	Deinonychus
	Large Animal (Face 10/reach 5)
	CR

	3

	Initiative
	+2
	Senses
	Listen
	+10
	Spot
	+10
	Low-light vision, scent

	AC
	16
	Touch
	11
	Flat Footed
	14
	

	HP
	34

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+8
	Ref
	+6
	Will
	+2
	

	Speed
	60

	Melee
	+6 (2d6+4, talons)/+1 (1d3+2, forearms x2)/+1 (2d4+2, bite)

	Ranged
	None

	Attack Options
	Pounce

	BAB
	+3
	Grapple
	+11

	Str
	19
	Dex
	15
	Con
	19
	Int
	2
	Wis
	12
	Cha
	10

	SQ
	

	Feats
	Run, Track

	Skills
	Hide + 8, Jump +26, Survival +10

	Possessions
	


	Hillfolk
	Human fighter 2
	CR

	2

	Initiative
	+1
	Senses
	Listen
	+0
	Spot
	+0
	

	AC
	18
	Touch
	11
	Flat Footed
	17
	

	HP
	19

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+7
	Ref
	+3
	Will
	+1
	Great Fortitude, Lightning Reflexes

	Speed
	20

	Melee
	+7 (1d8+2/19-20,masterwork longsword)

	Ranged
	None

	Attack Options
	Quick Draw, Weapon Focus(longsword)

	BAB
	+2
	Grapple
	+5

	Str
	16
	Dex
	13
	Con
	14
	Int
	10
	Wis
	12
	Cha
	10

	SQ
	

	Feats
	

	Skills
	Climb +2, Jump +2, Swim -7

	Possessions
	Chainmail, masterwork large steel shield, masterwork longsword, potion of cure moderate wounds, red sash


	Alleybasher
	Human rogue 2
	CR

	2

	Initiative
	+7
	Senses
	Listen
	+4
	Spot
	+4
	

	AC
	16
	Touch
	13
	Flat Footed
	13
	

	HP
	14

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+1
	Ref
	+6
	Will
	-1
	

	Speed
	30

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

	Ranged
	+4 (1d6/x3, shortbow)

	Attack Options
	Sneak Attack +1d6

	BAB
	+1
	Grapple
	+1

	Str
	12
	Dex
	16
	Con
	12
	Int
	14
	Wis
	8
	Cha
	13

	SQ
	

	Feats
	Improved Initiative, Toughness

	Skills
	Balance +5, Bluff +6, Climb +6, Diplomacy +3, Disable Device +8, Escape Artist +8, Hide +8, Intimidate +3, Jump +3, Move Silently +8, Hide +8, Open Lock +8, Search +7, Tumble +8

	Possessions
	Studded leather, masterwork rapier, shortbow w/ 20 arrows, red sash


	Hill baboon
	Medium animal
	CR

	2

	Initiative
	+2
	Senses
	Listen
	+4
	Spot
	+4
	Low-light vision, scent

	AC
	15
	Touch
	13
	Flat Footed
	12
	

	HP
	22

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+6
	Ref
	+6
	Will
	+1
	

	Speed
	40, climb 30

	Melee
	+6 (1d6+6, bite)

	Ranged
	None

	Attack Options
	

	BAB
	+2
	Grapple
	+6

	Str
	19
	Dex
	16
	Con
	16
	Int
	2
	Wis
	10
	Cha
	6

	SQ
	

	Feats
	Alertness, Improved Natural Armor

	Skills
	Climb +12

	Possessions
	None


	Tongueater(hybrid)
	Medium humanoid(orc, shapechanger)
	CR

	5

	Initiative
	+7
	Senses
	Listen
	+9
	Spot
	+2
	Low-light vision, scent

	AC
	19
	Touch
	13
	Flat Footed
	19
	

	HP
	41

	Immunities
	None

	Resistances
	DR 5/silver

	Weaknesses
	None

	Fort
	+8
	Ref
	+6
	Will
	+3
	

	Speed
	50

	Melee
	+10 (2d4+7/18-20, masterwork falchion)/+3 (1d6+2, bite)

