EVENT 1

	Street Thug
	Human Warrior 2
	CR

	1

	Initiaitive
	+0
	Senses
	Listen
	-1
	Spot
	-1
	

	AC
	11
	Touch
	10
	Flat Footed
	11
	

	HP
	2d8+2 (14)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+4
	Ref
	+0
	Will
	-1
	

	Speed
	30

	Melee
	+2 (1d6+1, 19-20 Short Sword)

	Ranged
	None

	Attack Options
	Quick Draw

	BAB
	+1
	Grapple
	+2

	Str
	13
	Dex
	10
	Con
	12
	Int
	9
	Wis
	9
	Cha
	9

	SQ
	None

	Feats
	Quick Draw, Toughness

	Skills
	Climb +3, Intimidate +2

	Possessions
	Short Sword, Padded Armor, 3 sp, 7 cp.


	Jil
	Female Human Rogue 5 Assassin 1
	CR

	6

	Initiaitive
	+6
	Senses
	Listen
	+7
	Spot
	+7
	

	AC
	15
	Touch
	12
	Flat Footed
	15
	Uncanny Dodge, Combat Expertise

	HP
	27

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+2
	Ref
	+8
	Will
	+0
	Evasion

	Speed
	30

	Melee
	+6 (1d6 / 19-20 plus poison, Masterwork shortsword)

+6 (1d3+1 Nonlethal, +1 whip)

	Ranged
	+6 (1d6 x3, masterwork shortbow)

	Attack Options
	Sneak attack +4d6, Death Attack DC 14, Poison

	BAB
	+3
	Grapple
	+3

	Str
	11
	Dex
	14
	Con
	12
	Int
	16
	Wis
	9
	Cha
	12

	SQ
	Assassin spells 1/day: obscuring mist, true strike

	Feats
	Weapon Finesse, EWP: Whip, Improved Initiative, Combat Expertise

	Skills
	Climb +8, Move Silently +11, Hide +11, Tumble +11, Sense Motive +7

	Possessions
	Masterwork studded leather armor, +1 whip, masterwork shortbow, wand of silence (15 charges), potion of cure moderate wounds, arcane scroll of undetectable alignment, 30gp


EVENT 4
	Fario Ellegoth
	Male Half-Elf Rogue 1 / Fighter 1
	CR

	2

	Initiative
	+2
	Senses
	Listen
	+3
	Spot
	+3
	Low-Light Vision

	AC
	14
	Touch
	12
	Flat Footed
	12
	

	HP
	1d6 + 1d10 + 2 (13)

	Immunities
	Sleep

	Resistances
	+2 save vs enchantments

	Weaknesses
	

	Fort
	+3
	Ref
	+4
	Will
	-1
	

	Speed
	30

	Melee
	+5 (1d8 + 2 / 19-20, longsword)

+3 (1d8 + 2 / 19-20, longsword) +1 (1d6 + 1 / 19-20, shortsword)

	Ranged
	+3 (1d8 + 2 / x3, longbow)

	Attack Options
	Two-weapon fighting, Sneak Attack +1d6

	BAB
	+1
	Grapple
	+3

	Str
	14
	Dex
	15
	Con
	13
	Int
	12
	Wis
	8
	Cha
	10

	SQ
	Rary's Telepathic Bond with Meerthan

	Feats
	Two Weapon Fighting, Weapon Focus (Longsword)

	Skills
	Hide +6, Move Silently +6, Open Lock +6, Escape Artist +6, Climb +3

	Possessions
	Leather armor, mastwerowrk longsword, shortsword, composite longbow +2 str, 2 potions invisibility, spyglass, 8 gp, 25 sp


	Fellian Shard
	Male half-elf rogue 1 / cleric 1 (Fharlanghn)
	CR

	2

	Initiative
	+2
	Senses
	Listen
	+6
	Spot
	+6
	Low light vision

	AC
	15
	Touch
	12
	Flat Footed
	13
	

	HP
	1d6 + 1d8 + 2 (12)

	Immunities
	Sleep

	Resistances
	+2 save vs enchantments

	Weaknesses
	

	Fort
	+3
	Ref
	+6
	Will
	+4
	Lightning Reflexes

	Speed
	30

	Melee
	-1 (1d8 -1 / 19-20, longsword)

	Ranged
	+3 (1d8 / x3, masterwork longbow)

	Attack Options
	+1d6 Sneak Attack

	BAB
	+0
	Grapple
	-1

	Str
	8
	Dex
	14
	Con
	12
	Int
	13
	Wis
	15
	Cha
	10

	SQ
	Luck domain (reroll one die roll per day) Travel (freedom of movement 1 round per day)

Spells: Shield of Faith, Bless, Longstrider

	Feats
	Lightning Reflexes

	Skills
	Bluff +4, Concentration +2, Disable Device +5, Sense Motive +6, Tumble +6

	Possessions
	+1 leather armor, longsword, masterwork longbow, 2 potions invisibility, 2 scrolls cure light wounds, 12 gp 18 sp


