WILD DOGS (3), Area 1

These small dogs have rough coats and hungry looks in their dark brown eyes.

N Small animal

Init +1; Senses low-light vision, scent; Perception +8

DEFENSE

AC 13, touch 12, flat-footed 12 (+1 Dex, +1 natural, +1 size)

hp 6 (1d8+2)

Fort +4, Ref +3, Will +1

OFFENSE

Speed 40 ft.

Melee bite +2 (1d4+1)

STATISTICS

Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6

Base Atk +0; CMB +0; CMD 11 (15 vs. trip)

Feats Skill Focus (Perception)

Skills Acrobatics +1 (+9 jumping), Perception +8, Survival +1 (+5 scent tracking)

TACTICS

During Combat The dogs focus their attacks on a single foe, likely the weakest-looking character in the party.

Morale The dogs flee back into the Cairnlands if reduced to 3 hit points or fewer.

SCALEBACK SPIDER, Area 2

A spider the size of a man crawls silently from the depths of its funnel-shaped web.

Giant spider

N Medium vermin

Init +3; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4

DEFENSE

AC 14, touch 13, flat-footed 11 (+3 Dex, +1 natural armor)

hp 16 (3d8+3)

Fort +4, Ref +4, Will +1

Immune mind-affecting effects

OFFENSE

Speed 30 ft., climb 30 ft.

Melee bite +2 (1d6 plus poison)

Special Attacks web (8/day, 10 ft. range increments to a maximum 50 ft. range, +5 ranged, DC 12 (Escape Artist or Str check, -4 if stuck in web))

                           web sheets (DC 20 Perception or become trapped in, +5 to escape attempt with something to walk on or grab while pulling free, each 5 ft. section has 2 hps and DR 5/-)

STATISTICS

Str 11, Dex 17, Con 12, Int -, Wis 10, Cha 2

Base Atk +2; CMB +2; CMD 15 (27 vs. trip)

Skills Climb +16, Perception +4 (+8 in webs), Stealth +7 (+11 in webs)

SPECIAL ABILITIES

Poison (Ex):  Bite – injury, save Fort DC 14; frequency 1/round for 4 rounds; effect 1d2 Strength damage; cure 1 save.

TACTICS

During Combat The spider throws webs at opponents until it entangles one, at which point it climbs down to bite and poison that creature.

KAZKAZ, Area 3

This dog-sized lizard has two horns, one on either side of its head, and green scales that crackle with sparks of lightning.

Shocker lizard

N Small magical beast

Init +6; Senses darkvision 60 ft., electricity sense 100 ft., low-light vision; Perception +8

DEFENSE

AC 16, touch 13, flat-footed 14 (+2 Dex, +3 natural, +1 size)

hp 19 (3d10+3)

Fort +4, Ref +5, Will +2

Immune electricity

OFFENSE

Speed 40 ft., climb 20 ft., swim 20 ft.

Melee bite +4 (1d4)

Special Attacks shock (Su) – single target, 5 ft. range, 1d8 nonlethal electric damage to a living opponent, DC 12 Reflex half

STATISTICS

Str 10, Dex 15, Con 13, Int 2, Wis 13, Cha 6

Base Atk +3; CMB +2; CMD 14 (18 vs. trip)

Feats Improved Initiative, Skill Focus (Stealth)

Skill Climb +8, Perception +8, Stealth +17, Swim +8

TACTICS

During Combat The lizard shocks the first creature that approaches within 5 feet of it and any other opponents that get too close.  It only bites once an opponent is unconscious or if its shocks seem to have no effect.

Morale If cornered in the room, the shocker lizard fights to the death.

TROGLODYTE GUARDS (2), Area 4; (3), Area 9

These humanoids' scaly hides are dull gray.  Their frames resemble that of a cave lizard, with long tails and crests on their heads and backs.

Young troglodyte

CE Small humanoid (reptilian)

Init +1; Senses darkvision 90 ft.; Perception +0

Aura stench (living creatures within 30 ft., DC 11 Fort (success renders immune 24 for hours), sickened for 10 rounds, poison effect)

DEFENSE

AC 15, touch 9, flat-footed 15 (-1 Dex, +4 natural, +2 size)

hp 9 (2d8)

Fort +5, Ref +1, Will +0

OFFENSE

Speed 30 ft.

