	Fiendish Umber Hulk
	CE Large Aberration(extraplanar)

(space 10/reach 10)
	CR

	9

	Initiative
	+1
	Senses
	Listen
	+11
	Spot
	+0
	Darkvision 60’, Tremorsense 60’

	AC
	18
	Touch
	10
	Flat Footed
	17
	

	HP
	8D8+35 (71)

	Immunities
	None

	Resistances
	Cold 10, Fire 10, DR 5/magic, SR 13

	Weaknesses
	None

	Fort
	+8
	Ref
	+3
	Will
	+6
	

	Speed
	20’, burrow 20’

	Melee
	+11 (2d4+6, 2 claws)/+9 (2d8+3, bite)

	Ranged
	None

	Attack Options
	Confusing Gaze, Power Attack, Smite Good 1/day (+8 damage)

	BAB
	+6
	Grapple
	+16

	Str
	23
	Dex
	13
	Con
	19
	Int
	11
	Wis
	11
	Cha
	13

	SQ
	

	Feats
	Multiattack, Toughness

	Skills
	Climb +12, Jump +5

	Possessions
	


	Town Guard
	Halforc fighter 2
LN/LE medium humanoid
	CR

	2

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

	AC
	16
	Touch
	11
	Flat Footed
	15
	

	HP
	2d10+4 (15)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+5
	Ref
	+1
	Will
	+0
	

	Speed
	30

	Melee
	+7 (1d10+4/x3, masterwork halberd)

	Ranged
	+3 (1d6, shortbow)

	Attack Options
	Combat Reflexes

	BAB
	+2
	Grapple
	+5

	Str
	17
	Dex
	13
	Con
	14
	Int
	6
	Wis
	10
	Cha
	10

	SQ
	None

	Feats
	Alertness, Weapon Focus(halberd)

	Skills
	Intimidate +3, Sense Motive +1

	Possessions
	Breastplate, buckler, masterwork halberd, shortbow w/20 arrows, 2d4gp


	Beppo
	Male human commoner 3
LG medium humanoid
	CR

	2

	Initiative
	-1
	Senses
	Listen
	+1
	Spot
	+1
	

	AC
	9
	Touch
	9
	Flat Footed
	9
	

	HP
	3d4(8)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+1
	Ref
	+0
	Will
	+4
	

	Speed
	30

	Melee
	+0 (1d6-1, club)

	Ranged
	

	Attack Options
	None

	BAB
	+1
	Grapple
	+0

	Str
	8
	Dex
	9
	Con
	10
	Int
	11
	Wis
	13
	Cha
	12

	SQ
	None

	Feats
	Diligent, Iron Will, Skill focus(Profession foodmonger)

	Skills
	Appraise +5, Decipher Script +2, Knowledge(local) +3, Profession(foodmonger) +9

	Possessions
	Club, fruit cart


	Mergala
	Female elf rogue 3
CE medium humanoid
	CR

	3

	Initiative
	+3
	Senses
	Listen
	+8
	Spot
	+8
	Low light vision

	AC
	17
	Touch
	13
	Flat Footed
	14
	Dodge, Mobility

	HP
	3d6(11)

	Immunities
	None

	Resistances
	Elf traits

	Weaknesses
	None

	Fort
	+1
	Ref
	+6
	Will
	+3
	Evasion, Trapsense +1

	Speed
	30

	Melee
	+4 (1d6+1/18-20, masterwork rapier)

	Ranged
	+6 (1d8+1/x3, masterwork composite longbow str +1)

	Attack Options
	Sneak attack +2d6

	BAB
	+2
	Grapple
	+3

	Str
	12
	Dex
	17
	Con
	11
	Int
	10
	Wis
	14
	Cha
	8

	SQ
	Trapfinding, Elf traits

	Feats
	

	Skills
	Disable Device +6, Escape Artist +9, Hide +9, Move Silently +9, Open Lock +9, Tumble +9

	Possessions
	+1 studded leather, masterwork rapier, masterwork composite longbow (+1 str) with 20 arrows, potion of spider climb, 2 potions of cure light wounds


	MTA Agent
	LG Male and female gnome wizard(illusionist) 3
	CR

	3

	Initiative
	+1
	Senses
	Listen
	+2
	Spot
	+2
	

	AC
	12
	Touch
	12
	Flat Footed
	11
	+4 Mage armor, +4 Shield

	HP
	3d4+9(17)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+3
	Ref
	+2
	Will
	+7
	