GHELVE'S LOCKS
	Keygan Ghelve
	Male Gnome Expert 3 / Wizard 1
	CR

	3

	Initiative
	+1
	Senses
	Listen
	+7
	Spot
	+3
	Low-light vision

	AC
	12
	Touch
	12
	Flat Footed
	11
	

	HP
	3d6+1d4+4 (17)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+2
	Ref
	+2
	Will
	+5
	

	Speed
	20

	Melee
	+2 (1d3-1 / 19-20, dagger)

	Ranged
	+4 (1d6 / 19-20, light crossbow)

	Attack Options
	

	BAB
	+2
	Grapple
	-3

	Str
	8
	Dex
	12
	Con
	12
	Int
	13
	Wis
	10
	Cha
	11

	SQ
	Spells (base DC 12, illusion specialist)

detect magic, ghost sound, mage hand; alarm, color spray, hold portal

	Feats
	Scribe Scroll, Skill Focus (Craft [Locksmithing]), Skill Focus (Open Lock)

	Skills
	Appraise +4, Craft (Alchemy) +6, Craft (Locksmithing) +11, Disable Device +7, Open Lock +10

	Possessions
	Dagger, light crossbow, many keys.  Spellbook: 0 - dancing lights, detect magic, ghost sound, open/close, light, mage hand, mending, prestidigitation, read magic; 1 - alarm, disguise self, color spray, detect secret doors, hold portal, mage armor, reduce person, summon monster I, unseen servant


	Skulk
	Medium Humanoid
	CR

	2

	Initiaitive
	+2
	Senses
	Listen
	+5
	Spot
	+5
	

	AC
	12
	Touch
	12
	Flat Footed
	10
	

	HP
	2d8 (9)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+0
	Ref
	+5
	Will
	-1
	

	Speed
	30

	Melee
	+3 (1d6 / 18-20, rapier)

	Ranged
	+3 (1d8 / 19-20, light crossbow)

	Attack Options
	

	BAB
	+1
	Grapple
	+1

	Str
	11
	Dex
	14
	Con
	11
	Int
	11
	Wis
	8
	Cha
	6

	SQ
	Innate Nondetection, Peerless Camouflage, Trackless Path 

	Feats
	Stealthy, Weapon Finesse

	Skills
	Hide: +22 Move Silently: +14

	Possessions
	Rapier, Light Crossbow, 2 Thunderstones


JZADIRUNE
	Skulk
	Medium Humanoid
	CR

	2

	Initiaitive
	+2
	Senses
	Listen
	+5
	Spot
	+5
	

	AC
	12
	Touch
	12
	Flat Footed
	10
	

	HP
	2d8 (9)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+0
	Ref
	+5
	Will
	-1
	

	Speed
	30

	Melee
	+3 (1d6 / 18-20, rapier)

	Ranged
	+3 (1d8 / 19-20, light crossbow)

	Attack Options
	

	BAB
	+1
	Grapple
	+1

	Str
	11
	Dex
	14
	Con
	11
	Int
	11
	Wis
	8
	Cha
	6

	SQ
	Innate Nondetection, Peerless Camouflage, Trackless Path 

	Feats
	Stealthy, Weapon Finesse

	Skills
	Hide: +22 Move Silently: +14

	Possessions
	Rapier, Light Crossbow, 2 Thunderstones


	Dark Creeper
	Small Humanoid
	CR

	3

	Initiaitive
	+3
	Senses
	Listen
	+3
	Spot
	+3
	

	AC
	17
	Touch
	14
	Flat Footed
	14
	

	HP
	1d8+1 (5)

	Immunities
	None

	Resistances
	None

	Weaknesses
	Light Vulnerability (-2 all rolls)

	Fort
	+1
	Ref
	+7
	Will
	+2
	Evasion

	Speed
	30

	Melee
	+2 (1d3 + 1 / 19-20, small dagger)

	Ranged
	+3 (1d3 + 1 / 19-20 small dagger)

	Attack Options
	+2d6 Sneak Attack

	BAB
	+0
	Grapple
	-3

	Str
	12
	Dex
	17
	Con
	13
	Int
	10
	Wis
	15
	Cha
	10

	SQ
	Blindsight 60 ft, Shadow Cloak 3/day, total concealment

	Feats
	Lightning Reflexes

	Skills
	Hide +6 (+14 in shadows), Move Silently +4 (+8), Tumble +4

	Possessions
	4 Small Daggers, 35 cp, 15 sp


	Choker
	Small Aberration
	CR

	2

	Initiative
	+6
	Senses
	Listen
	+1
	Spot
	+1
	Darkvision 60 ft

	AC
	17
	Touch
	13
	Flat Footed
	15
	

	HP
	3d8+3 (16 hp)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+2
	Ref
	+5
	Will
	+4
	

	Speed
	20, Climb 10

	Melee
	2 tentacles, +6 (1d3 +3)