	Ranged
	None

	Attack Options
	Rage (1/day), Weapon Focus(falchion)

	BAB
	+3
	Grapple
	+8

	Str
	20
	Dex
	20
	Con
	17
	Int
	10
	Wis
	10
	Cha
	6

	SQ
	Alternate form, fast movement, lycanthropic empathy

	Feats
	Alertness, improved intiative, iron will

	Skills
	Climb +11, control shape +7, intimidate +4

	Possessions
	Masterwork studded leather, masterwork falchion, Heward’s Handy Haversack, four potions of cure light wounds, potion of jump, potion of blur, potion of magic fang, potion of enlarge person (at 5th level), key ring (unlocks all doors in Lucky Monkey), Ebon Triad holy symbol


	Tongueater(half-orc)
	Medium humanoid(orc, shapechanger)
	CR

	5

	Initiative
	+5
	Senses
	Listen
	+9
	Spot
	+2
	Low-light vision, scent

	AC
	16
	Touch
	11
	Flat Footed
	16
	

	HP
	37

	Immunities
	None

	Resistances
	DR 5/silver

	Weaknesses
	None

	Fort
	+7
	Ref
	+4
	Will
	+3
	

	Speed
	50

	Melee
	+8 (2d4+4/18-20, masterwork falchion)

	Ranged
	None

	Attack Options
	Rage (1/day), Weapon Focus(falchion)

	BAB
	+3
	Grapple
	+6

	Str
	16
	Dex
	13
	Con
	15
	Int
	10
	Wis
	10
	Cha
	6

	SQ
	Alternate form, fast movement, lycanthropic empathy

	Feats
	Alertness, improved intiative, iron will

	Skills
	Climb +9, control shape +7, intimidate +4

	Possessions
	As hybrid form


	Tongueater(baboon)
	Medium humanoid(orc, shapechanger)
	CR

	5

	Initiative
	+5
	Senses
	Listen
	+9
	Spot
	+2
	Low-light vision, scent

	AC
	16
	Touch
	13
	Flat Footed
	16
	

	HP
	41

	Immunities
	None

	Resistances
	DR 5/silver

	Weaknesses
	None

	Fort
	+8
	Ref
	+6
	Will
	+3
	

	Speed
	50, climb 30

	Melee
	+8 (1d6+7, bite)

	Ranged
	None

	Attack Options
	Rage (1/day), Weapon Focus(falchion)

	BAB
	+3
	Grapple
	+8

	Str
	16
	Dex
	13
	Con
	14
	Int
	10
	Wis
	12
	Cha
	10

	SQ
	Alternate form, fast movement, lycanthropic empathy

	Feats
	Alertness, improved intiative, iron will

	Skills
	Climb +11, control shape +7, intimidate +4

	Possessions
	As hybrid form


	Artus Shemwick
	Male human rogue 5
	CR

	5

	Initiative
	+2
	Senses
	Listen
	+5
	Spot
	+5
	

	AC
	14
	Touch
	12
	Flat Footed
	14
	Uncanny Dodge

	HP
	20

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+1
	Ref
	+6
	Will
	+2
	Evasion, trapsense +2

	Speed
	30

	Melee
	+6 (1d4-1, masterwork punching dagger)

	Ranged
	None

	Attack Options
	Sneak attack +3d6

	BAB
	+3
	Grapple
	+2

	Str
	8
	Dex
	14
	Con
	10
	Int
	17
	Wis
	13
	Cha
	14

	SQ
	

	Feats
	Skill focus(appraise), skill focus(sleight of hand), weapon finesse

	Skills
	Appraise +14, Bluff +10, Diplomacy +12, Forgery +11, Gather Information +12, Intimidate +4, Knowledge(local) +11, Knowledge (nobility and royalty) +11, Listen +5, Profession (cook) +9, Sense Motive +9, Sleight of Hand +16, Spot +5, Use Magic Device +10

	Possessions
	Leather armor, masterwork punching dagger, Heward’s handy haversack, 4 doses of giant wasp poison, 1 dose of striped toadstool, merchant’s scale, masterwork thieves’ tools, 100cp, 290sp, 536 gp, 10 pp.