	Speed
	20

	Melee
	+0 (1d4-2, club)

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

	Attack Options
	

	BAB
	+1
	Grapple
	-5

	Str
	6
	Dex
	13
	Con
	14
	Int
	15
	Wis
	14
	Cha
	10

	SQ
	Gnome traits, SLA (CL1) 1/day- dancing lights, ghost sound (DC 11), prestidigitation, speak with animals(burrowing only)
Wizard spells (CL3): 0- detect magic, flare (DC 12), ghost sound (DC 13) mage hand, message; 1st- color spray (DC 14), mage armor, magic missile, shield; 2nd-blur, web (DC 13)

	Feats
	Iron Will, Scribe Scroll, Toughness

	Skills
	Concentration +8, Gather Information +2, Knowledge(arcane) +8, Knowledge(local) +8, Spellcraft +10

	Possessions
	Masterwork light crossbow with 10 bolts, club, potion of cure light wounds, scroll of dispel magic, wand of magic missile (20 charges), scroll of fly, scroll of haste, spellbook


	Kyria
	NG Female human expert 2
	CR

	1

	Initiative
	+0
	Senses
	Listen
	-1
	Spot
	+7
	

	AC
	11
	Touch
	11
	Flat Footed
	10
	

	HP
	2d6 (7)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+0
	Ref
	+1
	Will
	+2
	

	Speed
	30

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

	Ranged
	+2 (1d4/19-20, dagger)

	Attack Options
	None

	BAB
	+1
	Grapple
	+1

	Str
	11
	Dex
	12
	Con
	10
	Int
	9
	Wis
	8
	Cha
	13

	SQ
	None

	Feats
	Skill Focus(Craft seamstress), Skill Focus(Spot)

	Skills
	Appraise +4, Craft(seamstress) +7, Diplomacy +6, Knowledge(local) +4

	Possessions
	Dagger


	Gottrod
	Male young red dragon(Face 10/reach 5)

CE Large dragon(fire)
	CR

	7

	Initiative
	+0
	Senses
	Listen
	+17
	Spot
	+17
	Low light vision, darkvision 120, blindsense 60

	AC
	21
	Touch
	9
	Flat Footed
	21
	

	HP
	13d12+39(121)

	Immunities
	Fire, sleep, paralysis

	Resistances
	None

	Weaknesses
	Vulnerable to cold

	Fort
	+11
	Ref
	+8
	Will
	+9
	

	Speed
	40, fly 150 (poor)

	Melee
	+20 (2d6+7, bite, 10’ reach)/+14 (1d8+4, 2 claws)/+14 (1d6+3, 2 wings)/+14 (1d8+10, tail) 

	Ranged
	Breath weapon (40’ cone, 6d10 fire, DC 19 half)

	Attack Options
	Flyby attack, Power Attack

	BAB
	+13
	Grapple
	+24

	Str
	25
	Dex
	10
	Con
	17
	Int
	12
	Wis
	13
	Cha
	12

	SQ
	Keen senses
Spells known (6/5, CL 1): 0- detect magic, ghost sound (DC 11), open/close, read magic; 1st- cure light wounds, mage armor

	Feats
	Hover, Weapon Focus(bite), Wingover

	Skills
	Appraise +17, Concentration +10, Intimidate +17, Knowledge(local) +17, Search +17, Sense Motive +17, Spellcraft +8

	Possessions
	


	Jared
	Male human bard 10
CG medium humanoid
	CR

	10

	Initiative
	+1
	Senses
	Listen
	-1
	Spot
	-1
	

	AC
	15
	Touch
	11
	Flat Footed
	14
	

	HP
	10d6(33)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+5
	Ref
	+8
	Will
	+8
	

	Speed
	30

	Melee
	+8 (1d3+1 nonlethal, unarmed strike)

	Ranged
	

	Attack Options
	Countersong, fascinate, suggestion

	BAB
	+7
	Grapple
	+8

	Str
	12
	Dex
	13
	Con
	10
	Int
	14
	Wis
	8
	Cha
	21

	SQ
	Bardic knowledge +12, inspire competence, inspire courage +2, inspire greatness
Spells known (3/5/4/3/1, CL10): 0- dancing lights, detect magic, mage hand, message, read magic, summon instrument; 1st(DC 16)- comprehend languages, disguise self, lesser confusion, silent image; 2nd(DC 17)- eagle’s splendor, enthrall, minor image, tongues; 3rd(DC 18)- confusion, glibness, lesser geas, major image; 4th(DC 19)- hallucinatory terrain, legend lore.