	Ranged
	-

	Attack Options
	Constrict (1d3+3 on grapple), Improved grab 

	BAB
	+2
	Grapple
	+5

	Str
	16
	Dex
	14
	Con
	13
	Int
	4
	Wis
	13
	Cha
	7

	SQ
	Quickness (extra std action or move each round)

	Feats
	

	Skills
	Climb +13, Hide +10, Move Silently +6, Always take 10 on climb

	Possessions
	


	Grell
	Medium Aberration
	CR

	3

	Initiative
	+2
	Senses
	Listen
	+4
	Spot
	+4
	Blindsight 60

	AC
	16
	Touch
	12
	Flat Footed
	14
	

	HP
	5d8 + 10 (32)

	Immunities
	Electricity, Paralysis

	Resistances
	

	Weaknesses
	

	Fort
	+3
	Ref
	+3
	Will
	+4
	

	Speed
	5, Fly 30 (perfect)

	Melee
	10 x +4 (1d4 + 1 plus paralysis, tentacle), -1 (2d4, bite)

	Ranged
	

	Attack Options
	Improved Grab, Paralysis Fort 14 (4 rounds), Flyby Attack

	BAB
	+3
	Grapple
	+20

	Str
	12
	Dex
	15
	Con
	14
	Int
	10
	Wis
	11
	Cha
	9

	SQ
	

	Feats
	

	Skills
	

	Possessions
	


	Medium Monstrous Spider
	Medium Vermin
	CR

	1

	Initiative
	+3
	Senses
	Listen
	+4
	Spot
	+4
	Darkvision 60, Tremorsense 60

	AC
	14
	Touch
	13
	Flat Footed
	11
	

	HP
	2d8 + 2 (11)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+4
	Ref
	+3
	Will
	+0
	

	Speed
	30

	Melee
	+4 (1d6 plus poison, bite)

	Ranged
	Web

	Attack Options
	Poison, DC 12 1d4 Str / 1d4 Str

	BAB
	+1
	Grapple
	+1

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

	SQ
	Poison, web 8/day EA 12, Break 16, 6 HP Hardness 5

	Feats
	

	Skills
	Climb +11, Hide +7*, Jump +0*, Spot +4*

	Possessions
	


	Small Monstrous Spider
	Small Vermin
	CR

	½

	Initiative
	+3
	Senses
	Listen
	+4
	Spot
	+4
	Darkvision 60, Tremorsense 60

	AC
	14
	Touch
	13
	Flat Footed
	11
	

	HP
	1d8 (4)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+2
	Ref
	+3
	Will
	+0
	

	Speed
	30, Climb 20

	Melee
	+4 (1d4 - 2 plus poison, bite)

	Ranged
	Web

	Attack Options
	Poison, DC 10 1d3 Str / 1d3 Str

	BAB
	+0
	Grapple
	-6

	Str
	7
	Dex
	17
	Con
	10
	Int
	-
	Wis
	10
	Cha
	2

	SQ
	Poison, web 8/day EA 10, Break 14, 4 HP Hardness 5

	Feats
	

	Skills
	Climb +11, Hide +7*, Jump +0*, Spot +4*

	Possessions
	


	Mimic
	Large Aberration (Shapechanger)
	CR

	4

	Initiative
	+1
	Senses
	Listen
	+8
	Spot
	+8
	Darkvision 60

	AC
	15
	Touch
	10
	Flat Footed
	15
	Adhesive, DC 16

	HP
	7d8 + 21 (52)

	Immunities
	Acid

	Resistances
	

	Weaknesses
	

	Fort
	+5
	Ref
	+5
	Will
	+6
	

	Speed
	10

	Melee
	+9 / +9 (1d8 + 4, slam)

	Ranged
	--

	Attack Options
	Adhesive (autograpple), Crush 1d8+4 (on grapple check)

	BAB
	+5
	Grapple
	+13

	Str
	19
	Dex
	12
	Con
	17
	Int
	10
	Wis
	13
	Cha
	10

	SQ
	Mimic Shape

	Feats
	

	Skills
	

	Possessions
	


	Small Monstrous Centipede
	
	CR

	¼

	Initiative
	+2
	Senses
	Listen
	+4
	Spot
	+4
	Darkvision 60

	AC
	14
	Touch
	13
	Flat Footed
	12
	

	HP
	½ d8 (2)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+2
	Ref
	+2
	Will
	+0
	

	Speed
	30

	Melee
	+3 (1d4-3 plus poison)

	Ranged
	--

	Attack Options
	Poison, DC 10 1d2 dex / 1d2 dex

	BAB
	+0
	Grapple
	-7

	Str
	5
	Dex
	15
	Con
	10
	Int
	-
	Wis
	10
	Cha
	2

	SQ
	Vermin Traits

	Feats
	

	Skills
	Climb +10, Hide +14, Spot +4, Take 10 on Climb

	Possessions
	


	Dread Guard
	Small Construct
	CR

	3

	Initiative
	+0
	Senses
	Listen
	+9
	Spot
	+9
	

	AC
	18
	Touch
	11
	Flat Footed
	18
	

	HP
	5d10 + 10 (37)