Melee club +0 (1d4-1), claw -5 (1d3-2), bite -5 (1d3-2) or 2 claws +0 (1d3-1), bite +0 (1d3-1)

Ranged javelin +2 (1d4-1)

STATISTICS

Str 8, Dex 13, Con 10, Int 8, Wis 11, Cha 11

Base Atk +1; CMB -1; CMD 10

Feats Great Fortitude

Skill Stealth +7 (+11 in rocky areas)

Languages Draconic

Gear club, 3 javelins

TACTICS

During Combat The guards throw their javelins on the first round of combat; they then pick up their clubs and attack.

Morale (Area 4) If reduced to fewer than 5 hit points, the troglodytes flee up the stairs to area 9 to alert the rest of their band to the presence of intruders.

             (Area 9) As soon as one of the guards falls, the other two run – one to get help from Tulok in area 10, the other to warn Tasskar in area 12.

BAT SWARM, Area 6

Hundreds of high-pitched squeaks fill the air as a mass of small, carnivorous bats surges forth, all of them hungry for blood.

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 - not subject to critical hits or flanking; disperses at 0 hps (lethal or nonlethal); can't be staggered or reduced to a dying state by damage; can't be tripped, grappled, or bull rushed and can't grapple; immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Int score and a hive mind; 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

Immune weapon damage; Weakness +50% damage from area effect attacks

OFFENSE

Speed 5 ft., fly 40 ft. (good)

Melee swarm (1d6 plus wounding and distraction)

Space 10 ft. cube; Reach 0 ft., provokes attacks of opportunity when moving into an enemy square

Special Attacks distraction (Ex) – a living creature damaged by swarm must make a DC 11 Fort save or be nauseated for 1 round

                           wounding (Ex) – a living creature damaged by the swarm takes 1 bleed damage at the beginning of its turn until a DC 10 Heal check or spell that cures hit point damage is applied

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

TACTICS

Morale If the PCs have no weapons or spells that can harm the swarm, it attacks for only 2 rounds before scattering and flying outside.

BURNING SKELETONS (2), Area 7

The piles of bones suddenly stir, rising up to take on human shape and bursting into red-orange flame.  Their long, bony fingers reach out to claw at the living, burning with an unending fire.

NE Medium undead

Init +6; Senses darkvision 60 ft.; Perception +0

Aura fiery aura (1d6), adjacent creatures take dmg at start of their turn; creatures striking a burning skeleton with an unarmed strike or natural attack take this damage when attacking

DEFENSE

AC 16, touch 12, flat-footed 14 (+2 armor, +2 Dex, +2 natural)

hp 5 (1d8+1)

Fort +1, Ref +2, Will +2;

DR 5/bludgeoning; Vulnerability cold (+50% dmg)

Immune fire, undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; does not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee broken scimitar +0 (1d6 plus 1d6 fire), claw -3 (1d4+1 plus 1d6 fire) or 2 claws +2 (1d4+2 plus 1d6 fire)

STATISTICS

Str 15, Dex 14, Con -, Int -, Wis 10, Cha 12

Base Atk +0; CMB +2; CMD 14

Feats Improved Initiative

Gear broken chair shirt, broken scimitar

SQ fiery death (Su) – explodes when it dies, damaging adjacent creatures for 1d6 fire dmg (DC 11 Reflex half)

TACTICS

During Combat The skeletons attack the nearest foe.

Morale The skeletons fight until destroyed.

GIANT FROG, Area 8

This creature looks like a normal frog, with moist, mottled, blackish-green skin, but grown to truly monstrous size.

N Medium animal

Init +1; Senses low-light vision, scent; Perception +3

DEFENSE

AC 12, touch 11, flat-footed 11 (+1 Dex, +1 natural)

hp 15 (2d8+6)

Fort +6, Ref +6, Will -1

OFFENSE

Speed 30 ft., swim 30 ft.