	Feats
	Craft Magic Arms and Armor, Eschew Materials, Extend Spell, Great Fortitude, Iron Will

	Skills
	Concentration +13, Decipher script +15, Diplomacy +22, Knowledge(history) +15, Knowledge(local ) +15, Knowledge(nobility and royalty) +15, Perform(oratory) +18, Sense Motive +12, Spellcraft +15

	Possessions
	Chain shirt, rod of splendor


	Seven Headed Cryohydra
	Huge Magical Beast(Face 15/reach 10)

N
	CR

	8

	Initiative
	+1
	Senses
	Listen
	+7
	Spot
	+7
	Low light, scent, Darkvision 60’

	AC
	17
	Touch
	9
	Flat Footed
	
	16

	HP
	7d10+38(77), Fast healing 17

	Immunities
	Cold

	Resistances
	None

	Weaknesses
	Fire vulnerability

	Fort
	+10
	Ref
	+6
	Will
	+4
	

	Speed
	20’, swim 20’

	Melee
	+10 (1d10+4, bite x7) [full attack or attack]

	Ranged
	None

	Attack Options
	Combat Reflexes (AoO with all heads)

	BAB
	+7
	Grapple
	+19

	Str
	19
	Dex
	12
	Con
	20
	Int
	2
	Wis
	10
	Cha
	9

	SQ
	

	Feats
	Iron Will, Toughness, Weapon Focus(bite)

	Skills
	Swim +12

	Possessions
	


	Aabhaca
	Male kuo-toa monk 5
NE Medium monstrous humanoid(aquatic)
	CR

	7

	Initiative
	+2
	Senses
	Listen
	+16
	Spot
	+14
	Keen sight

	AC
	25
	Touch
	17
	Flat Footed
	23
	Dodge, mobility, deflect arrows

	HP
	2d8+4 plus 5d8+10 (47)

	Immunities
	Poison, paralysis, disease (purity of body)

	Resistances
	Lightning 10

	Weaknesses
	Light blindness (blinded 1st round, dazzled subsequent)

	Fort
	+6
	Ref
	+9
	Will
	+11
	Evasion, +2 vs enchantment

	Speed
	30, swim 50

	Melee
	+8 (1d8+2, unarmed strike)/+2 (1d4+1, bite) 

or +6 (1d8+2, flurry x2)/+2 (1d4+1, bite)
or +7 (1d6+3, shortspear)/+2 (1d4+1, bite)

	Ranged
	+7 (1d6+2, shortspear)

	Attack Options
	Stunning Fist 5/day (DC17)

	BAB
	+5
	Grapple
	+7

	Str
	15
	Dex
	15
	Con
	14
	Int
	10
	Wis
	18
	Cha
	8

	SQ
	Amphibious, slippery, slow fall 20’

	Feats
	Alertness, Weapon Focus(unarmed strike)

	Skills
	Escape Artist +10, Hide +12, Move Silently +12, Search +4, Sense Motive + 7, Swim +10

	Possessions
	Shortspear, bracers of armor +2, canoe


	Kuo-toa Soldier
	Male kuo-toa rogue 1
NE Medium monstrous humanoid(aquatic)
	CR

	3

	Initiative
	+2
	Senses
	Listen
	+8
	Spot
	+10
	Keen sight

	AC
	20
	Touch
	12
	Flat Footed
	18
	Slippery

	HP
	2d8+4 plus 1d6+2 (19)

	Immunities
	Poison and paralysis

	Resistances
	Lightning 10

	Weaknesses
	Light Blindness (blinded 1st round, dazzled subsequent)

	Fort
	+2
	Ref
	+7
	Will
	+6
	

	Speed
	20, swim 50

	Melee
	+7 (1d6+3/18-20, masterwork rapier)

	Ranged
	+6 (1d4/19-20, masterwork hand crossbow)

	Attack Options
	Sneak attack +1d6

	BAB
	+2
	Grapple
	+5

	Str
	16
	Dex
	15
	Con
	15
	Int
	12
	Wis
	16
	Cha
	6

	SQ
	Amphibious, slippery, trapfinding

	Feats
	Alertness, weapon focus(hand crossbow), weapon focus(rapier)