	Immunities
	Construct Traits

	Resistances
	Cold 10, Fire 10

	Weaknesses
	

	Fort
	+1
	Ref
	+1
	Will
	+2
	

	Speed
	20 (can't run)

	Melee
	+8 (1d6 +3 / x3, Gnome hooked hammer) +6 (1d4 + 1 / x4, Gnome hooked hammer) 

	Ranged
	

	Attack Options
	

	BAB
	+3
	Grapple
	+6

	Str
	17
	Dex
	11
	Con
	-
	Int
	6
	Wis
	13
	Cha
	2

	SQ
	Construct Traits

	Feats
	Two-Weapon Fighting, Exotic Weapon Proficiency (Gnome hooked hammer)

	Skills
	

	Possessions
	Masterwork gnome hooked hammer


	Damaged Pulverizer Automaton
	Medium Construct
	CR

	3

	Initiative
	+0
	Senses
	Listen
	-1
	Spot
	-1
	Darkvision 40

	AC
	21
	Touch
	10
	Flat Footed
	21
	

	HP
	5d10 + 20 (28)

	Immunities
	

	Resistances
	

	Weaknesses
	Unreliable (50% chance to lose action)

	Fort
	+1
	Ref
	+1
	Will
	+0
	

	Speed
	30

	Melee
	+6 (1d6 + 4, slam)

	Ranged
	-

	Attack Options
	Sonic Shriek (1d8 damage, fort 12 or be stunned, 30' cone)

	BAB
	+3
	Grapple
	+6

	Str
	17
	Dex
	11
	Con
	--
	Int
	--
	Wis
	9
	Cha
	4

	SQ
	

	Feats
	

	Skills
	

	Possessions
	


	Captured Skulk
	Raggamoffyn and Skulk, Medium Construct
	CR

	4

	Initiative
	+2
	Senses
	Listen
	+2
	Spot
	+2
	Darkvision 60

	AC
	17
	Touch
	12
	Flat Footed
	15
	Shared Damage

	HP
	36 (ragamoffyn) 9 (skulk)

	Immunities
	Construct Traits

	Resistances
	

	Weaknesses
	

	Fort
	+1
	Ref
	+3
	Will
	+3
	Innate Nondetection (DC 20)

	Speed
	30

	Melee
	+3 (1d6 + 2 / 18-20, rapier)

	Ranged
	+3 (1d8 / 19-20, light crossbow)

	Attack Options
	

	BAB
	+1
	Grapple
	+3

	Str
	14
	Dex
	15
	Con
	11
	Int
	11
	Wis
	15
	Cha
	6

	SQ
	Construct Traits

	Feats
	Stealthy, Weapon Finesse

	Skills
	Hide +22, Move Silently +14

	Possessions
	Rapier


	Common Ragagamoffyn
	Medium Construct
	CR

	3

	Initiative
	+2
	Senses
	Listen
	+2
	Spot
	+2
	

	AC
	17
	Touch
	12
	Flat Footed
	15
	Dodge

	HP
	3d10+20 (36)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+1
	Ref
	+3
	Will
	+3
	

	Speed
	30, Fly 30 (clumsy)

	Melee
	+4 (1d6 + 3, slam)

	Ranged
	--

	Attack Options
	Improved Grab, Suffocate, Wrap, Control Host DC 14

	BAB
	+2
	Grapple
	+4

	Str
	14
	Dex
	15
	Con
	-
	Int
	10
	Wis
	15
	Cha
	17

	SQ
	Construct Traits

	Feats
	Dodge, Stealthy

	Skills
	Hide +10, Move Silently +10

	Possessions
	


	Yuathyb
	Medium Humanoid (dark one)
	CR

	4

	Initiative
	+7
	Senses
	Listen
	+3
	Spot
	+3
	Blindsight 60

	AC
	17
	Touch
	13
	Flat Footed
	14
	Shadow Cloak

	HP
	3d8 + 3 (16)

	Immunities
	

	Resistances
	

	Weaknesses
	Sunlight vulnerability (-2 morale to attack, damage, skill, save, ability checks)

	Fort
	+2
	Ref
	+8
	Will
	+3
	Evasion

	Speed
	30

	Melee
	+4 (1d6 + 2 / 19-20, shortsword)

	Ranged
	+5 (1d6 + 2, javelin)

	Attack Options
	Sneak Attack +3d6, Poison (DC 14, 1d4 Str / 1d4 Str)

	BAB
	+2
	Grapple
	+4

	Str
	14
	Dex
	17
	Con
	13
	Int
	13
	Wis
	14
	Cha
	16

	SQ
	Fog Cloud (2/day, CL 5), Shadow Cloak (3/day, total concealment in darkness, partial concealment in bright light)

	Feats
	

	Skills
	Hide +13, Move Silently +8, Sleight of Hand +4, Spot +3, Tumble +4

	Possessions
	Shortsword, 4 javelins, potion cure moderate wounds, potion remove paralysis, D key, 5 applicatoins monstrous spider venom, 60 gp