	Skulvyn
	Large outsider (aquatic, chaotic, evil, extraplanar)
	CR

	4

	Initiative
	+3
	Senses
	Listen
	+6
	Spot
	+6
	Darkvision 60’, scent

	AC
	18
	Touch
	12
	Flat Footed
	15
	

	HP
	26

	Immunities
	None

	Resistances
	DR 5/good, SR 12

	Weaknesses
	None

	Fort
	+6
	Ref
	+7
	Will
	+3
	

	Speed
	10, swim 50

	Melee
	+7 (1d4+4+wounding, 4 tail lashes)/+5 (1d8+2, bite)/+5 (1d6+2, 2 claws)

	Ranged
	None

	Attack Options
	Space/reach 10/10, Wounding tail lash (1 hp bleed, cumulative), Slow Aura (DC12, 4 rnds)

	BAB
	+4
	Grapple
	+12

	Str
	18
	Dex
	16
	Con
	15
	Int
	5
	Wis
	8
	Cha
	11

	SQ
	

	Feats
	Combat Reflexes (4 AoO/rnd), Multiattack

	Skills
	Hide -1 (+7 in water), Move Silently +10, Swim +19

	Possessions
	


	Kopru
	Medium monstrous humanoid (aquatic)
	CR

	6

	Initiative
	+2
	Senses
	Listen
	+0
	Spot
	+0
	Darkvision 60’

	AC
	15
	Touch
	12
	Flat Footed
	13
	

	HP
	36(30)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+2
	Ref
	+8
	Will
	+9
	

	Speed
	5, swim 40

	Melee
	+10 (1d6+2, tail slap)/ +8 (1d4+1, 2 claws)/+8 (1d4+1, bite)

	Ranged
	None

	Attack Options
	Constrict 3d6+3 (on successful grapple check), dominate person (1/day, , CL 10, DC 14, 8 days, 180’), improved grab (auto grapple check if tail hits)

	BAB
	+8
	Grapple
	+10

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

	SQ
	

	Feats
	Iron Will, Multiattack, Skill Focus(escape artist)

	Skills
	Concentration +8, Escape Artist +11, Move Silently +6, Search +4, Swim +10

	Possessions
	


	Mud Slaad
	Medium outsider (chaotic, extraplanar)
	CR

	6

	Initiative
	+6
	Senses
	Listen
	+7
	Spot
	+7
	Darkvision 60’

	AC
	16
	Touch
	12
	Flat Footed
	14
	Dodge

	HP
	39, Fast healing 3

	Immunities
	Sonic

	Resistances
	resist acid, cold, elec, fire: 5

	Weaknesses
	None

	Fort
	+7
	Ref
	+7
	Will
	+3
	

	Speed
	30

	Melee
	+9 (2d6+3+disease, bite)/+7 (1d4+1, 2 claws)

	Ranged
	None

	Attack Options
	Disease (DC 15 fort, 1 week incubation), Sonic Screech (1/day, 30 ft radius, 5d6 sonic damage, DC 15 fort negates)

	BAB
	+6
	Grapple
	+9

	Str
	17
	Dex
	15
	Con
	15
	Int
	6
	Wis
	6
	Cha
	8

	SQ
	Cringe (DC12 Will to attack), Feign Death (DC22 sense motive, heal or search to see through feign), Summon Slaad (1/day, mud slaad 40% or red slaad 20%)

	Feats
	Improved initiative, Multiattack

	Skills
	Climb +12, Jump +12, Hide +11, Move Silently +11

	Possessions
	


	Skaven Umbermead
	Male halfling wizard 7 (diviner)
	CR

	7

	Initiative
	+2
	Senses
	Listen
	+6
	Spot
	+4
	

	AC
	14
	Touch
	13
	Flat Footed
	12
	Combat Expertise

	HP
	26

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+4
	Ref
	+5
	Will
	+8
	

	Speed
	20

	Melee
	+3 (1d4-2,masterwork dagger)