	Skills
	Escape artist +7, hide +6, move silently +6, search +5, swim +9, tumble +6

	Possessions
	Masterwork heavy steel shield with adhesive, masterwork rapier, masterwork hand crossbow with 10 bolts


	Cherrit
	Male halfling sorcerer 6

Small humanoid
	CR

	6

	Initiative
	+3
	Senses
	Listen
	+3
	Spot
	+1
	

	AC
	14
	Touch
	14
	Flat Footed
	11
	Dodge

	HP
	6d4+6 (21)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+4
	Ref
	+6
	Will
	+7
	

	Speed
	20

	Melee
	+3 (1d2-1, unarmed strike)

	Ranged
	

	Attack Options
	

	BAB
	+3
	Grapple
	-2

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

	SQ
	Sorcerer Spells (6/7/6/4, CL 6, ranged touch +7) 0- arcane mark, dancing lights, detect magic, light, ray of frost, read magic, touch of fatigue (DC13); 1st- burning hands(DC 15), mage armor, magic missile, shield; 2nd- invisibility, web(DC 15); 3rd- fireball (DC 17)

	Feats
	Spell focus(evocation), eschew materials

	Skills
	Concentration +6, climb +1, hide +7, jump -5, move silently +5, spellcraft +3

	Possessions
	


	White-Eye (human)
	Male wererat human fighter 4
CE Medium humanoid (human, shapechanger)
	CR

	6

	Initiative
	+2
	Senses
	Listen
	-1
	Spot
	-1
	Low light vision, scent

	AC
	14
	Touch
	12
	Flat Footed
	12
	Dodge, mobility

	HP
	4d10+4 plus 1d8+2 (37)

	Immunities
	None

	Resistances
	DR 5/silver

	Weaknesses
	None

	Fort
	+7
	Ref
	+5
	Will
	+3
	

	Speed
	30

	Melee
	+6 (1d4+2, unarmed attack)

	Ranged
	None

	Attack Options
	Disease, curse of lycanthropy

	BAB
	+4
	Grapple
	+6

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

	SQ
	Alternate form, rat empathy,

	Feats
	Iron Will, multiattack, weapon finess, weapon focus(claw), weapon focus(bite), weapon specialization(claw)

	Skills
	Climb +5, disable device +4, hide +5, intimidate +4, move silently +5, open lock +5, swim +12

	Possessions
	


	White-Eye

(hybrid)
	Male wererat human fighter 4

CE Medium humanoid (human, shapechanger)
	CR

	6

	Initiative
	+5
	Senses
	Listen
	-1
	Spot
	-1
	Low light vision, scent

	AC
	17
	Touch
	15
	Flat Footed
	12
	Dodge, mobility

	HP
	4d10+4 plus 1d8+2 (37)

	Immunities
	None

	Resistances
	DR 5/silver

	Weaknesses
	None

	Fort
	+8
	Ref
	+8
	Will
	+3
	

	Speed
	30

	Melee
	+10 (1d4+4, claw x2)/+8 (1d6+1 plus disease plus curse, bite)

	Ranged
	None

	Attack Options
	Disease, curse of lycanthropy

	BAB
	+4
	Grapple
	+6

	Str
	15
	Dex
	21
	Con
	15
	Int
	12
	Wis
	10
	Cha
	10

	SQ
	Alternate form, rat empathy, lycanthropic empathy

	Feats
	Iron Will, multiattack, weapon finesse, weapon focus(claw), weapon focus(bite), weapon specialization(claw)

	Skills
	Climb +16, disable device +7, hide +8, intimidate +4, move silently +8, open lock +8, swim +15

	Possessions
	


	White-Eye

(dire rat form)
	Male wererat human fighter 4

CE Small humanoid (human, shapechanger)
	CR

	6

	Initiative
	+2
	Senses
	Listen
	-1
	Spot
	-1
	Low light vision, scent

	AC
	18
	Touch
	16
	Flat Footed
	13
	Dodge, mobility

	HP
	4d10+4 plus 1d8+2 (37)

	Immunities
	None

	Resistances
	DR 5/silver

	Weaknesses
	None

	Fort
	+8
	Ref
	+8
	Will
	+3
	

	Speed
	40, climb 20

	Melee
	+11 (1d3+4, claw x2)/+9 (1d4+1 plus disease plus curse, bite)