Melee bite +3 (1d6+2 plus grab) or tongue +3 touch (grab)

Space 5 ft.; Reach 5 ft. (15 ft. with tongue)

Special Attacks tongue (Ex) – deals no damage but can be used to grab an opponent, while avoiding the grappled condition

                           grab (Ex) – a hit with its bite or tongue attack allows a grapple as a free action against creatures of equal or smaller size without provoking an attack of opportunity, maintaining the 

grapple does standard attack damage (bite only)

                           pull (Ex) – (tongue, 5 feet/round) allows a free combat maneuver check with a successful tongue attack, successful check pulls the target closer unless its blocked by a solid object or 

another creature, doesn't provoke an attack of opportunity

                           swallow whole (Ex) – (1d4 bludgeoning damage, AC 10, 1 hp) if it begins with a creature at least 1 size smaller grappled in its mouth, can make a new combat maneuver check; a 

successful check allows it to swallow its target doing bite damage; target takes damage each round while swallowed; target can escape back to the mouth if breaks the  

grapple or can cut its way out with a light slashing or piercing weapon; once the target has cut its way out, the giant frog can't swallow whole until the damage is healed

STATISTICS

Str 15, Dex 13, Con 16, Int 1, Wis 8, Cha 6

Base Atk +1; CMB +3 (+7 grapple); CMD 14 (18 vs. trip)

Feats Lightning Reflexes

Skills Acrobatics +9 (+13 jumping), Perception +3, Stealth +5, Swim +10

TACTICS

During Combat The frog is hungry, and lashes out with its tongue at the first creature entering the room.

Morale The giant frog fights to the death.

TULOK, Area 10

This humanoid's scaly hide is dull gray.  Its frame resembles that of a cave lizard, with a long tail and crests on its head and back.

Male troglodyte

CE Medium humanoid (reptilian)

Init -1; Senses darkvision 90 ft.; Perception +0

Aura stench (living creatures within 30 ft., DC 13 Fort (immune 24 hours), sickened 10 rounds, poison effect)

DEFENSE

AC 15, touch 9, flat-footed 15 (-1 Dex, +6 natural)

hp 13 (2d8+4)

Fort +7, Ref -1, Will +0

OFFENSE

Speed 30 ft.

Melee club +2 (1d6+1), claw -3 (1d4), bite -3 (1d4) or 2 claws +2 (1d4+1), bite +2 (1d4+1)

Ranged javelin +0 (1d6)

STATISTICS

Str 12, Dex 9, Con 14, Int 8, Wis 11, Cha 11

Base Atk +1; CMB +2; CMD 11

Feats Great Fortitude

Skill Stealth +5 (+9 in rocky areas)

Languages Draconic

Gear club, 3 javelins

TACTICS

During Combat Tulok hurls javelins at approaching foes and then attacks with his natural weapons.

Morale Tulok fights to the death.

SNAPJAW, Area 12

This pink-eyed, white-skinned reptile lunges across the room with shocking speed.  Its jaw gapes open in a roar, its powerful tail lashing behind.

Young albino cave crocodile animal companion

N Medium animal

Init +3; Senses darkvision 90 ft., low-light vision; Perception +8

DEFENSE

AC 14, touch 10, flat-footed 13 (+1 Dex, +2 natural, +1 size)

hp 14 (3d8+6)

Fort +4, Ref +6, Will +2

Immune troglodyte stench

OFFENSE

Speed 20 ft., swim 30 ft.; sprint (Ex) – 1/minute can increase land speed to 40 ft. for 1 round

Melee bite +3 (1d8+2 plus grab) and tail slap -2 (1d12)

Special Attacks grab (Ex) – successful bite attack allows a grapple as free action without an attack of opportunity against creatures of equal or smaller size, maintaining does standard attack damage

                           death roll (Ex) – when grappling a foe or its size or smaller, can death roll with a successful grapple check, inflicting bite damage and knocking its target prone

STATISTICS

Str 15, Dex 16, Con 13, Int 1, Wis 12, Cha 2

Base Atk +2; CMB +4 (+8 grapple); CMD 17 (21 vs. trip)

Feats Skill Focus (Perception, Stealth)

Skills Perception +8, Stealth +7 (+15 in water), Swim +10

SQ hold breath (Ex) – can hold its breath for a number or rounds equal to 4 times its Con score before it risks drowning (52 rounds total)

TACTICS

During Combat Snapjaw defends Tasskar, attacking whichever foe is closest.

GIANT CENTIPEDE (1 round to summon, 30 ft. range, 3 rounds), Area 12

This lengthy, segmented horror writhes and twists, pulsing its venomous mandibles in search of prey.

