permanent (D); DC 15 Fort negates]:  subject rendered blind
Doom [necromancy [emotion, fear, mind-affecting]; V, S, DF; 130 ft. range; 1 living creature; 3 mins.; DC 14 Will negates]:  subject becomes shaken
Lesser Confusion [enchantment (compulsion) [mind-affecting]; V, S, DF; 30 ft. range; 1 living creature; 1 round; DC 14 Will negates]:  creature 
becomes confused for 1 round
Protection from Law [abjuration [chaos]; V, S, DF; touch; creature touched; 3 mins.]:  +2 deflection bonus to AC and +2 resistance bonus on saves; 
immediately receive new saving throw (if allowed) with +2 morale bonus vs. effects that possess or exercise mental control over creature 
to suppress effect for duration of protection spell; prevent bodily contact by good summoned creatures (until protected creature attacks)
Sound Burst [evocation [sonic]; V, S, DF; 30 ft. range; 10-ft.-radius spread; instantaneous; DC 15 Fort partial]:  creatures in area take 1d8 sonic 
damage and must succeed on Fort save to avoid being stunned 1 round; deaf creatures aren't stunned but are damaged
Equipment
Scroll of Deeper Darkness [faint evocation; CL 5th]:  object radiates darkness in 60-ft. radius; drops light level 2 steps; areas of dim light and darkness 
become supernaturally dark in which even darkvision doesn't work; doesn't stack with itself; counters light spell of its level or lower
Scroll of Sound Burst [faint evocation; CL 3rd]:  see spell description above
1 The clerics have immunity to poison, but the standard grioth has immunity to cold.  It's unknown whether this is an error or part of a grioth mutation.
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