	Ranged
	None

	Attack Options
	Disease, curse of lycanthropy

	BAB
	+4
	Grapple
	+6

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

	SQ
	Alternate form, rat empathy,

	Feats
	Iron Will, multiattack, weapon finesse, weapon focus(claw), weapon focus(bite), weapon specialization(claw)

	Skills
	Climb +16, disable device +7, hide +12, intimidate +4, move silently +8, open lock +8, swim +15

	Possessions
	


	Kuo-toa Whip
	Male kuo-toa cleric 2
LE medium monstrous humanoid(aquatic)
	CR

	3

	Initiative
	+1
	Senses
	Listen
	+6
	Spot
	+12
	Keen senses, low light vision

	AC
	26
	Touch
	11
	Flat Footed
	25
	

	HP
	4d8+11 (29)

	Immunities
	Poison and paralysis

	Resistances
	Lightning 10

	Weaknesses
	Light blindness

	Fort
	+5
	Ref
	+6
	Will
	+10
	

	Speed
	15, swim 35

	Melee
	+7 (1d8+2, masterwork morningstar)

	Ranged
	

	Attack Options
	Lightning bolt, smite 1/day (+4 attack, +2 damage)

	BAB
	+3
	Grapple
	+6

	Str
	16
	Dex
	12
	Con
	15
	Int
	10
	Wis
	19
	Cha
	8

	SQ
	Slippery, adhesive, amphibious, Domains: Evil (evil spells +1 CL), Destruction
Cleric spells (CL2): 0- cure minor wounds, detect magic, read magic, mending; 1st- doom, entropic shield, protection from goodD, shield of faith

	Feats
	Alertness, lightning reflexes, toughness

	Skills
	Concentration +6, escape artist +3, search +4, spellcraft +4, swim -1

	Possessions
	+1 banded mail, heavy wooden shield, masterwork morningstar, scroll of bear’s endurance, scroll of cure moderate wounds


	Aushanna
	Advanced erinyes
Medium outsider (baatezu, LE, extraplanar)
	CR

	9

	Initiative
	+5
	Senses
	Listen
	+19
	Spot
	+19
	Darkvision 60, see in darkness, truesight

	AC
	23
	Touch
	15
	Flat Footed
	18
	Dodge, mobility

	HP
	12d8+60 (114)

	Immunities
	Fire, poison

	Resistances
	DR 5/good, acid 10, cold 10, SR 20

	Weaknesses
	None

	Fort
	+13
	Ref
	+13
	Will
	+12
	

	Speed
	30, fly 50 (good)

	Melee
	+17/12/7 (1d8+5/19-20, longsword)

	Ranged
	+18/13/8 (1d8+6/x3 plus 1d6 fire, +1 flaming composite longbow) or
+16/16/11/6 (1d8+6/x3 plus 1d6 fire, +1 flaming composite longbow) or

+17 (entangle, rope)

	Attack Options
	Entangle, spell like abilities, point blank shot

	BAB
	+12
	Grapple
	+21

	Str
	21
	Dex
	21
	Con
	21
	Int
	14
	Wis
	18
	Cha
	20

	SQ
	Telepathy 100’, Speak: Celestial, Draconic, Infernal
Spell-like abilities (CL 12): At will- greater teleport (self +50 lbs), charm monster (DC 19), minor image (DC 17), unholy blight (DC 19)

	Feats
	Shot on the run, precise shot, rapid shot, flyby attack

	Skills
	Concentration +20, diplomacy +10, escape artist +17, hide +20, knowledge(dungeoneering) +17, knowledge(the planes) +17, move silently +20, searth +17, sense motive +19, survival +4 (+6 following tracks), use rope +7 (+7 with bindings)

	Possessions
	+1 flaming composite longbow (+5 str bonus) with 40 arrows, longsword, rope


	Mangh-Mictho
	Male kuo-toa cleric 8
LE medium monstrous humanoid(aquatic)
	CR

	9

	Initiative
	+1
	Senses
	Listen
	+7
	Spot
	+11
	Keen sight

	AC
	26
	Touch
	11
	Flat Footed
	25
	

	HP
	10d8+30 (75)

	Immunities
	Poison, paralysis

	Resistances
	Lightning 10

	Weaknesses
	Light blindness

	Fort
	+9
	Ref
	+6
	Will
	+14
	

	Speed
	15, swim 35

	Melee
	+11/+6 (1d10+3, pincer staff)

