Track 1 Encounter 3: Riddles

If the trap is tripped, 25% of damage dealt here is non-lethal.  This applies to all combatants, including the PCs.

If a PC is on the ground (prone or unconscious) for 3 rounds, a swarm of “picnic ants” (which will be colored as red and white squares) will come and get the PC.  Round 4: ants swarm PC, grappling it.  Round 5: ants start to carry PC off.  Round 6: ants burrow the PC into the Fey Lands.  The PC loses 2 TUs (1 if Pixie Pal, 3 if Fey Foe).  If any PC remains, the taken PCs will be found poolside at the start of encounter 5 (unaware of the glaistig) sipping on a Mai-Tai (non-alcoholic, if the PC grouses).  They will be suffering from the effect of Celebration (Bard 4, Will Save, DC 19) (SC p. 44) Caster Level 11.  They will also have been healed back up to full HP.  The ant swarm has only 1 HP and does no damage.
APL 2 (EL 6):

3 x Bat Swarm (Core) (CR 2)

Diminutive Animal (Swarm)

Hit Dice:

3d8 (13 hp)

Initiative:

+2

Speed:


5 ft. (1 square), fly 40 ft. (good)

Armor Class:

16 (+4 size, +2 Dex), touch 14, flat-footed 12

Base Attack/Grapple:
+2/-

Attack:


Swarm (1d6)

Full Attack:

Swarm (1d6)

Space/Reach:

10 ft./0 ft.

Special Attacks:
Distraction, wounding

Special Qualities:
Blindsense 20 ft., half damage from slashing and piercing, low-light vision, swarm traits

Saves:


Fort +3, Ref +7, Will +3

Abilities:

Str 3, Dex 15, Con 10, Int 2, Wis 14, Cha 4

Skills:


Listen +11, Spot +11

Feats:


Alertness, Lightning Reflexes

Alignment:

TN

A bat swarm is nocturnal, and is never found aboveground in daylight except in the Dim Wood Forest.

Combat

A bat swarm seeks to surround and attack any warm-blooded prey it encounters. The swarm deals 1d6 points of damage to any creature whose space it occupies at the end of its move.

Distraction (Ex): Any living creature that begins its turn with a swarm in its space must succeed on a DC 11 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.

Wounding (Ex): Any living creature damaged by a bat swarm continues to bleed, losing 1 hit point per round thereafter. Multiple wounds do not result in cumulative bleeding loss. The bleeding can be stopped by a DC 10 Heal check or the application of a cure spell or some other healing magic.

Blindsense (Ex): A bat swarm notices and locates creatures within 20 feet. Opponents still have total concealment against the bat swarm (but swarm attacks ignore concealment). 

Skills: A bat swarm has a +4 racial bonus on Listen and Spot checks. These bonuses are lost if its blindsense is negated.

Thorn (MM3) (CR 4)

Small Fey

Hit Dice: 6d6+12 (33 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 19 (+1 size, +2 Dex, +3 natural, +2 leaf leather armor, +1 buckler), touch 13, flat-footed 17

Base Attack/Grapple: +3/+2

Attack: Thorn Longsword +8 melee (1d6+3/19-20) or longbow +6 ranged (1d6/x3)

Full Attack: Thorn Longsword +8 melee (1d6+3/19-20) or longbow +6 ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +4, Ref +7, Will +5

Abilities: Str 16, Dex 15, Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +17, Listen +9, Move Silently +13, Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword)

Alignment: NG

Equipment: Thorn Longsword, Leaf Leather Armor, Buckler, 5 Sleep Arrows, Silversheen

APL 4 (EL 8):

4 x Bat Swarm (Core) (CR 2)

Diminutive Animal (Swarm)

Hit Dice:

3d8 (13 hp)

Initiative:

+2

Speed:


5 ft. (1 square), fly 40 ft. (good)

Armor Class:

16 (+4 size, +2 Dex), touch 14, flat-footed 12

Base Attack/Grapple:
+2/-

Attack:


Swarm (1d6)

Full Attack:

Swarm (1d6)

Space/Reach:

10 ft./0 ft.

Special Attacks:
Distraction, wounding

Special Qualities:
Blindsense 20 ft., half damage from slashing and piercing, low-light vision, swarm traits

Saves:


Fort +3, Ref +7, Will +3

Abilities:

Str 3, Dex 15, Con 10, Int 2, Wis 14, Cha 4

Skills:


Listen +11, Spot +11

Feats:


Alertness, Lightning Reflexes

Environment:

Temperate deserts

Organization:

Solitary, flight (2-4 swarms), or colony (11-20 swarms)

Alignment:

TN

A bat swarm is nocturnal, and is never found aboveground in daylight except in the Dim Wood Forest.

Combat

A bat swarm seeks to surround and attack any warm-blooded prey it encounters. The swarm deals 1d6 points of damage to any creature whose space it occupies at the end of its move.

Distraction (Ex): Any living creature that begins its turn with a swarm in its space must succeed on a DC 11 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.

Wounding (Ex): Any living creature damaged by a bat swarm continues to bleed, losing 1 hit point per round thereafter. Multiple wounds do not result in cumulative bleeding loss. The bleeding can be stopped by a DC 10 Heal check or the application of a cure spell or some other healing magic.

Blindsense (Ex): A bat swarm notices and locates creatures within 20 feet. Opponents still have total concealment against the bat swarm (but swarm attacks ignore concealment). 

Skills: A bat swarm has a +4 racial bonus on Listen and Spot checks. These bonuses are lost if its blindsense is negated.

3 x Thorn (MM3) (CR 4)

Small Fey

Hit Dice: 6d6+12 (33 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 19 (+1 size, +2 Dex, +3 natural, +2 leaf leather armor, +1 buckler), touch 13, flat-footed 17

Base Attack/Grapple: +3/+2

Attack: Thorn Longsword +8 melee (1d6+3/19-20) or longbow +6 ranged (1d6/x3)

Full Attack: Thorn Longsword +8 melee (1d6+3/19-20) or longbow +6 ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +4, Ref +7, Will +5

Abilities: Str 16, Dex 15, Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +17, Listen +9, Move Silently +13, Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword)

Alignment: NG

Equipment: Thorn Longsword, Leaf Leather Armor, Buckler, 5 Sleep Arrows, Silversheen

APL 6:

Thorn Rogue 1 (MM3) (CR 5)

Small Fey

Hit Dice: 6d6+12 + 1d6+ 2 (41 hp)

Initiative: +8

Speed: 20 ft (4 squares)

Armor Class: 24 (+1 size, +4 Dex, +3 natural, +4 Leather Scale +1, +2 buckler +1), touch 13, flat-footed 20

Base Attack/Grapple: +3/+2

Attack: +1 Thorn Longsword +8 melee (1d6+3/19-20) or longbow +8 (+10) ranged (1d6/x3)

Full Attack: +1 Thorn Longsword +8 melee (1d6+3/19-20) or longbow +8 (+10) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +3d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +4, Ref +9 (+10), Will +5

Abilities: Str 15, Dex 16 (18), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +18 (+19), Listen +9, Move Silently +15 (+16), Search +9, Sense Motive +9, Spot +12, Survival +0 (+2 following tracks), Tumble +6

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot

Equipment: +1 Thorn Longsword, +1 Leather Scale Armor, +1 Buckler, Gloves of Dexterity +2, 5 Sleep Arrows

**Includes Blessed Aim

Thorn Wizard 2 (MM3) (CR 5)

Small Fey

Hit Dice: 6d6+12 + 2d4 + 4 (43 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 18 (+1 size, +2 Dex, +3 natural, +2 bracers of armor), touch 13, flat-footed 16

Base Attack/Grapple: +4/+3

Attack: Thorn Longsword +5 melee (1d6+0/19-20) or longbow +7 (+9) ranged (1d6/x3)

Full Attack: Thorn Longsword +5 melee (1d6+0/19-20) or longbow +7 (+9) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision, Summon Familiar

Saves: Fort +4 (+5), Ref +7 (+8), Will +8 (+9)

Abilities: Str 10, Dex 15, Con 15, Int 16 (18), Wis 10, Cha 13

Skills: Concentration +6, Diplomacy +3, Hide +17, Listen +9 (+11), Move Silently +13, Search +9, Sense Motive +9, Spot +9 (+11), Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Alertness (V), Scribe Scroll, Point Blank Shot

Equipment: Headband of Intellect +2, Bracers of Armor +2, Thorn Longsword

Spells (DC 14 + Level) 5/3: 0: Daze, Caltrops, Electric Jolt^, Ray of Frost^, Ray of Frost^,  1: Buzzing Bee, Distract Assailant, Backbiter

^ +2 to hit from Blessed Aim, also +2d6 sneak attack if applicable

Immune to Magic Missiles from Pre-cast Nightshield (from scroll)

Spell Book: 

0: Caltrops, Electric Jolt, Sonic Snap, Launch Bolt

1: Nightshield, Buzzing Bee, Distract Assailant, Backbiter

Thorn Fighter 2 (MM3) (CR 5)

Small Fey

Hit Dice: 6d6+12 + 2d10 + 4 (53 hp)

Initiative: +7

Speed: 20 ft (4 squares)

Armor Class: 25 (+1 size, +3 Dex, +3 natural, +6 Lamelar armor +1, +2 buckler +1), touch 14, flat-footed 22