	Hobgoblin Warrior
	Medium Humanoid (Goblinoid) Warrior 1
	CR

	½

	Initiative
	+1
	Senses
	Listen
	+2
	Spot
	+2
	Darkvision 60

	AC
	15
	Touch
	11
	Flat Footed
	14
	

	HP
	1d8+2 (6)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+4
	Ref
	+1
	Will
	-1
	

	Speed
	30

	Melee
	+2 (1d8 + 1 / 19-20, longsword)

	Ranged
	+2 (1d6 + 1, javelin)

	Attack Options
	

	BAB
	+1
	Grapple
	+2

	Str
	13
	Dex
	13
	Con
	14
	Int
	10
	Wis
	9
	Cha
	8

	SQ
	

	Feats
	

	Skills
	Hide +3, Listen +2, Move Silently +3, Spot +2

	Possessions
	Studded leather armor, light wooden shield, javelin, longsword, 1d10 cp


THE MALACHITE FORTRESS
	Hobgoblin Warrior
	Medium Humanoid (Goblinoid) Warrior 1
	CR

	½

	Initiative
	+1
	Senses
	Listen
	+2
	Spot
	+2
	Darkvision 60

	AC
	15
	Touch
	11
	Flat Footed
	14
	

	HP
	1d8+2 (6)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+4
	Ref
	+1
	Will
	-1
	

	Speed
	30

	Melee
	+2 (1d8 + 1 / 19-20, longsword)

	Ranged
	+2 (1d6 + 1, javelin)

	Attack Options
	

	BAB
	+1
	Grapple
	+2

	Str
	13
	Dex
	13
	Con
	14
	Int
	10
	Wis
	9
	Cha
	8

	SQ
	

	Feats
	

	Skills
	Hide +3, Listen +2, Move Silently +3, Spot +2

	Possessions
	Studded leather armor, light wooden shield, javelin, longsword, 1d10 cp


	Goblin Warrior
	Goblin, Small Humanioid (Goblinoid) Warrior 1
	CR

	1/3

	Initiative
	+1
	Senses
	Listen
	+2
	Spot
	+2
	Darkvision 60

	AC
	15
	Touch
	12
	Flat Footed
	14
	

	HP
	1d8+1 (5)

	Immunities
	--

	Resistances
	--

	Weaknesses
	--

	Fort
	+3
	Ref
	+1
	Will
	-1
	

	Speed
	30

	Melee
	+2 (1d6, morningstar)

	Ranged
	+3 (1d4, javelin)

	Attack Options
	--

	BAB
	+1
	Grapple
	-3

	Str
	11
	Dex
	13
	Con
	12
	Int
	10
	Wis
	9
	Cha
	6

	SQ
	

	Feats
	Alertness

	Skills
	Hide +5, Listen +2, Move Silently +5, Ride +4, Spot +2

	Possessions
	Leather armor, light wooden shield, morningstar, javelin, 1d10 cp


	Giant Fire Beetle
	Small Vermin
	CR

	1/3

	Initiative
	+0
	Senses
	Listen
	+0
	Spot
	+0
	Darkvision 60ft

	AC
	16
	Touch
	11
	Flat Footed
	16
	

	HP
	1d8 (4)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+2
	Ref
	+0
	Will
	+0
	

	Speed
	30

	Melee
	+1 (2d4, bite)

	Ranged
	-

	Attack Options
	-

	BAB
	+0
	Grapple
	-4

	Str
	10
	Dex
	11
	Con
	11
	Int
	-
	Wis
	10
	Cha
	7

	SQ
	Vermin Traits

	Feats
	--

	Skills
	--

	Possessions
	--


	Stone Spike
	Medium Elemental (Earth)
	CR

	2

	Initiative
	-1
	Senses
	Listen
	+6
	Spot
	+4
	Darkvision 60'

	AC
	18
	Touch
	10
	Flat Footed
	18
	

	HP
	3d8+12 (25)

	Immunities
	Elemental Traits

	Resistances
	

	Weaknesses
	

	Fort
	+7
	Ref
	+1
	Will
	+1
	

	Speed
	20'

	Melee
	+6 / +6 (1d8 + 4, Slam)

	Ranged
	

	Attack Options
	Power Attack

	BAB
	+2
	Grapple
	+6

	Str
	18
	Dex
	8
	Con
	19
	Int
	4
	Wis
	11
	Cha
	11

	SQ
	Alertness, Elemental Traits

	Feats
	

	Skills
	

	Possessions
	


	Xukasus
	Male Ogre (Polymorphed Otyugh) Large Giant
	CR

	3

	Initiative
	-1
	Senses
	Listen
	+6
	Spot
	+6
	Low-light vision, Darkvision 60'

	AC
	16
	Touch
	8
	Flat Footed
	16
	

	HP
	6d8+3 (42)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+3
	Ref
	+1
	Will
	+6
	

	Speed
	30'

	Melee
	+4 (2d6 + 7 / 18-20, falchion)