	Ranged
	

	Attack Options
	Lightning bolt, pincer staff, spells, rebuke/command undead, smite (+4 atk, +8 damage)

	BAB
	+8
	Grapple
	+10

	Str
	15
	Dex
	12
	Con
	16
	Int
	10
	Wis
	21
	Cha
	8

	SQ
	Amphibious, slippery, Domains: Evil (evil spells +1 CL), Destruction
Cleric spells (CL 8): 0- cure minor wounds(2), detect magic(2), read magic, resistance; 1st- cure light wounds, divine favor, entropic shield, magic weapon, protection from goodD, shield of faith; 2nd- bear’s endurance, bull’s strength, darkness, owl’s wisdom, shatterD (DC 18); 3rd- bestow curse (DC 19), contagionD (DC 19), deeper darkness, dispel magic(2); 4th- control water, cure critical wounds, divine power, unholy blightD (DC 20).

	Feats
	Alertness, exotic weapon proficiency(pincher staff), spell focus(evocation), spell focus(necromancy), weapon focus(pincer staff)

	Skills
	Concentration +15, escape artist +6, jump -8, search +4, spellcraft +11, swim +6

	Possessions
	+1 mithral full plate, pincer staff, holy symbol


	Duergar Slave
	Male duergar warrior 1
LE medium humanoid
	CR

	1

	Initiative
	+0
	Senses
	Listen
	+3
	Spot
	+2
	Darkvision 120

	AC
	10
	Touch
	10
	Flat Footed
	10
	

	HP
	1d8+5 (9)

	Immunities
	Paralysis, phantasms, poisons

	Resistances
	None

	Weaknesses
	Light sensitivity

	Fort
	+4
	Ref
	+0
	Will
	-1
	+2 vs spells/spell-like abilities

	Speed
	20

	Melee
	+2 (1d4+1, unarmed strike)

	Ranged
	

	Attack Options
	

	BAB
	+1
	Grapple
	+2

	Str
	13
	Dex
	11
	Con
	14
	Int
	10
	Wis
	9
	Cha
	4

	SQ
	

	Feats
	Toughness

	Skills
	

	Possessions
	


	Garekk
	LE medium undead
	CR

	5

	Initiative
	+0
	Senses
	Listen
	+8
	Spot
	+4
	Darkvision 60’

	AC
	20
	Touch
	10
	Flat Footed
	20
	

	HP
	8d12+3 (55)

	Immunities
	Undead traits

	Resistances
	DR 5/-

	Weaknesses
	Vulnerable to fire

	Fort
	+4
	Ref
	+2
	Will
	+8
	

	Speed
	20

	Melee
	+11 (1d6+10 plus mummy rot, slam)

	Ranged
	

	Attack Options
	Despair, mummy rot

	BAB
	+4
	Grapple
	+11

	Str
	24
	Dex
	10
	Con
	-
	Int
	6
	Wis
	14
	Cha
	15

	SQ
	

	Feats
	Alertness, great fortitude, toughness

	Skills
	Hide +7, Intimidate +13, Move Silently +7

	Possessions
	


	Hlanamm the Spearmaster
	Male kuo-toa rogue 5
Medium monstrous humanoid(aquatic)
	CR

	7

	Initiative
	+2
	Senses
	Listen
	+7
	Spot
	+9
	Keen sight

	AC
	23
	Touch
	12
	Flat Footed
	21
	Dodge

	HP
	2d8+4 plus 5d6+10 (41)

	Immunities
	Poison, paralysis

	Resistances
	Lightning 10

	Weaknesses
	Light blindness

	Fort
	+3
	Ref
	+9
	Will
	+7
	Evasion

	Speed
	20, swim 50

	Melee
	+10 (1d6+4, +1 shortspear)

	Ranged
	+9 (1d6+4, +1 shortspear)

	Attack Options
	Sneak attack +3d6

	BAB
	+5
	Grapple
	+8

	Str
	16
	Dex
	15
	Con
	15
	Int
	10
	Wis
	16
	Cha
	8

	SQ
	Adhesive, amphibious, slippery, trapsense +1, trap finding, uncanny dodge

	Feats
	Alertness, point blank shot, weapon focus(shortspear)

	Skills
	Climb +10, Craft(weaponsmith) +8, Escape Artist +9, Hide +9, Jump +12, Move Silently +9, Search +4, Swim +9, Tumble +11