Base Attack/Grapple: +5/+3

Attack: +1 Thorn Longsword +10 melee (1d6+3/19-20) or +1 Longbow +11 (+13) ranged (1d6/x3)

Full Attack: +1 Thorn Longsword +10 melee (1d6+3/19-20) or +1 Composite Longbow (STR+2) +11 (+13) ranged (1d6+2/x3) or +1 Composite Longbow (STR +2) +9/+9 (+11/+11) ranged (1d6+2/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +7, Ref +8 (+9), Will +5

Abilities: Str 15, Dex 16, Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +19 (+20), Listen +9, Move Silently +15 (+16), Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot, Rapid Shot, Weapon Focus (Longbow)

Equipment: +1 Thorn Longsword, +1 Composite Longbow (STR +2), +2 Gauntlets of Dexterity, +1 Lamelar Armor, Holy Symbol

**Includes +2 morale bonus to hit from Blessed Aim

Thorn Cleric 2 (Erevan Ilesere) (MM3) (CR 5):

Small Fey

Hit Dice: 6d6+12 + 2d8 + 4 (49 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 24 (+1 size, +2 Dex, +3 natural, +6 Lamelar Armor +1, +2 buckler +1), touch 13, flat-footed 22

Base Attack/Grapple: +3/+2

Attack: +1 Thorn Longsword +4 melee (1d6+3/19-20) or longbow +6 (+8) ranged (1d6/x3)

Full Attack: +1 Thorn Longsword +4 melee (1d6+3/19-20) or longbow +6 (+8) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +4, Ref +7, Will +5

Abilities: Str 10, Dex 15, Con 15, Int 10, Wis 16 (18), Cha 13

Skills: Concentration +6, Diplomacy +3, Hide +17, Listen +9, Move Silently +13, Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Spell Focus (Enchantment) (B), Divine Spell Power

Equipment: Periapt of Wisdom +2, Wand of Cure Light Wounds (5 charges), +1 Lamelar Armor, Holy Symbol (x2)

Spells: (DC 14 + Spell Level) 4/2+1: 0: Detect Magic, Inflict Minor Wounds, PFD, Light 1: Entropic Shield, Inhibit*, Command**

*Spell Focus applies

**Domains: Trickery, Domination

PreCast: Blessed Aim (from Scroll) – +2 morale bonus to ranged attack rolls added to NPCs

APL 8:

Thorn Rogue 3 (MM3) (CR 7)

Small Fey

Hit Dice: 6d6+12 + 3d6+ 6 (57 hp)

Initiative: +9

Speed: 20 ft (4 squares)

Armor Class: 25 (+1 size, +5 Dex, +3 natural, +4 Leather Scale +1, +2 buckler +1), touch 13, flat-footed 20

Base Attack/Grapple: +5/+4

Attack: +1 Thorn Longsword +10 melee (1d6+3/19-20) or +1 Composite Longbow (STR +2) +13 (+15) ranged (1d6+2/x3)

Full Attack: +1 Thorn Longsword +10 melee (1d6+3/19-20) or +1 Composite Longbow (STR +2) +13 (+15) ranged (1d6+2/x3) or +1 Composite Longbow (STR +2) +11/+11 (+13/+13) ranged (1d6+2/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +4d6

Special Qualities: DR 5/cold iron, low-light vision, Evasion, Trap Sense (+1)

Saves: Fort +5, Ref +10 (+12), Will +6

Abilities: Str 15, Dex 16 (20), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +21 (+28), Listen +9, Move Silently +21 (+28), Search +9, Sense Motive +9, Spot +16, Survival +0 (+2 following tracks), Tumble +13 (+15)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot, Rapid Shot

Equipment: +1 Thorn Longsword, +1 Leather Scale Armor Shadow, Silent Moves, +1 Buckler, Gloves of Dexterity +4, 5 Sleep Arrows, +1 Composite Longbow (STR +2)

**Includes Blessed Aim

Thorn Wizard 6 (MM 3) (CR 7)

Small Fey

Hit Dice: 6d6+12 + 6d4 + 12 [+ 11 (False Life)] (59 [70] hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 19 (+1 size, +2 Dex, +3 natural, +3 bracers of armor), touch 13, flat-footed 17

Base Attack/Grapple: +6/+5

Attack: Thorn Longsword +7 melee (1d6+0/19-20) or longbow +9 (+11) ranged (1d6/x3)

Full Attack: Thorn Longsword +7 melee (1d6+0/19-20) or longbow +9 (+11) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision, Summon Familiar

Saves: Fort +6 (+7), Ref +9 (+10), Will +10 (+11)

Abilities: Str 10, Dex 15, Con 15, Int 17 (21), Wis 10, Cha 13

Skills: Concentration +12, Diplomacy +3, Hide +17, Listen +9 (+11), Move Silently +13, Search +9, Sense Motive +9, Spot +9 (+11), Spellcraft +5 (+9), Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Alertness (V), Scribe Scroll, Point Blank Shot, Spell Focus (Evocation), Practiced Spellcaster (B)

Equipment: Headband of Intellect +4, Bracers of Armor +3, Thorn Longsword

Spells (DC 15 + Level) 4/5/3/2:

0: Daze, Electric Jolt^, Ray of Frost^ (x 2)

1: Magic Missile (5 missiles), Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot

2: Scorching Ray (2 rays)%, Phantom Foe, False Life

3: Dispel Magic (1d20+10), Snake’s Swiftness (Mass)

^ +2 to hit from Blessed Aim, also +2d6 sneak attack if applicable

% +1 DC (Evocation)

Immune to Magic Missiles from Pre-cast Nightshield (from scroll)

Spell Book: 

0: Caltrops, Electric Jolt, Sonic Snap, Launch Bolt

1: Nightshield, Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot

2: Scorching Ray, False Life, Spectral Hand, Phantom Foe, Ray of Stupidity

3: Dispel Magic, Snake’s Swiftness (Mass)

Thorn Fighter 6 (MM3) (CR 7)

Small Fey

Hit Dice: 6d6+12 + 6d10 + 12 (81 hp)

Initiative: +7

Speed: 20 ft (4 squares)

Armor Class: 27 (+1 size, +3 Dex, +3 natural, +7 Lamelar armor +2, +3 buckler +2), touch 14, flat-footed 24

Base Attack/Grapple: +9/+7

Attack: +1 Thorn Longsword +16/+11 melee (1d6+4/19-20) or +2 Composite Longbow (STR +4) Bane (Human) +18/+13 (+20/+15) ranged (1d6+4/x3)

Full Attack: +1 Thorn Longsword +16/+11 melee (1d6+4/19-20) or +2 Composite Longbow (STR+4) Bane (Human) +18/+13 (+20/+15) ranged (1d6+4/x3) or +2 Composite Longbow (STR +4) Bane (Human) +18/+18/+18 (+20/+20/+20) ranged (1d6+4/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +9, Ref +10 (+11), Will +7

Abilities: Str 15 (19), Dex 17 (19), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +21 (+22), Listen +9, Move Silently +17 (+18), Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks), Tumble +10

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot, Rapid Shot, Weapon Focus (Longbow), Manyshot, Improved Rapid Shot, Precise Shot

Equipment: +1 Thorn Longsword, +2 Composite Longbow (STR +4) Bane (Human), +2 Gauntlets of Dexterity, +4 Belt of Giant’s Strength, +2 Lamelar Armor, +2 Buckler, Holy Symbol

**Includes +2 morale bonus to hit from Blessed Aim

Thorn Cleric 6 (Erevan Ilesere) (MM3) (CR 7)

Small Fey

Hit Dice: 6d6+12 + 6d8 + 12 (73 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 26 (+1 size, +2 Dex, +3 natural, +7 Lamelar Armor +2, +3 buckler +2), touch 13, flat-footed 22

Base Attack/Grapple: +6/+5

Attack: +1 Thorn Longsword +7 melee (1d6+0/19-20) or longbow +9 (+11) ranged (1d6/x3)

Full Attack: +1 Thorn Longsword +7 melee (1d6+0/19-20) or longbow +9 (+11) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +6, Ref +9, Will +7 (+8)

Abilities: Str 10, Dex 15, Con 15, Int 10, Wis 17 (21), Cha 13

Skills: Concentration +11, Diplomacy +3, Hide +17, Listen +9 (+11), Move Silently +13, Search +9, Sense Motive +9 (+11), Spellcraft +3, Spot +9 (+11), Survival +0 (+2 following tracks) (+2/+4)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Spell Focus (Enchantment) (B), Divine Spell Power, Still Spell, Divine Still Spell

Equipment: Periapt of Wisdom +4, Wand of Cure Light Wounds (5 charges), +2 Lamelar Armor, +2 Buckler, Holy Symbol (x2)

Spells: (DC 15 + Spell Level) : 7/4+1/4+1/3+1

0: Detect Magic, Inflict Minor Wounds (x3), PFD, Light, Resistance

1: Bane, Entropic Shield, Inhibit*, Command*%

2: Resist Energy, Silence, Spiritual Weapon, Hold Person*, Invisibility%

3: Darkfire, Knight’s Move, Bestow Curse, Suggestion*%

*Spell Focus applies

%Domains: Trickery, Domination

PreCast: Blessed Aim (from Scroll) – +2 morale bonus to ranged attack rolls added to NPCs