	Ranged
	-

	Attack Options
	-

	BAB
	+4
	Grapple
	+9

	Str
	21
	Dex
	8
	Con
	15
	Int
	7
	Wis
	12
	Cha
	6

	SQ
	

	Feats
	

	Skills
	

	Possessions
	


	Mass of Chains
	Medium Animated Object
	CR

	2

	Initiative
	+0
	Senses
	Listen
	+0
	Spot
	+0
	Darkvision 60, Low-light vision

	AC
	14
	Touch
	10
	Flat Footed
	14
	

	HP
	2d10 + 20 (31)

	Immunities
	Construct Traits

	Resistances
	Hardness 10

	Weaknesses
	

	Fort
	+0
	Ref
	+0
	Will
	-5
	

	Speed
	30 ft

	Melee
	+2 (1d6 +1, slam)

	Ranged
	--

	Attack Options
	Constrict (1d6+1)

	BAB
	+1
	Grapple
	+2

	Str
	12
	Dex
	10
	Con
	--
	Int
	--
	Wis
	1
	Cha
	1

	SQ
	Construct traits

	Feats
	

	Skills
	

	Possessions
	Hide armor, falchion, iron key to chest in M4, iron key to all giant fire beetle cages in Malachite Fortress


	Mimic
	Large Aberration (Shapechanger)
	CR

	4

	Initiative
	+1
	Senses
	Listen
	+8
	Spot
	+8
	Darkvision 60

	AC
	15
	Touch
	10
	Flat Footed
	15
	Adhesive, DC 16

	HP
	7d8 + 21 (52)

	Immunities
	Acid

	Resistances
	

	Weaknesses
	

	Fort
	+5
	Ref
	+5
	Will
	+6
	

	Speed
	10

	Melee
	+9 / +9 (1d8 + 4, slam)

	Ranged
	--

	Attack Options
	Adhesive (autograpple), Crush 1d8+4 (on grapple check)

	BAB
	+5
	Grapple
	+13

	Str
	19
	Dex
	12
	Con
	17
	Int
	10
	Wis
	13
	Cha
	10

	SQ
	Mimic Shape

	Feats
	

	Skills
	

	Possessions
	


	Hammerer Automaton
	Medium Construct
	CR

	4

	Initiative
	+0
	Senses
	Listen
	-1
	Spot
	-1
	Darkvision 60'

	AC
	21
	Touch
	10
	Flat Footed
	21
	

	HP
	3d10+20 (36)

	Immunities
	Construct traits

	Resistances
	

	Weaknesses
	

	Fort
	+1
	Ref
	+1
	Will
	+0
	

	Speed
	20'

	Melee
	+9 (2d8 + 10, slam)

	Ranged
	-

	Attack Options
	

	BAB
	+2
	Grapple
	+9

	Str
	25
	Dex
	11
	Con
	-
	Int
	-
	Wis
	9
	Cha
	4

	SQ
	Unreliable, each round 50% chance of losing action

	Feats
	

	Skills
	

	Possessions
	


	Zarkad
	Male hobgoblin warrior 2
	CR

	1

	Initiative
	+1
	Senses
	Listen
	+4
	Spot
	+4
	Darkvision 60'

	AC
	17
	Touch
	11
	Flat Footed
	16
	

	HP
	2d8+2 (15)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+4
	Ref
	+1
	Will
	+0
	

	Speed
	30'

	Melee
	+4 (1d8 + 2 / 19-20, longsword)

	Ranged
	+3 (1d6 + 2, javelin)

	Attack Options
	

	BAB
	+2
	Grapple
	+4

	Str
	14
	Dex
	13
	Con
	12
	Int
	10
	Wis
	10
	Cha
	12

	SQ
	

	Feats
	

	Skills
	Hide -3, Intimidate +3, Move Silently +1

	Possessions
	Banded mail, longsword, 2 javelins, two potions cure light wounds, 15 gp, 88 sp


	Lemure
	Medium Outsider (Evil, Extraplanar, Lawful)
	CR

	1

	Initiative
	+0
	Senses
	Listen
	+0
	Spot
	+0
	Darkvision 60

	AC
	14
	Touch
	10
	Flat Footed
	14
	

	HP
	2d8 (9)

	Immunities
	Fire, Poison, Mind-Affecting Effects

	Resistances
	DR 5/(good ro silver), Acid 10, Cold 10

	Weaknesses
	

	Fort
	+3
	Ref
	+3
	Will
	+3
	

	Speed
	20

	Melee
	+2 / +2 (1d4, claw)

	Ranged
	

	Attack Options
	

	BAB
	
	Grapple
	

	Str
	
	Dex
	
	Con
	
	Int
	
	Wis
	
	Cha
	

	SQ
	Mindless, See in Darkness

	Feats
	

	Skills
	

	Possessions
	


	Coryston Pike
	Female human rogue 1 / sorceror 2
	CR

	3

	Initiative
	+2
	Senses
	Listen
	+0
	Spot
	+0
	

	AC
	12
	Touch
	12
	Flat Footed
	10
	

	HP
	2d4 + 1d6 + 3 (17, currently 5)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+3
	Ref
	+4
	Will
	+3
	