	Ranged
	

	Attack Options
	

	BAB
	+3
	Grapple
	-3

	Str
	6
	Dex
	14
	Con
	13
	Int
	18
	Wis
	14
	Cha
	10

	SQ
	Spells (CL 7, +3 melee touch, +6 ranged touch,): 0-detect poson, ghost sound (DC 14), mage hand, prestidigitation; 1st-burning hands (DC 16), chill touch (DC 15), comprehend languages, hold portal, magic missile, true strike; 2nd-detect thoughts (DC 16), ghoul touch, invisibility, scorching ray, see invisibility; 3rd-clairaudiance/clairvoyance, displacement, lightning bolt (DC 18), vampiric touch; 4th-arcane eye, phantasmal killer (DC 18), shout (DC 19).

	Feats
	Alertness (as long as familiar is near), Craft Wondrous Item, Scribe Scroll, Skill Focus (knowledge arcane), Spell Focus (evocation)

	Skills
	Climb 0 , Concentration +11, Hide +6, Jump -6, Move Silently +9, Spellcraft +14

	Possessions
	Masterwork dagger, bracers of armor +1, goggles of minute seeing, slippers of spider climbing, pearl of power (1st), wand of mage armor (40 chgs), wand of control water (50 chgs), potion of cure moderate wounds, potion of gaseous form, six elixirs of hiding, leather pouch containing 58 gp and 4pp, key ring (keys to winches at K3 and K11, key to K20, keys to K24 and K25)


	Air Elemental
	Medium elemental (air, extraplanar)
	CR

	3

	Initiative
	+9
	Senses
	Listen
	+3
	Spot
	+4
	Darkvision 60’

	AC
	18
	Touch
	15
	Flat Footed
	13
	Dodge

	HP
	26

	Immunities
	Poison, sleep effects, paralysis, stunning, critical hits, flanking

	Resistances
	None

	Weaknesses
	None

	Fort
	+3
	Ref
	+9
	Will
	+1
	

	Speed
	Fly 100 (perfect)

	Melee
	+8 (1d6+1, slam)

	Ranged
	None

	Attack Options
	Whirlwind

	BAB
	+3
	Grapple
	+4

	Str
	12
	Dex
	21
	Con
	14
	Int
	4
	Wis
	11
	Cha
	11

	SQ
	Air mastery

	Feats
	Flyby attack, Improved initiative, Weapon Finesse

	Skills
	

	Possessions
	


	Small Spider
	Small vermin
	CR

	1/2

	Initiative
	+3
	Senses
	Listen
	+0
	Spot
	+4
	Darkvision 60, tremorsense 60

	AC
	14
	Touch
	14
	Flat Footed
	11
	

	HP
	4

	Immunities
	Charms, compulsions, patterns, phantasms, morale effects

	Resistances
	None

	Weaknesses
	None

	Fort
	+2
	Ref
	+3
	Will
	0
	

	Speed
	30, climb 20

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

	Ranged
	None

	Attack Options
	Poison (DC10, 1d3 str)

	BAB
	+0
	Grapple
	-6

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

	SQ
	

	Feats
	Weapon Finesse

	Skills
	Climb +11, Hide +11, Jump -2

	Possessions
	


	Medium Spider
	Medium vermin
	CR

	1

	Initiative
	+3
	Senses
	Listen
	+0
	Spot
	+4
	Darkvision 60, tremorsense 60

	AC
	14
	Touch
	13
	Flat Footed
	11
	

	HP
	11

	Immunities
	Charms, compulsions, patterns, phantasms, morale effects

	Resistances
	None

	Weaknesses
	None

	Fort
	+4
	Ref
	+3
	Will
	0
	

	Speed
	30, climb 20

	Melee
	+4 (1d6+poison, bite)

	Ranged
	None

	Attack Options
	Poison (DC12, 1d4 str)