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 Attacks 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 Con-based and includes a +2 racial bonus.

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

TACTICS

During Combat Attacks the nearest enemy until it is unconscious, then moves on to the next nearest target.

SPIDER SWARM, (1 round to summon, 30 ft. range, concentration + 2 rounds), Area 12

An awful, scuttling mass of legs and mandibles scrambles forward out of the darkness.

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 - not subject to critical hits or flanking; disperses at 0 hps (lethal or nonlethal); can't be staggered or reduced to a dying state by damage; can't be tripped, grappled, or bull rushed and can't grapple; immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Int score and a hive mind; 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

Immune mind-affecting effects, weapon damage; Weakness +50% damage from area effect attacks

OFFENSE

Speed 20 ft., climb 20 ft.

Melee swarm (1d6 plus poison and distraction)

Space 10 ft.; Reach 0 ft., provokes atks of opportunity when moving into enemy square

Special Attacks distraction (Ex) – living creature damaged by swarm, DC 11 Fort save or nauseated for 1 round

                           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 Con-based.

STATISTICS

Str 1, Dex 17, Con 10, Int -, Wis 10, Cha 2

Base Atk +1; CMB -; CMD -

Feats Lightning Reflexes, Skill Focus (Perception)

Skills Climb +11 (Dex-based), Perception +4

TACTICS

During Combat Attacks the nearest enemy(s) until it is unconscious, then moves on to the next nearest target(s).

BALENAR FORSEND, Area 11

Bardic Performance (17 rounds/day)

A bard is trained to use the Perform skill to create magical effects on those around him, including himself if desired.  He can use this ability for a number of rounds per day equal to 4 + his Charisma modifier.  At each level after 1st a bard can use bardic performance for 2 additional rounds per day.  Each round, the bard can produce any one of the types of bardic performance that he has mastered, as indicated by his level.

Starting a bardic performance is a standard action, but it can be maintained each round as a free action.  Changing a bardic performance from one effect to another requires the bard to stop the previous performance and start a new one as a standard action.  A bardic performance cannot be disrupted, but it ends immediately if the bard is killed, paralyzed, stunned, knocked unconscious, or otherwise prevented from taking a free action to maintain it each round.  A bard cannot have more than one bardic performance in effect at one time.

Each bardic performance has audible components, visual componenets, or both.

If a bardic performance has audible components, the targets must be able to hear the bard for the performance to have any effect, and such performances are language dependent.  A deaf bard has a 20% chance to fail when attempting to use a bardic performance with an audible component.  If he fails this check, the attempt still counts against his daily limit.  Deaf creatures are immune to bardic performances with audible componenents.

If a bardic performance has a visual component, the targets must have line of sight to the bard for the performance to have any effect.  A blind bard has a 50% chance to fail when attempting to use a bardic performance with a visual component.  If he fails this check, the attempt still counts against his daily limit.  Blind creatures are immune to bardic performances with viaul componenents.

Countersong (Su):  At 1st level, a bard learns to counter magic effects that depend on sound (but not spells that have verbal components).  Each round of the countersong he makes a Perform (keyboard, percussion, wind, string, or sing) skill check.  Any creature within 30 feet of the bard (including the bard himself) that is affected by a sonic or language-dependent magical attack may use the bard's Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform check result proves to be higher.  If a creature within range of the countersong is already under the effect of a noninstantaneous sonic or language-dependent magical attack, it gains another saving throw against the effect each round it hears the countersong, but it must use the bard's Perform skill check result for the save.  Countersong does not work on effects that don't allow saves.  Countersong relies on audible components.

Distraction (Su):  At 1st level, a bard can use his performance to counter magic effects that depend on sight.  Each round of the distration, he makes a Perform (act, comedy, dance, or oratory) skill check.  Any creature within 30 feet of the bard (including the bard himself) that is affected by an illusion (pattern) or illusion (figment) magical attack may use the bard's Perform check result in place of its saving throw if, after the saving throw is rolled, the Perform skill check proves to be highrer.  If a creature within range of the distraction is already under the effect of a noninstantaneous illusion (pattern) or illusion (figment) magical attack, it gains another saving thorw against the effect each round it sees the distraction, but it must use the bard's Perform skill check result of the save.  Distraction does not work on effects that don't allow saves.  Distraction relies on visual componenents.