APL 10:

Thorn Rogue 5 (MM3) (CR 9)

Small Fey

Hit Dice: 6d6+12 + 5d6+ 10 (67 hp)

Initiative: +9

Speed: 20 ft (4 squares)

Armor Class: 25 (+1 size, +5 Dex, +3 natural, +4 Leather Scale +1, +2 buckler +1), touch 13, flat-footed 20

Base Attack/Grapple: +6/+5

Attack: +1 Thorn Longsword +11/+6 melee (1d6+3/19-20) or +1 Deadly Precision Composite Longbow (STR +2) +14/+9 (+16/+11) ranged (1d6+2/x3 [+2d6 sneak])

Full Attack: +1 Thorn Longsword +11/+6 melee (1d6+3/19-20) or +1 Deadly Precision Composite Longbow (STR +2) +14/+9 (+16/+11) ranged (1d6+2/x3 [+2d6 sneak]) or +1 Deadly Precision Composite Longbow (STR +2) +14/+14/+14 (+16/+16/+16) ranged (1d6+2/x3 [+2d6 sneak])

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +5d6

Special Qualities: DR 5/cold iron, low-light vision, Evasion, Trap Sense (+1), Uncanny Dodge

Saves: Fort +5, Ref +11 (+13), Will +6

Abilities: Str 15, Dex 17 (21), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +23 (+35), Listen +9, Move Silently +23 (+30), Search +9, Sense Motive +9, Sleight of Hand +7 (+13), Spot +16, Survival +0 (+2 following tracks), Tumble +18 (+20)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot, Rapid Shot, Staggering Strike

Equipment: +1 Thorn Longsword, +1 Leather Scale Armor Shadow [Improved], Silent Moves, +1 Buckler, Gloves of Dexterity +4, 20 Sleep Arrows, +1 Deadly Precision Composite Longbow (STR +2)

**Includes Blessed Aim

Thorn Wizard 8 (MM3) (CR 9)

Small Fey

Hit Dice: 6d6+12 + 8d4 + 16 [+ 13 (False Life)] (69 [80] hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 20 (+1 size, +2 Dex, +3 natural, +4 bracers of armor), touch 13, flat-footed 18

Base Attack/Grapple: +7/+5

Attack: Thorn Longsword +8/+3 melee (1d6+0/19-20) or longbow +10/+5 (+12/+7) ranged (1d6/x3)

Full Attack: Thorn Longsword +8/+3 melee (1d6+0/19-20) or longbow +10/+5 (+12/+7) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision, Summon Familiar

Saves: Fort +6 (+7), Ref +9 (+10), Will +11 (+12)

Abilities: Str 10, Dex 15, Con 15, Int 18 (22), Wis 10, Cha 13

Skills: Concentration +14, Diplomacy +3, Hide +17, Listen +9 (+11), Move Silently +13, Search +10 (+12), Sense Motive +9, Spot +9 (+11), Spellcraft +8 (+12), Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Alertness (V), Scribe Scroll, Point Blank Shot, Spell Focus (Evocation), Practiced Spellcaster (B)

Equipment: Headband of Intellect +4, Bracers of Armor +3, Thorn Longsword

Spells (DC 16 + Level) 4/6/5/4/3:

0: Daze, Electric Jolt^, Ray of Frost^ (x 2)

1: Magic Missile (5 missiles), Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot (x 2)

2: Scorching Ray (2 rays)^% (x2), Phantom Foe (x2), False Life

3: Dispel Magic (1d20+10), Snake’s Swiftness (Mass), Mind Poison

^ +2 to hit from Blessed Aim, also +2d6 sneak attack if applicable

% +1 DC (Evocation)

Immune to Magic Missiles from Pre-cast Nightshield (from scroll)

Spell Book: 

0: Caltrops, Electric Jolt, Sonic Snap, Launch Bolt

1: Nightshield, Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot

2: Scorching Ray, False Life, Spectral Hand, Phantom Foe, Ray of Stupidity

3: Dispel Magic, Snake’s Swiftness (Mass), Mind Poison

Thorn Fighter 8 (MM3) (CR 7)

Small Fey

Hit Dice: 6d6+12 + 8d10 + 16 (95 hp)

Initiative: +7

Speed: 20 ft (4 squares)

Armor Class: 27 (+1 size, +3 Dex, +3 natural, +7 Lamelar armor +2, +3 buckler +2), touch 14, flat-footed 24

Base Attack/Grapple: +11/+7

Attack: +1 Thorn Longsword +19/+14 melee (1d6+5/19-20) or +2 Composite Longbow (STR +4) Bane (Human) +20/+15 (+22/+17) ranged (1d6+4/x3 [+4 to confirm crits])

Full Attack: +1 Thorn Longsword +19/+14 melee (1d6+5/19-20) or +2 Composite Longbow (STR+4) Bane (Human) +20/+15 (+22/+17) ranged (1d6+4/x3 [+4 to confirm crits]) or +2 Composite Longbow (STR +4) Bane (Human) +20/+20/+20 (+22/+22/+22) ranged (1d6+4/x3 [+4 to confirm crits])

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +10, Ref +10 (+11), Will +7

Abilities: Str 16 (20), Dex 17 (19), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +23 (+24), Listen +9, Move Silently +19 (+21), Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks), Tumble +10

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot, Rapid Shot, Weapon Focus (Longbow), Manyshot, Improved Rapid Shot, Precise Shot, Power Critical (Longbow)

Equipment: +1 Thorn Longsword, +2 Composite Longbow (STR +4) Bane (Human), +2 Gauntlets of Dexterity, +4 Belt of Giant’s Strength, +2 Lamelar Armor, +2 Buckler, Holy Symbol

**Includes +2 morale bonus to hit from Blessed Aim

Thorn Cleric 8 (Erevan Ilesere) (MM3) (CR 7)

Small Fey

Hit Dice: 6d6+12 + 8d8 + 16 (85 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 26 (+1 size, +2 Dex, +3 natural, +7 Lamelar Armor +2, +3 buckler +2), touch 13, flat-footed 22

Base Attack/Grapple: +8/+5

Attack: +1 Thorn Longsword +9/+4 melee (1d6+0/19-20) or longbow +11/+6 (+13/+8) ranged (1d6/x3)

Full Attack: +1 Thorn Longsword +9/+4 melee (1d6+0/19-20) or longbow +11/+6 (+13/+8) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +7, Ref +9, Will +8 (+10)

Abilities: Str 10, Dex 15, Con 15, Int 10, Wis 18 (22), Cha 13

Skills: Concentration +11, Diplomacy +3, Hide +17, Listen +9 (+11), Move Silently +13, Search +9, Sense Motive +10 (+12), Spellcraft +3, Spot +10 (+12), Survival +1 (+2 following tracks) (+3/+5)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Spell Focus (Enchantment) (B), Divine Spell Power, Still Spell, Divine Still Spell

Equipment: Periapt of Wisdom +4, Wand of Cure Light Wounds (5 charges), +2 Lamelar Armor, +2 Buckler, Holy Symbol (x2)

Spells: (DC 16 + Spell Level) : 6/6+1/5+1/4+1/3+1

0: Detect Magic, Inflict Minor Wounds (x3), PFD, Light

1: Bane, Entropic Shield, Inhibit* (x2), Lesser Vigor (x2), Command*%

2: Curse of Ill Fortune, Hold Person*, Resist Energy, Silence, Spiritual Weapon, Invisibility%

3: Bestow Curse, Darkfire, Knight’s Move, Ring of Blades, Suggestion*%

4: Sound Lance, Freedom of Movement, Moon Bolt, Confusion*%

*Spell Focus applies

%Domains: Trickery, Domination

PreCast: Blessed Aim (from Scroll) – +2 morale bonus to ranged attack rolls added to NPCs

APL 10(Advanced):

Thorn Rogue 7 (MM3) (CR 9)

Small Fey

Hit Dice: 6d6+12 + 6d6+ 14 (77 hp)

Initiative: +9

Speed: 20 ft (4 squares)

Armor Class: 27 (+1 size, +5 Dex, +3 natural, +5 Leather Scale +2, +3 buckler +2), touch 13, flat-footed 22

Base Attack/Grapple: +8/+7

Attack: +1 Frost Thorn Longsword +13/+8 melee (1d6+3/19-20) or +1 Shock Deadly Precision Composite Longbow (STR +2) +16/+11 (+18/+13) ranged (1d6+2/x3 [+2d6 sneak, 1d6 electricity])

Full Attack: +1 Frost Thorn Longsword +13/+8 melee (1d6+3/19-20) or +1 Shock Deadly Precision Composite Longbow (STR +2) +16/+11 (+18/+13) ranged (1d6+2/x3 [+2d6 sneak, 1d6 electricity]) or +1 Shock Deadly Precision Composite Longbow (STR +2) +16/+16/+16 (+18/+18/+18) ranged (1d6+2/x3 [+2d6 sneak, 1d6 electricity])

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +6d6

Special Qualities: DR 5/cold iron, low-light vision, Evasion, Trap Sense (+2), Uncanny Dodge