	Speed
	20' (limps)

	Melee
	+0 (1d3 - 1 nonlethal, unarmed strike)

	Ranged
	+3

	Attack Options
	+1d6 Sneak Attack, Point Blank Shot, Precise Shot

	BAB
	+1
	Grapple
	+0

	Str
	8
	Dex
	15
	Con
	13
	Int
	12
	Wis
	10
	Cha
	14

	SQ
	Spells, save DC 12 + spell level.  0 (6/day) - daze, detect magic, mage hand, ray of frost, read magic. 1 (5 / day) - disguise self, magic missile

	Feats
	

	Skills
	

	Possessions
	


	Maple
	Female halfling rogue 1
	CR

	1

	Initiative
	+7
	Senses
	Listen
	+3
	Spot
	-1
	

	AC
	14
	Touch
	14
	Flat Footed
	11
	

	HP
	1d6 + 1 (5)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+2
	Ref
	+6
	Will
	+0
	

	Speed
	20'

	Melee
	+0 (1d2 - 1 nonlethal, unarmed strike)

	Ranged
	+3

	Attack Options
	Sneak Attack +1d6

	BAB
	+0
	Grapple
	-5

	Str
	8
	Dex
	17
	Con
	12
	Int
	13
	Wis
	8
	Cha
	14

	SQ
	

	Feats
	

	Skills
	

	Possessions
	


	Kazmojen
	Male Half-troll / half-dwarf fighter 3 (Medium giant)
	CR

	5

	Initiative
	+1
	Senses
	Listen
	+1
	Spot
	+1
	Darkvision 60', scent

	AC
	23
	Touch
	11
	Flat Footed
	22
	

	HP
	3d10 + 18 (39), Fast Healing 5

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+9
	Ref
	+2
	Will
	+4
	

	Speed
	20'

	Melee
	+6 (1d8 + 4 / x3, urgosh) / +2 (1d6 + 2 / x3, urgosh) / +2 (1d4 + 2, bite)

+8 / +8 (1d4 + 4, claw) / +3 (1d6 + 2, bite)

+10 (1d8 + 4 / x3, urgosh)

	Ranged
	+4 (1d6 + 5, throwing axe)

	Attack Options
	Rend 2d4 + 7, Power Attack, Cleave

	BAB
	+3
	Grapple
	+8, stable

	Str
	20
	Dex
	12
	Con
	23
	Int
	8
	Wis
	13
	Cha
	4

	SQ
	Regenrate: 5

	Feats
	Power Attack, Cleave, Weapon Focus (Dwarven Urgosh)

	Skills
	Intimidate +1

	Possessions
	Full Plate, masterwork urgosh, 4 throwing axes, 180 gp, 3 keys (to chests in M11)


	Prickles
	Juvenile Howler, medium outsider (chaotic, evil, extraplanar)
	CR

	2

	Initiative
	+7
	Senses
	Listen
	+11
	Spot
	+11
	Darkvision 60'

	AC
	18
	Touch
	13
	Flat Footed
	15
	

	HP
	4d8 + 4 (29)

	Immunities
	

	Resistances
	

	Weaknesses
	

	Fort
	+5
	Ref
	+7
	Will
	+6
	

	Speed
	60'

	Melee
	+8 (2d6 + 4, bite), +3 (1d4 + 2, quills)

	Ranged
	

	Attack Options
	Howl, Quills

	BAB
	+4
	Grapple
	+12

	Str
	19
	Dex
	17
	Con
	13
	Int
	6
	Wis
	14
	Cha
	8

	SQ
	Quills: 1d4 quills per bite, Ref DC 15 or -1 on attacks, saves, checks per quill.
Howl: DC 11, 1 point of wisdom damage 

	Feats
	

	Skills
	Climb +11, Hide +10, Listen +11, Move Silently +10, Search +5

	Possessions
	


	Pyllrak Shyraat
	Male Durzagon, Medium Outsider (evil, lawful)
	CR

	4

	Initiative
	+6
	Senses
	Listen
	+11
	Spot
	+11
	Darkvision 120'

	AC
	13
	Touch
	12
	Flat Footed
	11
	

	HP
	5d8 + 10 (32)

	Immunities
	Paralysis, phantasms, poison

	Resistances
	Acid 10, cold 10, electricity 10, fire 10, SR 15, DR 5 / magic

	Weaknesses
	Light sensitivity, dazzled in daylight (spell or natural)

	Fort
	+6
	Ref
	+6
	Will
	+4
	

	Speed
	30'

	Melee
	+7 / +7 (1d6 + 2, claw) +2 (1d6 +1, bite) +2 (1d3 + 1 plus poison, beard)

	Ranged
	-

	Attack Options
	Autobeard on both claws striking, Power attack

	BAB
	+%
	Grapple
	+7

	Str
	15
	Dex
	14
	Con
	15
	Int
	14
	Wis
	11
	Cha
	8

	SQ
	Poison DC 14, 1d4 Str / 1d2 Str, Spell-like abilities (CL10) 3/day: darkness, 1/day: desecrate, enlarge person , invisibility, unholy blight (CL 13)