Fascinate (Su) [DC 14 Will]:  At 1st level, a bard can use his performance to cause one or more creatures to become fascinated with him.  Each creature to be fascinated must be within 90 feet, able to see and hear the bard, and capable of paying attention to him.  The bard must also be able to see the creatures affected.  The distraction of a nearby combat or other dangers prevents the ability from working.  For every three levels a bard has attained beyond 1st, he can target one additional creature with this ability.

Each creature within range receives a Will save (DC 10 + 1/2 the bard's level + the bard's Cha modifier) to negate the effect.  If a creature's saving throw succeeds, the bard cannot attempt to fascinate that creature again for 24 hours.  If its saving throw fails, the creature sits quietly and observes the performance for as long as the bard continues to maintain it.  While fascinated, a target takes a -4 penalty on skill checks made as reactions, such as Perception checks.  Any potential threat to the target allows the target to make a new saving throw against the effect.  Any obvious threat, such as someone drawing a weapon, casting a spell, or aiming a weapon at the target, automatically breaks the effect.  Fascinate is an enchantment (compulsion), mind-affecting ability.  Fascinate relies on audible and visual components in order to function.

Inspire Courage (Su) +1:  A 1st level bard can use his performance to inspire courage in his allies (including himself), bolstering them against fear and improving their combat abilities.  To be affected, an ally must be able to perceive the bard's performance.  An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 competence bonus on attack and weapon damage rolls.  At 5th level, and every six bard levels thereafter, this bonus increases by +1, to a maximum of +4 at 17th level.  Inspire courage is a mind-affecting ability.  Inspire courage can use audible or visual components.  The bard must choose which component to use when starting his performance.

Inspire Competence (Su) +2:  A bard of 3rd level or higher can use his performance to help an ally succeed at a task.  The ally must be within 30 feet and able to see and hear the bard.  The ally gets a +2 competence bonus on skill checks with a particular skill as long as she continues to hear the bard's performance.  This bonus increases by +1 for every four levels the bard has attained beyond 3rd (+3 at 7th, +4 at 11th, +5 at 15th, and +6 at 19th).

Certain uses of this ability are infeasible, such as Stealth, and may be disallowed at the GM's discretion.  A bard can't inspire competence in himself.  Inspire competence relies on audible components.

Bardic Knowledge (Ex) – A bard adds half his class level (minimum 1) to all Knowledge skill checks and may make all Knowledge skill checks untrained (+1 Int, +1 bonus)

Versatile Performance (oratory) (Ex) – At 2nd level, a bard can choose one type of Perform skill.  He can use his bonus in that skill in place of his bonus in associated skills.  When substituting in this way, the bard uses his total Perform skill bonus, including class skill bonus, in place of its associated skill's bonus, whether or not he has ranks in that skill or if it is a class skill.  At 6th level, and every 4 levels thereafter, the bard can select an additional type of Perform to substitute.  Oratory is associated with Diplomacy and Sense Motive.

Armed and Armored Statistics With his gear from room 10 Balenar's statistics are AC 17, touch 13, flat-footed 14 (+4 armor, +2 Dex, +1 dodge); Melee mwk rapier +4 (1d6+1/18-20); Ranged shortbow +4 (1d6/x3)

TASSKAR, Area 12

Combat Casting – +4 to concentration checks when casting defensively or while grappled.

Combat Reflexes – Allows 2 total attacks of opportunity per round and may make attacks of opportunity while flat-footed.

Summon Nature's Ally – Can spontaneous cast the spell by substituting it for an equivalent level spell.

Nature Bond (Snapjaw) (Ex)

Link (Ex):  A druid 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 druid gains a +4 circumstance bonus on all wild empathy checks and Handle Animal checks made regarding an animal companion.

Share Spell (Ex):  The druid may cast a spell with a target of "You" on her animal companion (as a touch range spell) instead of on herself.  A druid may cast spells on her animal companion even if the spells normally do not affect creatures of the companion's type (animal).  Spells cast in this way must come from a class that grants an animal companion.  This ability does not allow the animal to share abilities that are not spells, even if they function like spells.

Evasion (Ex):  If an animal companion is subjected to an attack that normally allows a Reflex saving throw for half damage, it takes no damage if it makes a successful saving throw.
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