Saves: Fort +6, Ref +12 (+15), Will +7

Abilities: Str 15, Dex 17 (21), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +25 (+37), Listen +9, Move Silently +25 (+32), Open Locks +6 (+8), Search +9, Sense Motive +9, Sleight of Hand +13 (+18), Spot +16, Survival +0 (+2 following tracks), Tumble +21 (+23)

Feats: Improved Initiative, Stealthy, Weapon Focus (Longsword), Point Blank Shot, Rapid Shot, Staggering Strike, Sharp-Shooting

Equipment: +1 Frost Thorn Longsword, +2 Leather Scale Armor Shadow [Improved], Silent Moves, +2 Buckler, Gloves of Dexterity +4, 20 Sleep Arrows, +1 Shock Deadly Precision Composite Longbow (STR +2)

**Includes Blessed Aim

Thorn Wizard 10 (MM3) (CR 9)

Small Fey

Hit Dice: 6d6+12 + 10d4 + 20 [+ 15 (False Life)] (79 [90] hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 22 (+1 size, +4 Dex, +3 natural, +4 bracers of armor), touch 15, flat-footed 18

Base Attack/Grapple: +8/+6

Attack: Thorn Longsword +9/+4 melee (1d6+0/19-20) or longbow +11/+6 (+13/+8) ranged (1d6/x3)

Full Attack: Thorn Longsword +9/+4 melee (1d6+0/19-20) or longbow +11/+6 (+13/+8) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision, Summon Familiar

Saves: Fort +7 (+8), Ref +10 (+11), Will +12 (+13)

Abilities: Str 10, Dex 15 (19), Con 15, Int 18 (22), Wis 10, Cha 13

Skills: Concentration +18, Diplomacy +3, Hide +19 (+21), Listen +9 (+11), Move Silently +13 (+15), Search +10 (+12), Sense Motive +9, Spot +9 (+11), Spellcraft +14 (+18), Survival +0 (+2 following tracks)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Alertness (V), Scribe Scroll, Point Blank Shot, Spell Focus (Evocation), Practiced Spellcaster (B), Split Ray (B), Sudden Empower

Equipment: Headband of Intellect +4, Bracers of Armor +4, Thorn Longsword, Gloves of Dexterity +4

Spells (DC 16 + Level) 4/6/6/4/4/3:

0: Daze, Electric Jolt^, Ray of Frost^ (x 2)

1: Magic Missile (5 missiles), Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot (x 2)

2: Scorching Ray (3 rays)^% (x2), Phantom Foe (x2), Ray of Stupidity^ (x2), False Life

3: Dispel Magic (1d20+10) (x20, Snake’s Swiftness (Mass), Mind Poison

4: Force Missiles^% (4 missiles) (x2), Burning Blood, Sword of Deception (+14/+9/+4, 1d8+14, 19-20/x2, -2 save penalty)

5: Split Ray Scorching Ray (3 rays)^%, Baleful Polymorph, Nightstalker’s Transformation

^ +2 to hit from Blessed Aim, also +2d6 sneak attack if applicable

% +1 DC (Evocation)

Immune to Magic Missiles from Pre-cast Nightshield (from scroll)

Spell Book: 

0: Caltrops, Electric Jolt, Sonic Snap, Launch Bolt

1: Nightshield, Buzzing Bee, Distract Assailant, Backbiter, Sniper’s Shot

2: Scorching Ray, False Life, Spectral Hand, Phantom Foe, Ray of Stupidity

3: Dispel Magic, Snake’s Swiftness (Mass), Mind Poison

4: Force Missiles, Burning Blood, Sword of Deception

5: Baleful Polymorph, Nightstalker’s Transformation

Thorn Fighter 10 (MM3) (CR 9)

Small Fey

Hit Dice: 6d6+12 + 10d10 + 20 (109 hp)

Initiative: +7

Speed: 20 ft (4 squares)

Armor Class: 27 (+1 size, +3 Dex, +3 natural, +7 Lamelar armor +2, +3 Arrow Deflection Buckler+2), touch 14, flat-footed 24

Base Attack/Grapple: +13/+9

Attack: +1 Shocking Thorn Longsword +21/+16 melee (1d6+5/19-20 [+1d6 electricity, +4 to confirm crits]) or +2 Composite Longbow (STR +4) Bane (Human) +22/+17 (+24/+19) ranged (1d6+6/x3 [+4 to confirm crits])

Full Attack: +1 Thorn Longsword +21/+16 melee (1d6+5/19-20 [+1d6 electricity, +4 to confirm crits]) or +2 Composite Longbow (STR+4) Bane (Human) +22/+17 (+24/+19) ranged (1d6+6/x3 [+4 to confirm crits]) or +2 Composite Longbow (STR +4) Bane (Human) +22/+22/+22 (+24/+24/+24) ranged (1d6+6/x3 [+4 to confirm crits])

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +11, Ref +11 (+12), Will +8

Abilities: Str 16 (20), Dex 17 (19), Con 15, Int 10, Wis 10, Cha 13

Skills: Diplomacy +3, Hide +25 (+26), Listen +9, Move Silently +21 (+23), Search +9, Sense Motive +9, Spot +9, Survival +0 (+2 following tracks), Tumble +10

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Point Blank Shot, Rapid Shot, Weapon Focus (Longbow), Manyshot, Improved Rapid Shot, Precise Shot, Power Critical (Longbow), Power Critical (Longsword), Weapon Spec (Longbow)

Equipment: +1 Shocking Thorn Longsword, +2 Composite Longbow (STR +4) Bane (Human), +2 Gauntlets of Dexterity, +4 Belt of Giant’s Strength, +2 Lamelar Armor, +2 Arrow Deflection Buckler, Holy Symbol

**Includes +2 morale bonus to hit from Blessed Aim

Thorn Cleric 10 (Erevan Ilesere) (MM3) (CR 9)

Small Fey

Hit Dice: 6d6+12 + 10d8 + 20 (97 hp)

Initiative: +6

Speed: 20 ft (4 squares)

Armor Class: 26 (+1 size, +2 Dex, +3 natural, +7 Lamelar Armor +2, +3 buckler +2), touch 13, flat-footed 22

Base Attack/Grapple: +9/+6

Attack: +1 Thorn Longsword +10/+5 melee (1d6+0/19-20) or longbow +12/+7 (+14/+9) ranged (1d6/x3)

Full Attack: +1 Thorn Longsword +10/+5 melee (1d6+0/19-20) or longbow +12/+7 (+14/+9) ranged (1d6/x3)

Space/Reach: 5 ft/5 ft

Special Attacks: Sleep Arrows, sneak attack +2d6

Special Qualities: DR 5/cold iron, low-light vision

Saves: Fort +8, Ref +10, Will +9 (+11)

Abilities: Str 10, Dex 15, Con 15, Int 10, Wis 18 (22), Cha 13

Skills: Concentration +11, Diplomacy +3, Hide +17, Listen +9 (+11), Move Silently +13, Search +9, Sense Motive +10 (+12), Spellcraft +3, Spot +10 (+12), Survival +1 (+2 following tracks) (+3/+5)

Feats: Improved Initiative, Stealthy, Weapon Focus (longsword), Spell Focus (Enchantment) (B), Divine Spell Power (CD), Still Spell, Divine Metamagic (Still Spell) (CD), Domain Focus (Domination) (CD)

Equipment: Periapt of Wisdom +4, Wand of Cure Light Wounds (5 charges), +2 Lamelar Armor, +2 Buckler, Holy Symbol (x2)

Turn Attempts: 4/day

Spells: (DC 16 + Spell Level): 6/6+1/6+1/4+1/3+1/2+1

0: Detect Magic, Inflict Minor Wounds (x3), PFD, Light

1: Bane, Entropic Shield, Inhibit* (x2), Lesser Vigor (x2), Command*%^

2: Curse of Ill Fortune, Hold Person*, Inflict Moderate Wounds (x2), Resist Energy, Silence, Spiritual Weapon, Invisibility%

3: Bestow Curse, Darkfire, Knight’s Move, Ring of Blades, Suggestion*%^

4: Sound Lance, Freedom of Movement, Moon Bolt, Confusion*%^

5: Break Enchantment, Flame Strike, Command (Greater)*%^

*Spell Focus (+1 DC) applies

^Domain Focus (+1 caster level) applies

%Domains: Trickery, Domination

PreCast: Blessed Aim (from Scroll) – +2 morale bonus to ranged attack rolls added to NPCs

Track 1 Encounter 4: Fly in the Zapper 

All Traps are Proximity Trigger that are set off by non-Fey, non-Animal, non-Magical Beast creatures.  They automatically reset after 1 hour.  These traps can be controlled mentally by Fey.  The trigger points can be moved up to 60’ as a move equivalent action by mental control.  The trigger points are contained within invisible, flying wooden sparrows.

There is an invisible, hiding Thorn sitting in the branches of a tree (70’ off the ground) controlling these trigger points.  He is not moving.   His Hide check DC is 77 (take 20 + 17 (hide skill) + 40 (invisibility)).

These Traps are 15’ radius spread, Search/Disable DC = 25 + spell level.  If a PC manages to discover and disable the trap without the thorn setting it off, a Craft (Trapmaking) check DC 15+spell level will re-enable the trap so that it can be used as a grenade.  The wooden bird is an improvised throw weapon with a range increment of 10 feet.  Upon striking a target (or the ground), the trap will go off.

