FETOR’S ACTIONS

1. casts bear’s endurance and quickened mirror image

2. casts shield and draws rod of lesser empower spell

3. Opens door and casts deathfrost lightning bolt down hall empowered with rod (45 electric, 8 cold damage DC:19). If foes are still alive, casts quickened lightning bolt (32 electric damage DC:19) and takes a 5’ step behind door. 
4. Steps out. If foes have taken good damage from bolts, casts lightning bolt empowered with rod (44 electric damage DC:19), if a few foes did not seem to be effected to much by the bolts, casts deathfrost magic missile (using rod) at unfried foes (27 force, 10 cold damage). Finishes up by casting quickened deathfrost magic missile at divine spellcaster (18 force, 6 cold damage).
5. Casts confusion (DC:21). Moves full movement for full cover.
6. Casts dimension door to other end of passage (around the corner).

7. Steps out and casts Deafness (DC:20) on wizard. Finishes up with magic missile (quickened) at divine spellcaster (17 damage).

8. Moves full movement rate away from front of hall way and then casts wall of stone to cover up passage.
9. Bangs on door to K11 to alert the Kelubar of possible intruders and then dimension door’s to K18 for last stand.

I changed fetor’s actions from what was in the mag to something I thought was a little more nasty. This assumes that the pc are taking there time getting through the ice lattes and that they set off the silent alarm spell. 