	Possessions
	+1 returning shortspear, masterwork studded leather armor, masterwork heavy wooden shield


	Wraith
	LE medium undead (incorporeal)
	CR

	5

	Initiative
	+7
	Senses
	Listen
	+12
	Spot
	+12
	Darkvision 60’

	AC
	15
	Touch
	15
	Flat Footed
	12
	

	HP
	5d12 (32)

	Immunities
	Undead traits, incorporeal traits

	Resistances
	Turn resistance +2

	Weaknesses
	Daylight powerlessness

	Fort
	+1
	Ref
	+4
	Will
	+6
	

	Speed
	Fly 60 (good)

	Melee
	+5 (1d4 plus 1d6 CON drain, incorporeal touch)

	Ranged
	

	Attack Options
	Constitution drain, create spawn

	BAB
	+2
	Grapple
	--

	Str
	-
	Dex
	16
	Con
	-
	Int
	14
	Wis
	14
	Cha
	15

	SQ
	Unnatural aura

	Feats
	Alertness, blind-fight, combat reflexes, improved initiative

	Skills
	Diplomacy +6, hide +11, intimidate +10, search +10, sense motive +8, survival +2 (+4 following tracks)

	Possessions
	


	Draconic Fingerling
	CE Diminutive dragon (aquatic, swarm)
	CR
55
	

	Initiative
	+3
	Senses
	Listen
	+13
	Spot
	+13
	Darkvision 60

	AC
	18
	Touch
	17
	Flat Footed
	15
	

	HP
	10d12 (65)

	Immunities
	Swarm traits, immune to weapon damage

	Resistances
	None

	Weaknesses
	None

	Fort
	+9
	Ref
	+12
	Will
	+9
	

	Speed
	Swim 30

	Melee
	Swarm 2d6 + 1d6 acid

	Ranged
	

	Attack Options
	Distraction

	BAB
	+10
	Grapple
	--

	Str
	1
	Dex
	16
	Con
	11
	Int
	3
	Wis
	10
	Cha
	1

	SQ
	Feed, swarm traits

	Feats
	Great fortitude, improved initiative, iron will, lightning reflexes

	Skills
	Jump +9

	Possessions
	


	Kuo-toa Female
	NE Medium monstrous humanoid(aquatic)
	CR

	2

	Initiative
	+0
	Senses
	Listen
	+7
	Spot
	+11
	Keen sight

	AC
	16
	Touch
	10
	Flat Footed
	16
	

	HP
	2d8+2 (11)

	Immunities
	Poison and paralysis

	Resistances
	Lightning 10

	Weaknesses
	Light Blindness (blinded 1st round, dazzled subsequent)

	Fort
	+3
	Ref
	+3
	Will
	+5
	

	Speed
	20, swim 50

	Melee
	+3 (1d6+1, shortspear)

	Ranged
	

	Attack Options
	

	BAB
	+2
	Grapple
	+3

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

	SQ
	Amphibious, slippery

	Feats
	Alertness, Great Fortitude

	Skills
	Escape artist +8, Move Silently +3, Search +8, Swim +9

	Possessions
	Shortspear


	Dhorlot, The Dragon-Father
	Male young adult black dragon (Face 10/reach 5)

CE Large dragon (water)
	CR

	9

	Initiative
	+0
	Senses
	Listen
	+17
	Spot
	+17
	Darkvision 120, blindsense 60, keen senses, low light

	AC
	24
	Touch
	9
	Flat Footed
	24
	

	HP
	16d12+48 (150)

	Immunities
	Acid, sleep, paralysis

	Resistances
	DR 5/magic, SR 17

	Weaknesses
	None

	Fort
	+13
	Ref
	+10
	Will
	+11
	

	Speed
	60, fly 150 (poor), swim 60

	Melee
	+20 (2d6+4, bite, reach 10)/+17 (1d8+2, claw x2)/+17 (2d6+2, wing x2)/+18 (1d8+6, tailslap)

	Ranged
	

	Attack Options
	Acid breath (80’ line, 10d4, reflex DC21 half), darkness (50’ radius 3/day), frightful presence (150’ radius, Will DC19 negates)

	BAB
	+16
	Grapple
	+24

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

	SQ
	Water breathing
Sorcerer spells (4/3, CL1): 0- daze(DC11), detect magic, touch of fatigue(DC11), read magic; 1st- obscuring mist, shield.