These effects last as long as the PCs are in the forest and the Fey Mound is still functioning.  However, after the initial duration of the spell, the spell will take effect again every 1d6 rounds (no additional saving throws are allowed).

Trap 1, at All APLs.

Trap 2, choose one of those listed.

Trap 3, choose one of the two listed as per APL.

Trap 1:

Dryad’s Beauty: (Go after the highest CHA of the Party) “As you continue moving along the forest, you glance up at one of the trees with something catching your eye.”(Will Save DC 15 + APL) You take particular note of this spot and vow to return alone to see the beauty you have spotted. (This costs the PC an additional 4 TU.  The PC will wind up with a half-Dryad child to care for.) Caster Level as others for APL

Trap 2 Options:

Blinking: “As you continue moving along the forest, from out of a tree trunk a small furry creature pops in flies right at you. (Reflex Save DC 15 + APL.) As it exits your body on the other side you hear an audible pop and it disappears.” Caster Level as others for APL

Gaseous Form: “As you continue moving along the forest you notice that there is a slight fog in the area.” (Fort Save DC 15 + APL) “As you leave the foggy area you notice you are moving slower than normal and there is a lightness about you…(Note: it takes a full round to concentrate to return to solid form.  Also, remember that Gaseous Forms cannot enter water in later encounters.) Caster Level as others for APL

Haste: “As you continue moving along the forest you step upon wood, which triggers a string, which pulls something from up in the trees.” (Reflex Save DC 15 + APL) “As you turn to see where it leads you see a large flyswatter, big enough for three of you, comes out of the canopy striking some of you and flinging you into a nearby tree.” Have fun with this when not in combat.  For example, have their character trip over logs randomly, run into trees, or spill beer down their front as they move faster than expected. Caster Level as others for APL

Fly, Swift: “As you continue moving along the forest several butterflies move down out of the trees surrounding you. (Reflex Save DC 15+ APL if they want to avoid). “There colors are bright, shifting with their beating wings, making it hard to make out the patterns that should be upon their wings. The soft wings brush over your skin. As you turn to your comrades, you notice that you are flying among the branches, you are able to catch a hold of one before you fall.” Spot DC 10: Any character may notice the wings appear on the back of those affected, and disappear. However, a character that is affected can not see them herself. (Note: They will need to climb of the tree… if they fall, have the wings appear and land them without damage.Then they appear every 1d6.) Caster Level as others for APL

Lesser Vigor (2 pts recovered when it goes off: Healing domain): “As you continue moving along the forest you see a small grouping of odd bushes.” (Knowledge: Nature DC 15. These are a variant of an Aloe plant. Will Save DC 15 +APL) “You feel drawn towards the plants, you must rub them upon yourself, they are good, they wonderful, you are soooooo lucky.” If they are not stopped by the other players from applying the aloe: “There is a cool sensation, that seems to flow through your body, it is refreshing feeling of healing.” (Note: There are enough plants for all 6 PCs to rub on each of them.) Caster Level as others for APL

Trap Three Options:

APL 2 (EL 4):

· CR 3: Distract (Bard 1, Will Save DC 15) (SC p. 69) Caster Level 5

· CR 3: Distort Speech (Bard 1, Fort Save DC 15) (SC p. 69) Caster Level 5

APL 4 (EL 6):

· CR 4: Delusions of Grandeur (Bard 2, Will Save, DC 16) (SC p. 63) Caster Level 7

· CR 4: Disquietude (Bard 2, Will Save, DC 16) (SC p.86) Caster Level 7

APL 6 (EL 8):

· CR 6: Celebration (Bard 4, Will Save, DC 19) (SC p. 44) Caster Level 11

· CR 6: Heightened Healing Touch (Wizard 3+1, Will Save, DC 19) (SC p.111) [PC only know they have gained a touch attack, not what it does] Caster Level 11

APL 8 (EL 10):

· CR 8: Heightened Illusory Feast (Wizard 5+1, Will Save, DC 22) (SC p. 120) Caster Level 13

· CR 8: Solipsism (Wizard 7, Will Save DC 22) (SC p. 194) Caster Level 13

APL 10 (EL 12):

· CR 11: Heightened Distort Speech (Bard 1+8, Fort Save DC 24) (SC p. 69) Caster Level 17

· CR 11: Heightened Ruby Ray of Reversal (Wizard 7+2, Ranged Touch Attack +17, No Save) (SC p. 177) [Negates Polymorph Effect only] Caster Level 17

APL 10 Advanced (EL 14):

· CR 11: Heightened Delusions of Grandeur (Bard 2+7, Will Save, DC 25) (SC p. 63) Caster Level 20

· CR 13: Heightened Empowered Ray of Enfeeblement (Wizard 1+8, Ranged Touch Attack +24, No Save) (SC p. 177)  [Max caster level, so (1d6+5) * 1.5 Strength Loss] Caster Level 20

Track 1 Encounter 5: Poolside 

Glastig (MM3) as main speaker.  Make 20th level Craft Wonderous (Fey) Items

Random spells will go off, not affecting PCs…

Glaistig

Medium Fey

Hide Dice: 6d6 + 12 (33 hp)

Initiative: +1

Speed: 30 ft (6 squares), swim 50ft

Armor Class: 15 (+1 Dex, +4 Natural), touch 11, flat-footed 14

Base Attack/Grapple: +3/+4

Attack: Bite +4 melee (1d6+1) or dagger +4 melee (1d4+1)

Full Attack: Bite +4 (1d6+1) and dagger –1 melee (1d4+1)

Space/Reach: 5 ft/5ft

Special Attacks: Beguiling Song, Blood Drain, Spell-Like Abilities

Special Qualities: Damage Reduction 5/cold iron, low-light vision, resistance 10 cold, resistance 10 fire, water breathing, water symbiosis

Save: Fort +4, Ref +6, Will +9

Abilities: Str 12, Dex 13, Con 14, Int 13, Wis 14, Cha 19

Skills: Bluff +14, Diplomacy +12, Disguise +12 (+14 Acting), Escape Artist +7, Hide +3, Intimidate +12, Knoweldge (Nature) +5, Listen +9, Move Silently +7, Sense Motive +11, Spot +8, Swim +18, Use Rope +1 (+3 with bindings)

Feats: Ability Focus (Beguiling Song), Alertness, Iron Will

Alignment: CN

If they attack her, go to town.  Use 1-round delay…

APL 2 (EL 6)

2 x Nixie (CR 1 each)

Small Fey (Aquatic)

Hit Dice:

1d6 (3 hp)

Initiative:

+3

Speed:


20 ft. (4 squares), swim 30 ft.

Armor Class:

14 (+1 size, +3 Dex), touch 14, flat-footed 11

Base Attack/Grapple:
+0/-6

Attack:


Short sword +4 melee (1d4-2/19-20) or light crossbow +4 ranged (1d6/19-20)

Full Attack:

Short sword +4 melee (1d4-2/19-20) or light crossbow +4 ranged (1d6/19-20)

Space/Reach:

5 ft./5 ft.

Special Attacks:
Charm person

Special Qualities:
Amphibious, damage reduction 5/cold iron, low-light vision, spell resistance 16, water breathing, wild empathy

Saves:


Fort +0, Ref +5, Will +3

Abilities:

Str 7, Dex 16, Con 11, Int 12, Wis 13, Cha 18

Skills:


Bluff +8, Craft (any one) +5, Escape Artist +6, Handle Animal +8, Hide +7*, Listen +6, Perform (sing) +7, Search +3, Sense Motive +5, Spot +6, Swim +6

Feats:


Dodge(B), Weapon Finesse

Environment:

Temperate aquatic

Organization:

Gang (2-4), band (6-11), or tribe (20-80)

Challenge Rating:
1

Treasure:

No coins; 50% goods (metal or stone only); 50% items (no scrolls)

Alignment:

Always neutral

Advancement:

2-3 HD (Small)

Level Adjustment:
+3

Most nixies are slim and comely, with lightly scaled, pale green skin and dark green hair. Females often twine shells and pearl strings in their hair and dress in wraps woven from colorful seaweed. Males wear loincloths of the same materials. Nixies prefer not to leave their lakes.

A nixie stands about 4 feet tall and weighs about 45 pounds.

Nixies speak Aquan and Sylvan. Some also speak Common.

Combat

Nixies rely on their charm person ability to deter enemies, entering combat only to protect themselves and their territory.

Charm Person (Sp): A nixie can use charm person three times per day as the spell (caster level 4th). Those affected must succeed on a DC 15 Will save or be charmed for 24 hours. Most charmed creatures are used to perform heavy labor, guard duty, and other onerous tasks for the nixie community. Shortly before the effect wears off, the nixie escorts the charmed creature away and orders it to keep walking. The save DC is Charisma-based.

Amphibious (Ex): Although nixies are aquatic, they can survive indefinitely on land.

Water Breathing (Sp): Once per day a nixie can use water breathing as the spell (caster level 12th). Nixies usually bestow this effect on those they have charmed.

Wild Empathy (Ex): This ability works like the druid's wild empathy class feature, except that a nixie has a +6 racial bonus on the check.

Skills: A nixie has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. *Nixies have a +5 racial bonus on Hide checks when in the water.

Rat Swarm (CR 2)

Tiny Animal (Swarm)

Hit Dice:
4d8 (13 hp)

Initiative:
+2

Speed:

15 ft. (3 squares), climb 15 ft.