	BAB
	+1
	Grapple
	+1

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

	SQ
	

	Feats
	Weapon Finesse

	Skills
	Climb +11, Hide +7, Jump +0

	Possessions
	


	Large Spider
	Large vermin
	CR

	2

	Initiative
	+3
	Senses
	Listen
	+0
	Spot
	+4
	Darkvision 60, tremorsense 60

	AC
	14
	Touch
	12
	Flat Footed
	11
	

	HP
	22

	Immunities
	Charms, compulsions, patterns, phantasms, morale effects

	Resistances
	None

	Weaknesses
	None

	Fort
	+5
	Ref
	+4
	Will
	1
	

	Speed
	30, climb 20

	Melee
	+4 (1d8+3+poison, bite)

	Ranged
	None

	Attack Options
	Poison (DC13, 1d6 str)

	BAB
	+3
	Grapple
	+9

	Str
	15
	Dex
	17
	Con
	12
	Int
	-
	Wis
	10
	Cha
	2

	SQ
	

	Feats
	Weapon Finesse

	Skills
	Climb +11, Hide +3, Jump +2

	Possessions
	


	Ettercap
	Medium aberration
	CR

	3

	Initiative
	+3
	Senses
	Listen
	+4
	Spot
	+8
	

	AC
	14
	Touch
	13
	Flat Footed
	11
	

	HP
	27

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+4
	Ref
	+4
	Will
	+6
	Great fortitude

	Speed
	30, climb 30

	Melee
	+5 (1d8+2+poison, bite)/+3 (1d3+1, 2 claws)

	Ranged
	

	Attack Options
	Poison (DC 15, 1d6 dex/2d6 dex), Web 8/day

	BAB
	+3
	Grapple
	+5

	Str
	14
	Dex
	17
	Con
	13
	Int
	6
	Wis
	15
	Cha
	8

	SQ
	

	Feats
	Multiattack

	Skills
	Climb +10, Hide +9

	Possessions
	


	Harpoon Spider
	Large aberration (space 10/reach 5)
	CR

	4

	Initiative
	+4
	Senses
	Listen
	+0
	Spot
	+7
	Darkvision 120’

	AC
	16
	Touch
	13
	Flat Footed
	12
	

	HP
	42

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+5
	Ref
	+7
	Will
	+5
	Evasion, Lightning Reflexes

	Speed
	40, climb 20 (web movement)

	Melee
	+5 (1d8+3 plus poison, bite)

	Ranged
	+6 (1d4+1 plus harpooning, 2 fangs)

	Attack Options
	Poison (DC 16, 1d6 dex/2d6 dex), Combat Reflexes (5 AoO), Improved trip

	BAB
	+5
	Grapple
	+10

	Str
	17
	Dex
	19
	Con
	18
	Int
	14
	Wis
	12
	Cha
	9

	SQ
	Spines (DC 16 reflex to avoid 1d6 piercing when attacked in melee)

	Feats
	

	Skills
	Balance +8, Climb +16, Hide +8, Jump +21, Tumble +13

	Possessions
	


	Triel Eldurast
	Female human fighter 4/cleric 3
	CR

	7

	Initiative
	+1
	Senses
	Listen
	+2
	Spot
	+2
	

	AC
	20
	Touch
	11
	Flat Footed
	19
	

	HP
	46

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+8
	Ref
	+3
	Will
	+6
	

	Speed
	20

	Melee
	+12/+7 (1d10+8/19-20,+1 silver heavy flail)

	Ranged
	None

	Attack Options
	Cleave, Power Attack, Quick Draw

	BAB
	+6
	Grapple
	+10

	Str
	18
	Dex
	12
	Con
	13
	Int
	10
	Wis
	14
	Cha
	17

	SQ
	Destruction domain (smite 1/day, +4 attack +3 damage), Spells (CL3): 0-cure minor wounds (2), guidance, mending; 1st- cure light wounds, divine favor, magic weapon, shield of faith; 2nd- bull’s strength, silence (DC14), shatter (DC 14).