	Feats
	

	Skills
	

	Possessions
	180 gp, bag of holding (type I) with 4 torches, 4 tindertwigs, 50' hemp rope, potion cure moderate wounds, potion alter self


	Beholder
	Large aberration
	CR

	14

	Initiative
	+7
	Senses
	Listen
	+21
	Spot
	+25
	All around vision, Darkvision 120', See invisibility, scent

	AC
	32
	Touch
	14
	Flat Footed
	29
	

	HP
	15d8 + 90, 157

	Immunities
	Freedom of movement, acid, mind-affecting, poison

	Resistances
	Cold 20, fire 20, SR 20

	Weaknesses
	Yeah, right.

	Fort
	+14
	Ref
	+8
	Will
	+12
	

	Speed
	5', fly 20' (good)

	Melee
	+8 (2d4 + 4, bite)

	Ranged
	+13 ranged touch (eye rays)

	Attack Options
	Flyby Attack

	BAB
	+11
	Grapple
	+18

	Str
	16
	Dex
	16
	Con
	22
	Int
	20
	Wis
	12
	Cha
	25

	SQ
	Antimagic cone, flight, Eye rays (Su, CL 13, DC 17, range 150'): charm monster, charm person, disintegrate, fear, finger of death, flesh to stone, inflict moderate wounds (broken), sleep, slow, telekinesis

	Feats
	

	Skills
	Bluff +18, Diplomacy +15, Hide +17, Intimidate +8, Knowledge (arcana) +23, Search +27

	Possessions
	Bracers of armor +3, ring of protection +2, ring of mind shielding, scarab of protection (6 more negative energy attacks), simulacrum suit


	Thifirane Rhiavadi
	Female human transmuter 13
	CR

	13

	Initiative
	+6
	Senses
	Listen
	+2
	Spot
	+2
	

	AC
	14
	Touch
	14
	Flat Footed
	12
	

	HP
	13d4 + 13 (51)

	Immunities
	-

	Resistances
	-

	Weaknesses
	-

	Fort
	+5
	Ref
	+8
	Will
	+10
	

	Speed
	30'

	Melee
	+6/+1 (1d4 / 19-20, dagger)

	Ranged
	+8/+3 (2d8 + 10, eye ray)

	Attack Options
	Point blank shot

	BAB
	+6
	Grapple
	+6

	Str
	10
	Dex
	14
	Con
	12
	Int
	18
	Wis
	14
	Cha
	10

	SQ
	Contingency (lesser globe of invulnerability, 1st round of combat)
Spells, CL 13, Base DC 15, 0 - detect magic, flare, light, mending, read magic; 1- enlarge person, expeditious retreat, mage armor, magic missile, shield, unseen servant (already cast); 2 - alter self, bear's endurance, cat's grace, fox's cunning, scorching ray, see invisibility; 3 - fly, haste, lightning bolt, nondetection (2, already cast), slow; 4 - evard's black tentacles, fire shield, otiluke's resilient sphere, rary's mnemonic enhancer, shout, stoneskin; 5 - baleful polymorph, mordenkainen's private sanctum (already cast), teleport, wall of force; 6 - disintegrate, greater dispel magic, mislead; 7 - ethereal jaunt, forcecage

	Spellbook
	0 - all; 1- enlarge person, expeditious retreat, feather fall, mage armor, magic missile, nystul's magic aura, reduce person, shield, unseen servant; 2 - alter self, arcane lock, bear's endurance, cat's grace, darkvision, fox's cunning, knock, scorching ray, see invisibility; 3 - fly, fireball, greater magic weapon, haste, lightning bolt, nondetection, protection from energy, slow; 4 - dimensional anchor, evard's black tentacles, fire shield, fire trap, greater invisibility, mass reduce person, otiluke's resilient sphere, rary's mnemonic enhancer, scrying, shout, stoneskin; 5 - baleful polymorph, break enchantment, lesser planar binding, mordenkainen's private sanctum, permanency, sending, teleport, wall of force; 6 - chain lightning, contingency, disintegrate, flesh to stone, greater dispel magic, misleadstone to flesh; 7 - ethereal jaunt, forcecage, greater teleport, limited wish, sequester, simulacrum, statue

	Feats
	Spell focus (evaction, transmutation), Spell penetration

	Skills
	Concentration +17, Decipher Script +17, Knowledge (arcana) +18, Knowledge (history) +17, Knowledge (nobility) +14, Knowledge (the planes) +18, Spellcraft +18

	Possessions
	Dagger, ring of protection +2, hat of charisma +2, ring of mind shielding, wand of magic missile (CL 7, 30 charges), scrolls greater dispel magic (CL 12), stone to flesh, prismatic spray, silver cage pendant, pouch of spell components (incl 600 gp worth of diamond dust), small ivory plaque (50 gp), small ivory statuette of herself (1500 gp)