Armor Class:
14 (+2 size, +2 Dex), touch 14, flat-footed 12

BAB/Grapple:
+3/-

Attack:

Swarm (1d6 plus disease)

Full Attack:
Swarm (1d6 plus disease)

Space/Reach:
10 ft./0 ft.

Special Attacks:Disease, distraction

SQ:

Half damage from slashing and piercing, low-light vision, scent, swarm traits

Saves:

Fort +4, Ref +6, Will +2

Abilities:
Str 2, Dex 15, Con 10, Int 2, Wis 12, Cha 2

Skills:

Balance +10, Climb +10, Hide +14, Listen +6, Spot +7, Swim +10

Feats:

Alertness, Weapon Finesse

Combat

A rat swarm seeks to surround and attack any warm-blooded prey it encounters. A swarm deals 1d6 points of damage to any creature whose space it occupies at the end of its move.

Disease (Ex): Filth fever-swarm attack, Fortitude DC 12, incubation period 1d3 days, damage 1d3 Dex and 1d3 Con. The save DC is Constitution-based.

Distraction (Ex): Any living creature that begins its turn with a swarm in its square must succeed on a DC 12 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.

Skills: A rat swarm has a +4 racial bonus on Hide and Move Silently checks, and a +8 racial bonus on Balance, Climb, and Swim checks. A rat swarm can always choose to take 10 on all Climb checks, even if rushed or threatened. A rat swarm uses its Dexterity modifier instead of its Strength modifier for Climb and Swim checks. A rat swarm has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

Small Air Elemental Storm (MM3) (CR 2)

Small Elemental (Air, Extraplanar)

Hit Dice: 2d8+2 (11 hp)

Initiative: +2

Speed: 20 ft (4 squares), fly 40 ft (perfect)

Armor Class: 14 (+1 size, +2 Dex, +1 natural), touch 13, flat-footed 12

Base Attack/Grapple: +1/-3

Attack: Slam +4 melee (1d4 plus 1d4 electricity)

Full Attack: Slam +4 melee (1d4 plus 1d4 electricity)

Space/Reach:  5 ft/5 ft

Special Attacks: Shock, thunder and lightning

Special Qualities: Air Mastery, darkvision 60ft, electrical and sonic healing, elemental traits

Saves: Fort +1, Ref +5, Will +0

Abilities: Str 10, Dex 15, Con 12, Int 4, Wis 11, Cha 11

Skills: Listen +4, Spot +5

Feats: Alertness, Weapon Finesse (B)

Air Mastery (Ex): Airborne creatures take a –1 penalty on attack and damage rolls against a storm elemental.

Shock (Su): Once per round as a free action, a storm elemental can deliver an electrical shock to a single opponent within 10 feet.  This attack deals non-lethal electricity damage to living opponents (Fortitude half).  The save DC is Constitution-based.  [Fort Save DC 12, Damage 1d4]

Gnoll, Flind  (MM3) (CR 2)

Medium Humanoid (Gnoll)

Hit Dice: 2d8+4 (13 hp)

Initiative: +1

Speed: 30 ft (6 squares)

Armor Class: 18 (+1 Dex, +2 natural, +3 studded leather, +2 heavy steel shield), touch 11, flat-footed 17

Base Attack/Grapple: +1/+4

Attack: Flindbar +5 melee (2d4+3/19-20)

Full Attack: Flindbar +5 melee (2d4+3/19-20)

Space/Reach: 5 ft/5 ft

Special Attacks: -

Special Qualities: Darkvision 60 ft

Saves: Fort +5, Ref +1, Will +0

Abilities: Str 17, Dex 12, Con 15, Int 10, Wis 11, Cha 10

Skills: Listen +5, Spot +5

Feats: Weapon Focus (flindbar)

Flindbar:  A flindbar resembles a pair of chain-linked iron bars, not unlike a flail.  This one-handed exotic weapon costs 30 gp, deals 2d4 points of bludgeoning damage, has a threat range of 19-20, deals double damage on a critical hit, and weighs 2 pounds.  Flinds treat a flindbar as a marital weapon instead of an exotic weapon.  The wielder of a flindbar gains a +2 bonus on opposed attack rolls to disarm an enemy (including the roll to avoid being disarmed if such an attempt fails).  If a proficient wielder threatens a critical hit, he can make a free disarm attempt against that opponent before confirming the critical hit (this disarm attempt doesn’t provoke attack of opportunity).

APL 4 (EL 8)

Yellow Musk Creeper (CR 4) (FF)

Huge Plant

Hit Dice: 6d8+30 (57 hp)

Initiative: +3

Speed: 5 ft

AC: 17 (-2 size, +3 Dex, +6 natural), touch 11, flat-footed 14

Base Attack/Grapple: +4/+12

Attack: Vine whip +5 melee, or musk puff +5 ranged touch

Full Attack: 6 Vine whips +5 melee, or musk puff +5 ranged touch

Damage: Vine whip 1d6

Face/Race: 15 ft/15 ft

Special Attacks: Consume Intelligence, musk puff

Special Qualities: Blindsight 30 ft, plant traits, regeneration 5

Saves: Fort +10, Ref +5, Will +2

Abilities: Str 10, Dex 16, Con 21, Int --, Wis 10, Cha 9

Skills: --

Feats: Weapon Finesse (B)

Consume Intelligence (Ex): As a free action, a yellow must creeper can extend dozens of probing, sharp-edges tendrils into the head of any helpless or unresisting creature that also occupies its space.  These tendrils being to devour the victim’s brain, dealing 1d4 points of Intelligence damage each round.  If the damage reduces a victim’s Intelligence to 0, the victim must make a Fortitude save (DC 18).  Those who fail die, and their bodies grant sustenance to the hungry plant.  Those who succeed are implanted with a seed and become yellow musk zombies.  The only way to stop a yellow musk creeper from consuming a victim’s Intelligence is to kill either the victim or the creeper.

Musk Puff (Ex): Yellow Musk creepers attack by puffing a spray of potent-smelling dust upon a nearby target.  The musk has a range of 30 feet and can target one creature per round.  Creatures struck by a yellow musk creeper’s musk puff must make a Fortitude save (DC 18) or fall under a mind-affecting compulsion to get closer to the entrancing source of the musk.  The duration of the effect is 2d8 rounds, although creatures within the plan remain under the compulsion until removed from the creeper.  Creatures under the yellow musk creeper’s compulsion take no actions other than moving to enter the plant’s space.  (The creeper does not oppose these attempts, of course.)  Affected creatures do anything they can to comply with the compulsion and even attack companions who seek to restrain them.  Once within the plant, the affected creature drops anything in hand and stands motionless.  The creature is dazed and does not resist the creeper’s attacks as long as it remains within the plant.

Blindsight (Ex):  A yellow musk creeper maneuvers and fights not only by sight, but also by using hearing and smell to ascertain its surroundings.  This ability enables it to discern objects and creatures within 30 feet.  The yellow musk creeper usually does not need to make Spot or Listen checks to notice creatures within range of its blindsight.

Plant Traits (Ex):  A yellow musk creeper is immune to poison, sleep, paralysis, stunning, and polymorphing.  It is not subject to critical hits or mind-affecting effects.

Regeneration (Ex): Fire and acid deal normal damage do a yellow musk creeper.  Attack forms that don’t deal hit point damage ignore regeneration, and a yellow musk creeper does not restore hit points lost from starvation, thirst or suffocation. 

Advanced (6HD) Phoera (CR 4) (MM3) [With Errata]

Medium Magical Beast (Cold)

Hit Dice: 6d10+6 (38 hp)

Speed: 20 ft (4 squares), fly 60 ft (average)

Armor Class: 17 (+4 Dex, +3 natural), touch 14, flat-footed 13

Base Attack/Grapple: +6/+7

Attack: Bite +7 melee (1d6+1 plus 1d6 cold)

Full Attack: Bite +7 melee (1d6+1 plus 1d6 cold) and claws +5 melee (1d4 plus 1d6 cold)

Space/Reach: 5 ft/5 ft

Special Attacks: Breath Weapon, Heat, Ignite

Special Qualities: Darkvision 60 ft, Healing fire, immunity to fire, rise from the ashes, vulnerability to cold

Saves: Fort +6, Ref +9, Will +3

Abilities: Str 12, Dex 18, Con 13, Int 2, Wis 12, Cha 15

Skills: Listen +12, Spot +12

Feats: Alertness (B), Flyby attack, Multiattack

Breath Weapon (Su): 30-foot line of fire, 3/day, damage 5d4 fire, Reflex DC 12, half.  The save DC is Constitution-based.

Heat (Ex): A phoera generatates so much heat that merely touching it deals 1d6 points of fire damage to the toucher.  The phoera can suppress or resume this ability as a free action.

Healing Fire (Su):  Any fire attack that would normally deal damage heals a phoera.  Any cold effects targeted on a phoera heals 1 points of damage for every 3 points of damage it would otherwise deal.  If the amount of healing would cause the phoera to exceed it’s full normal hit points, it gains any excess as temporary hit points.  For example a phoera exposed to a Fireball that deals 30 points of damage would heal up to 10 points damage, or provide the phoera with up to 10 temporary hit points.