	Feats
	Combat Casting, Craft Wondrous Item, Leadership, Weapon Focus (heavy flail), Weapon Specialization(heavy flail)

	Skills
	Concentration +4, Intimidate +10, Spellcraft +3

	Possessions
	+1 silver heavy flail, +1 spiked full plate, 3 wands of control water (50 chgs each), wand of cure serious wounds (7 chgs), 2 potions of cure light wounds, scroll of cure moderate wounds and hold person, everburning torch, silver holy symbol of Hextor, leather pouch containing 30gp and 4pp, key ring


	Bloodbloater Ooze Swarm
	Diminutive ooze (aquatic, swarm)
	CR

	1

	Initiative
	+1
	Senses
	Listen
	-
	Spot
	-
	Blindsight 60’

	AC
	11
	Touch
	11
	Flat Footed
	10
	

	HP
	22

	Immunities
	Mind-affecting effects, sight dependant effects, poison, sleep effects, paralysis, polymorph, stunning

	Resistances
	None

	Weaknesses
	Fire vulnerability

	Fort
	+6
	Ref
	+1
	Will
	-5
	

	Speed
	5, swim 30

	Melee
	1d6 + 1 str damage

	Ranged
	

	Attack Options
	Blood drain

	BAB
	+1
	Grapple
	+1

	Str
	10
	Dex
	13
	Con
	22
	Int
	-
	Wis
	1
	Cha
	1

	SQ
	Amphibious

	Feats
	

	Skills
	Swim +8

	Possessions
	


	Tyrannosaurus Skeleton
	Huge undead (space 15/reach 10)
	CR

	8

	Initiative
	+6
	Senses
	Listen
	+0
	Spot
	+0
	

	AC
	18
	Touch
	10
	Flat Footed
	16
	

	HP
	117

	Immunities
	Cold, Mind affecting effects

	Resistances
	DR 5/bludgeoning

	Weaknesses
	None

	Fort
	+6
	Ref
	+8
	Will
	+6
	

	Speed
	40

	Melee
	+16 (2d6+13, bite)

	Ranged
	

	Attack Options
	

	BAB
	+9
	Grapple
	+18

	Str
	28
	Dex
	14
	Con
	-
	Int
	-
	Wis
	10
	Cha
	1

	SQ
	

	Feats
	Improved Initiative

	Skills
	

	Possessions
	


	Ogre Zombie
	Large undead (space 10/ reach 10)
	CR

	3

	Initiative
	-2
	Senses
	Listen
	-
	Spot
	-
	Darkvision 60

	AC
	15
	Touch
	7
	Flat Footed
	15
	

	HP
	55

	Immunities
	Critical hits, poison, sleep effects, paralysis, stunning, disease, death, mind affecting effects

	Resistances
	DR 5/slashing

	Weaknesses
	None

	Fort
	+2
	Ref
	+0
	Will
	+6
	

	Speed
	40 (can’t run)

	Melee
	+9 (2d8+9, greatclub) or +9 (1d8+9, slam)

	Ranged
	+1 (1d8+6, javelin)

	Attack Options
	

	BAB
	+4
	Grapple
	+14

	Str
	23
	Dex
	6
	Con
	-
	Int
	-
	Wis
	10
	Cha
	1

	SQ
	Single actions only, undead traits

	Feats
	Toughness

	Skills
	-

	Possessions
	


	Spawn of Kyuss
	Medium undead
	CR

	5

	Initiative
	-1
	Senses
	Listen
	+0
	Spot
	+3
	

	AC
	11
	Touch
	9
	Flat Footed
	11
	

	HP
	29, fast healing 5

	Immunities
	Critical hits, poison, sleep effects, paralysis, stunning, disease, death, mind affecting effects

	Resistances
	Turn resistance +2

	Weaknesses
	None

	Fort
	+1
	Ref
	+0
	Will
	+4
	

	Speed
	30

	Melee
	+6 (1d6+6 plus Kyuss’ gift, slam)

	Ranged
	+1 ranged touch (Kyuss’ gift)

	Attack Options
	Fear aura (continuous, 40’ radius, DC14 Will or panicked 7 rnds, otherwise shaken 1 rnd), create spawn