	Feats
	Improved bull rush, Improved sunder, Multiattack, Power attack, Weapon focus(bite), Weapon focus(tailslap)

	Skills
	Bluff +9, Climb +20, Diplomacy +8, Hide +8, Intimidate +19, Move Silently +16, Search +17, Knowledge(nature) +7, Swim +10

	Possessions
	


	Violet Fungus
	N medium plant (space 5/reach 10)
	CR

	3

	Initiative
	-1
	Senses
	Listen
	+0
	Spot
	+0
	Low light vision

	AC
	13
	Touch
	9
	Flat Footed
	13
	

	HP
	2d8+6 (15)

	Immunities
	Mind affecting, poison, sleep, paralysis, polymorph, stunning, criticals

	Resistances
	None

	Weaknesses
	None

	Fort
	+6
	Ref
	-1
	Will
	+0
	

	Speed
	10

	Melee
	+3 (1d6+2 plus poison, tentacles x4)

	Ranged
	

	Attack Options
	Poison (injury, fort DC14, 1d4 str + 1d4 con initial and secondary)

	BAB
	+1
	Grapple
	+3

	Str
	14
	Dex
	8
	Con
	16
	Int
	-
	Wis
	11
	Cha
	9

	SQ
	Plant traits

	Feats
	

	Skills
	

	Possessions
	


	Saagogoi
	Male kuo-toa monk 3/assassin 3
LE Medium monstrous humanoid(aquatic)
	CR

	8

	Initiative
	+3
	Senses
	Listen
	+15
	Spot
	+19
	Keen sight

	AC
	21
	Touch
	15
	Flat Footed
	21
	

	HP
	5d8+10 plus 3d6+6 (49)

	Immunities
	Poison and paralysis

	Resistances
	Lightning 10

	Weaknesses
	Light blindness

	Fort
	+5
	Ref
	+12
	Will
	+8
	Evasion, still mind (+2 vs enchantment)

	Speed
	30, swim 50

	Melee
	+7/+7/+2 (1d6+1, unarmed strike) or +10/+5 (1d4+1 plus poison, dagger)

	Ranged
	+10 (1d4+1 plus poison, dagger)

	Attack Options
	Death attack (DC15), sneak attack +2d6, stunning fist (DC15)

	BAB
	+6
	Grapple
	+7

	Str
	13
	Dex
	17
	Con
	14
	Int
	16
	Wis
	14
	Cha
	6

	SQ
	Uncanny dodge, amphibious, slippery
Assassin spells (3/1 CL3): 1st- feather fall, jump, true strike; 2nd- darkness, invisibility

	Feats
	Alertness, blind-fight, combat reflexes, stunning fist, weapon finesse, weapon focus(dagger)

	Skills
	Disguise +2, Escape Artist +11, Hide +14, Jump +10, Move Silently +14, Search +7, Swim +9, Tumble +9

	Possessions
	Slippers of spider climbing, 5 poisoned daggers (shadow essence: fort DC17, 1 str drain/2d6 str).


	Zenith Splintershield
	LE Male dwarf fighter 7/dwarven defender 3
	CR

	10

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

	AC
	24
	Touch
	12
	Flat Footed
	23
	Dodge, Defensive stance 2/day

	HP
	7d10+24 plus 3d12+9 (88)

	Immunities
	None

	Resistances
	None

	Weaknesses
	None

	Fort
	+11
	Ref
	+4
	Will
	+4
	+2 vs spells/spell like abilities

	Speed
	20

	Melee
	+16/+11 (1d10+7/19-20/x3, +1 dwarven waraxe)

	Ranged
	

	Attack Options
	Power Attack, Quick Draw

	BAB
	+10
	Grapple
	+14

	Str
	19
	Dex
	13
	Con
	16
	Int
	10
	Wis
	8
	Cha
	12

	SQ
	Uncanny dodge, dwarf traits

	Feats
	Endurance, Improved Critical(dwarven waraxe), Toughness, Weapon focus(dwarven waraxe), Weapon specialization(dwarven waraxe)

	Skills
	Intimidate +11, Jump +8, Sense Motive +2

	Possessions
	+1 full plate, +1 heavy steel shield, +1 dwarven waraxe, gauntlets of ogre power +2, amulet of health +2, sphere of the unseen