Clay Half-Golem Half-Orc Fighter 1 (CR 4 each) (MM2) (FF) (with errata)

Medium-Size Construct

Hit Dice: 1d10+20 (25 hp)

Initiative: +0

Speed: 30 ft (can’t run)

AC: 21 (+7 Natural, +3 masterwork studded leather armor, +1 masterwork small steel shield), touch 10, flat-footed 21

Face/Reach: 5 ft/5 ft

Base Attack: +2/Grapple +8

Attack: Battleaxe +8 melee (1d8+6/x3)

Full Attack: Battleaxe +8 (1d8+6/x3)

Special Attacks: Cursed Wound

Special Qualities: Berserk, construct traits, DR 10/silver, haste, immune to piercing and slashing weapons, magic immunity

Saves: Fort +4, Ref +0, Will +0

Abilities: Str 23, Dex 10, Con --, Int 1, Wis 11, Cha 1

Skills: Climb +8, Jump +8

Feats: Power Attack, Weapon Focus (battleaxe)

Berserk (Ex): A clay halfgolem that takes damage in combat flies into a berserk rage the following round, attacking wildly until either it or its opponent is dead. It gains +4 Strength, +4 Constitution, and –2 AC. A clay half-golem cannot end its berserk state voluntarily. If the clay half-golem is a barbarian, the bonuses and the penalty are cumulative with the barbarian rage class feature.

Cursed Wound (Ex): The damage a clay golem deals doesn’t heal naturally and resists healing spells. A character attempting to cast a conjuration (healing) spell on a creature damaged by a clay golem must succeed on a DC 26 caster level check, or the spell has no effect on the injured character. 
Haste (Su): After it has engaged in at least 1 round of combat on a given day, a clay half-golem can use haste upon itself once during that day as a free action. The effect lasts 3 rounds and is otherwise the same as the spell.

Immunity to Slashing and Piercing (Ex): Slashing and piercing weapons, whether normal or magical, deal no damage to a clay half-golem.

Construct Traits: A halfgolem is immune to mindaffecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects, and any effect that requires a Fortitude save unless it also works on objects. The creature is not subject to critical hits, subdual damage, ability damage, ability drain, energy drain, or death from massive damage. It cannot heal itself but can be healed through repair. It cannot be raised or resurrected. A half-golem has darkvision (60-foot range).

Magic Immunity (Ex): A half-golem is immune to any spell or spell-like ability that allows spell resistance. 

· A move earth spell drives the golem back 120 feet and deals 3d12 points of damage to it. 

· A disintegrate spell slows the golem (as the slow spell) for 1d6 rounds and deals 1d12 points of damage. 

· An earthquake spell cast directly at a clay golem stops it from moving on its next turn and deals 5d10 points of damage. The golem gets no saving throw against any of these effects. 

· Any magical attack against a clay golem that deals acid damage heals 1 point of damage for every 3 points of damage it would otherwise deal. If the amount of healing would cause the golem to exceed its full normal hit points, it gains any excess as temporary hit points. For example, a clay golem hit by the breath weapon of a black dragon heals 7 points of damage if the attack would have dealt 22 points of damage. A clay golem golem gets no saving throw against magical attacks that deal acid damage. 

Harpoon Spider (CR 4) (MM3) (with errata)

Large Aberration 

Hit Dice: 5d8+20 plus 5 (47 hp)

Initiative: +4 

Speed: 40 ft. (8 squares), climb 20 ft. 

Armor Class: 16 (–1 size, +4 Dex, +3 natural), touch 13, flat-footed 12 

[image: image1.wmf]Base Attack/Grapple: +3/+11

Attack: Bite +5 melee (1d8+3 plus poison) or fang +6 ranged (1d4+1 plus harpooning) 

Full Attack: Bite +5 melee (1d8+3 plus poison) or 2 fangs +6 ranged (1d4+1 plus harpooning) 

Space/Reach: 10 ft./5 ft. 

Special Attacks: Harpooning, poison 

Special Qualities: Darkvision 120 ft., evasion, spines, web movement 

Saves: Fort +5, Ref +5, Will +5 

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

Skills: Balance +8, Climb +16, Hide +8, Jump +21, Spot +7, Tumble +11

Feats: Combat Reflexes, Improved 

Toughness, Improved Trip (B)
Alignment: CE

A creature the size of a large horse looms before you. It resembles a spider, except it has ten legs rather than eight, its body is covered with sharp spines, and its eight eyes look like they belong more on a human than a spider face. Two massive mandibles flex slowly, as it glares.

A subterranean creature, the harpoon spider is a lightning fast predator much feared by other denizens of its demesnes.

Close examination reveals that a harpoon spider isn’t a true spider at all, but something far more sinister. It superficially resembles an enormous black widow, except that hundreds of razor-sharp spines cover its body.

Each of its ten legs terminates in a tiny, clawed hand, and its eight eyes are humanlike.

It can extend either of its large mandibles on a long leathery tendril with surprising force. A harpoon spider measures around 8 feet long and weighs nearly 1,400 pounds.

Harpoon spiders are quite intelligent and can often be found nesting with ettercaps and monstrous spiders. Harpoon spiders use these creatures to bolster the defenses of their lair. They have a particularly morbid sense of humor and enjoy playing with their food while it ripens on their spines.

Harpoon spiders speak Common and Undercommon in whispery voices.

COMBAT

A harpoon spider is a hunter, often stalking victims in a large territory around its lair. In combat, it uses its harpoon fangs and Improved Trip feat (see below) to reel in prey, then administers a bite once its opponent has been brought close. If the terrain permits, the spider prefers to attack victims from high vantage points (such as ledges).

Harpooning (Ex): As ranged attacks, a harpoon spider can fire one or two of its fangs up to 20 feet (no range increment).  The spider can fire at two different targets if it chooses. A successful hit deals 1d4+1 points of damage as the harpoon hooks the flesh of the target and immediately exudes a thick, sticky glue. The spider can reel in a harpoon as a free action; treat this as a trip attack (+11 bonus) against any creature attached to the fang. Failure indicates that the harpoon rips free (and deals another 1d4+1 points of damage to the victim). Success indicates that the victim is pulled off its feet and dragged back to the spider, who can immediately make a free bite attack against the victim. A harpoon spider can only pull a creature smaller than itself in this manner. Attempts to retract a creature of its own size or larger automatically cause the fang to rip free as if the trip attack failed. The glue exuded by the spider’s fangs decomposes quickly, and at the end of the spider’s turn the fang automatically detaches.

Poison (Ex): Injury, Fortitude DC 16, initial damage 1d6 Dex, secondary damage 2d6 Dex. The save DC is Constitution-based. 
Spines (Ex): Any creature striking a harpoon spider with its body or a handheld weapon must make a DC 16 Reflex save or take 1d6 points of piercing damage from the spider’s spines. (Creatures wielding reach weapons, such as long spears, are not subject to this damage.) The spines also deal an extra 1d6 points of damage on a successful grapple check (much like armor spikes). The save DC is Dexterity-based.

As a full-round action, a harpoon spider can pick up a Medium or smaller helpless creature with its legs and impale the body on its spines, dealing 2d6 points of piercing damage. The spider can carry up to 2 Medium, 8 Small, 32 Tiny, or 128 Diminutive or smaller creatures in this manner. Harpoon spiders often use this method to carry their next meals.

Web Movement (Ex): Although they cannot spin webs themselves, harpoon spiders can climb around and through webs with ease using their climb speed. They are immune to the effects of the web spell.

Skills: A harpoon spider has a +8 racial bonus on Climb checks and Jump checks, and it can always choose to take 10 on a Climb check, even if rushed or threatened.

Feats: A harpoon spider gains Improved Trip as a bonus feat, even though it does not meet the prerequisites.

APL 6 (EL 10)

[Tactics:  The Cranial Rat Swarm will Mind Blast as many foes as possible.  The Chraal will attempt to use its breath weapon, but will engage in melee if that is more advantageous.  Same also for the dinosaur.  The Topiary Guardian will pounce regardless of the Cranial Rat’s action.  It is immune to the Mind Blast.]

Chraal (CR 6) (MM3) [with Errata]

Large Elemental (Extraplanar, Cold)

Hit Dice: 9d8+45 (85 hp)

Initiative +0

Speed: 40 ft (8 squares)

Armor Class: 21 (-1 size, +8 natural, +4 deflection), touch 13, flat-footed 21

Base Attack/Grapple: +6/+15

Attack: Claw +10 melee (1d8+5 plus 1d6 cold)

Full Attack: 2 Claws +10 melee (1d8+5 plus 1d6 cold) and bite +8 melee (2d6+2 plus 1d6 cold)

Space/Reach: 10 ft/10 ft

Special Attacks: Breath Weapon, death throes, freeze

Special Qualities: Damage Reduction 5/-, darkvision 60 ft, deflecting cold, elemental traits, immunity to cold, vulnerability to fire

Saves: Fort +11, Ref +3, Will +5

Abilities: Str 21, Dex 11, Con 20, Int 9, Wis 10, Cha 14

Skills: Listen +4, Search +3, Spot +4

Feats: Improved Natural Attack (bite), Improved Natural Attack (claw), Iron Will, Multiattack

Alignment: NE

Breath Weapon (Su): 60 ft cone, 3/day, 6d6 cold, Reflex DC 19 half.  The save DC is Constitution-based

Death Throes (Ex):  When killed, a chraal explodes in an immense blast of cold energy that deals 10 points of cold damage and 10 points of piercing damage to anything within 30 feet (Reflex DC 19 half).  The save DC is Constitution-based.