	BAB
	+1
	Grapple
	+2

	Str
	18
	Dex
	8
	Con
	-
	Int
	6
	Wis
	11
	Cha
	15

	SQ
	Undead traits, curative transformation

	Feats
	Stealthy, Toughness

	Skills
	Hide +5, jump +7, Move Silently +5

	Possessions
	


	Human Zombie
	Medium undead
	CR

	1/2

	Initiative
	-1
	Senses
	Listen
	-
	Spot
	-
	

	AC
	11
	Touch
	9
	Flat Footed
	11
	

	HP
	16

	Immunities
	Critical hits, poison, sleep effects, paralysis, stunning, disease, death, mind affecting effects

	Resistances
	DR 5/slashing

	Weaknesses
	None

	Fort
	+0
	Ref
	-1
	Will
	+3
	

	Speed
	30 (can’t run)

	Melee
	+2 (1d6+1, slam)

	Ranged
	

	Attack Options
	

	BAB
	+1
	Grapple
	+2

	Str
	12
	Dex
	8
	Con
	-
	Int
	-
	Wis
	10
	Cha
	1

	SQ
	Undead traits, single actions only

	Feats
	Toughness

	Skills
	-

	Possessions
	


	Tarkilar
	Male gnoll huecuva cleric 4
	CR

	7

	Initiative
	+0
	Senses
	Listen
	+5
	Spot
	+6
	Darkvision 60’

	AC
	21
	Touch
	10
	Flat Footed
	21
	

	HP
	42

	Immunities
	None

	Resistances
	Turn resistance +2, DR 10/silver

	Weaknesses
	None

	Fort
	+7
	Ref
	+1
	Will
	+7
	

	Speed
	20

	Melee
	+10 (2d4+8, +1 spiked chain)

	Ranged
	

	Attack Options
	Death domain (death touch 1/day, 4d6 damage), huecuva blight

	BAB
	+4
	Grapple
	+9

	Str
	20
	Dex
	10
	Con
	-
	Int
	7
	Wis
	17
	Cha
	13

	SQ
	Evil Domain (cast evil spells at +1 level), Spells (CL4): 0-detect magic(2), guidance, read magic, resistance; 1st-cause fear (DC 14), doom (DC14), divine favor, entropic shield, obscuring mist; 2nd- desecrate, bull’s strength, hold person (DC 15), silence (DC 15).

	Feats
	Craft Wondrous Item, Exotic Weapon Proficiency(spiked chain), Toughness

	Skills
	

	Possessions
	+1 spiked chain(wired to body), +1 chainmail(wired to body), wand of inflict moderate wounds (35 chgs), garnet-studded gold holy symbol of Erythnul (425gp)


	Gutterrut
	Tiny outsider (space 2.5/ reach 0)
	CR

	2

	Initiative
	+7
	Senses
	Listen
	+7
	Spot
	+6
	Darkvision 60’

	AC
	18
	Touch
	15
	Flat Footed
	15
	

	HP
	13, fast healing 2

	Immunities
	Poison

	Resistances
	DR 5/cold iron or good, resist fire 10

	Weaknesses
	None

	Fort
	+3
	Ref
	+6
	Will
	+4
	

	Speed
	20, fly 50 (perfect)

	Melee
	+8 (1d3-1 plus poison, 2 claws)/+3 (1d4-1, bite)

	Ranged
	

	Attack Options
	Poison (DC 13 1d4 dex/2d4 dex), At will- detect good, detect magic, invisibility; 1/day- cause fear (30’ radius, DC11) CL6

	BAB
	+3
	Grapple
	-6

	Str
	8
	Dex
	17
	Con
	10
	Int
	10
	Wis
	12
	Cha
	10

	SQ
	Alternate form

	Feats
	

	Skills
	Bluff +6, Diplomacy +2, Disguise +0 (+2 acting), Hide +17, Intimidate +2, Move Silently +9, Search +6, Spellcraft +6

	Possessions
	Wand of control water