Freeze: A chraal generates so much cold that its mere touch, including all its attacks, deals and additional +1d6 points of cold damage.  Any metallic weapon a chraal might wield in combat also conducts this cold.

Deflecting Cold (Su): The magical cold radiance that shines from the cracks in a chraal’s black ice gives it a measure of defense, providing it with a +4 deflection bonus to Armor Class.

Bloodstriker Dinosaur (CR 6) (MM3) (no errata)

Large Animal

Hit Dice: 9d8+54 (94 hp)

Initiative: +0

Speed: 40 ft (8 squares), burrow 20 ft

Armor Class: 19 (-1 size, +10 natural), touch 9, flat-footed 19

Base Attack/Grapple: +6/+16

Attack: Bite +11 melee (1d8+9 plus 1d6 acid) or Powerful Charge (1d8+9 plus 2d6 plus 1d6 acid)

Full Attack: Bite +11 melee (1d8+9 plus 1d6 acid)

Special Attacks: Blood Squirt

Special Qualities: Caustic Blood, low-light vision, spiked skin

Saves: Fort +11, Ref +6, Will +3

Abilities: Str 22, Dex 11, Con 21, Int 2, Wis 10, Cha 9

Skills: Hide +2*, Listen +2, Spot +8

Feats: Alertness, Powerful Charge (B), Toughness (3)

Alignment: TN

Blood Squirt (Ex): Every 1d4 rounds, a bloodstriker can project a 30-foot line of its acidic blood as a standard action.  Anyone in the area takes 2d6 points of acid damage (Reflex DC 19 half).  The save DC is Constitution Based

Caustic Blood (Ex): Any creature successfully striking a bloodstriker with a melee weapon or natural weapon takes 1d6 points of acid damage from the dinosaur’s highly acidic blood.  Weapons with exceptional reach, such as longspears, do not endanger their users in this way.

Spiked Skin (Ex): A bloodstriker’s thick skin bristles with defensive spikes.  Any creature attacking a bloodstriker with a melee weapon or natural weapon takes 1d8+6 points of piercing and slashing damage from the dinosaur’s barbs.  Weapons with exceptional reach, such as longspears, do not endanger their users in this way.

Skills: *Bloodstrikers gain a +4 racial bonus on Hide checks when they burrow underground to hide.  They lurk just below the surface of the ground with only their eyes and the tops of their heads exposed.

Topiary Guardian, Lion (CR 7) (MM3) (no errata)

Large Plant

Hit Dice: 10d8+40 (85 hp)

Initiative: +2

Speed: 40 ft (8 squares)

Armor Class: 17 (+2 Dex, +6 natural, -1 size), touch 11, flat-footed 15

Base Attack/Grapple: +7/+18

Attack: Claw +13 melee (1d6+7)

Full Attack: 2 Claws +13 melee (1d6+7) and bite +8 melee (1d8+3)

Space/Reach: 10 ft/10 ft

Special Attacks: Improved Grab, merciful, pounce, rake 1d6+3

Special Qualities: Damage Reduction 10/slashing, freeze, low-light vision, plant traits, tremorsense 90 ft, vulnerability to fire.

Saves: Fort +11, Ref +5, Will +3

Abilities: Str 25, Dex 14, Con 18, Int --, Wis 10, Cha 1

Skills: Move Silently +10

Feats: --

Alignment: TN

Improved Grab (Ex):  To use this ability, a lion topiary guardian must hit with its bite attack.  It can then attempt to start a grapple as a free action without provoking attacks of opportunity.  If it wins the grapple check, it establishes a hold and can rake on subsequent rounds.

Pounce (Ex): If a lion topiary guardian charges a foe, it can make a full attack, including two rake attacks.

Rake (Ex): Attack bonus +13 melee, damage 1d6+3

CRANIUM RAT SWARM, AVERAGE PACK (CR 5) (FF) (no errata)

Medium-Size Magical Beast (Extraplanar, Swarm of Diminutive Creatures)

Hit Dice: 12d10+24 (90 hp)

Initiative: +7

Speed: 40 ft., climb 20 ft.

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

Base Attack/Grapple: +12/—

Attack: Swarm

Full Attack: Swarm

Damage: Swarm 3d6

Face/Reach: 5 ft./0 ft.

Special Attacks: Distraction (DC 18), mind blast, spells

Special Qualities: Cold resistance 10, darkvision 60 ft., hive mind, low-light vision, merge swarms, swarm regeneration, swarm traits, telepathy

Saves: Fort +10, Ref +11, Will +8

Abilities: Str 2, Dex 17, Con 14, Int 13, Wis 14, Cha 13

Skills: Climb +19, Listen +19, Spot +19

Feats: Alertness, Combat Casting, Improved Initiative, Iron Will, Spell Penetration

Climate/Terrain: Any land and underground (any Outer Plane)

Organization: Swarm

Alignment: NE

Like ten thousand eyes and ears dispatched to gather secrets for some dark deity of knowledge, cranium rats are everywhere— seeing, hearing, and sharing what they learn in a bizarre hive mind.

An individual cranium rat is almost indistinguishable from a normal rodent, except that a portion of its large brain is exposed and pulses with a soft glow. Singly, the creatures are also virtually identical to normal rats, but they are never encountered singly. A pack of cranium rats has a group mind—and the more rats, the more intelligent the group mind.

An average pack of cranium rats consists of about 150 rats. Cranium rats do not speak, but average and greater packs can communicate telepathically.

Combat

While dangerous and unpleasant, cranium rats are not aggressive creatures. They avoid open attacks in favor of flight or ambushes. Cranium rats use their spells and mind blast ability to soften or incapacitate victims before swarming over them, then they drain their victims’ blood through a hundred tiny wounds.

Mind Blast (Su): This attack is a 60-foot cone. Anyone caught in this cone must succeed on a Will save (DC 17) or be stunned for 3d4 rounds. An average pack can use this ability at will.

Spells: An average pack can cast arcane spells as a 4th-level sorcerer (spells/day 6/7/3; spells known 6/3/1; save DC 11 + spell level). A typical spells known list: 0—daze, detect magic, flare, mage hand, electric jolt, prestidigitation; 1st—benign transposition (SpC), expeditious retreat, magic missile; 2nd—Blast of Force (SpC). 

Hive Mind (Ex): A cranium rat swarm has a hive mind, which makes it susceptible to mind-affecting spells. For purposes of such spells, the swarm is a single creature of the magical beast type. 

Merge Swarms (Ex): Two lesser cranium rat packs can move into the same space and merge into a single swarm, becoming an average pack. Likewise, two average packs can merge together into a greater pack. Merging in this fashion is a full-round action.

Swarm Regeneration (Ex): When an average pack is reduced to 0 hp, it becomes a lesser pack. When a lesser pack is reduced to 0 hp, it is destroyed. This transformation is instantaneous.

Telepathy (Su): An average pack of cranium rats can communicate telepathically with any creature within 80 feet that has a language.

Skills: Cranium rat swarms have a +8 racial bonus on

Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.

[If the above Average Pack is reduced to 0 points…]

CRANIUM RAT SWARM, LESSER PACK (FF) (no errata)

Medium-Size Magical Beast (Extraplanar, Swarm of Diminutive Creatures)

Hit Dice: 6d10+12 (45 hp)

Initiative: +3

Speed: 40 ft., climb 20 ft.

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

Base Attack/Grapple: +6/—

Attack: Swarm

Full Attack: Swarm

Damage: Swarm 2d6

Face/Reach: 5 ft./0 ft.

Special Attacks: Distraction (DC 15), mind blast

Special Qualities: Darkvision 60 ft., hive mind, low-light vision, merge swarms, swarm traits

Saves: Fort +7, Ref +8, Will +6

Abilities: Str 2, Dex 17, Con 14, Int 9, Wis 14, Cha 13

Skills: Climb +4, Listen +9, Spot +8

Feats: Alertness, Combat Casting, Iron Will 

Alignment: NE

A lesser pack of cranium rats consists of about 75 rats.

Combat

While more limited than the larger packs in what they can do, lesser packs still set up effective ambushes and utilize their mind blast ability to great advantage.

Mind Blast (Su): This attack is a 60-foot cone. Anyone caught in this cone must succeed on a Will save (DC 14) or be stunned for 3d4 rounds. A lesser cranium rat pack can use this power every 2 rounds.

Hive Mind (Ex): A cranium rat swarm has a hive mind, which makes it susceptible to mind-affecting spells. For purposes of such spells, the swarm is a single creature of the magical beast type.

Merge Swarms (Ex): Two lesser cranium rat packs can move into the same space and merge into a single swarm, becoming an average pack. Likewise, two average packs can merge together into a greater pack. Merging in this fashion is a full round action.

Skills: Cranium rat swarms have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.

APL 8 (EL 12)

[Tactics: Naga will cast Sonic Weapon on Redcap’s Scythe.]

Feytouched Chraal (CR 7) (MM3) [with Errata]

Large Elemental (Extraplanar, Cold)

Hit Dice: 9d8+45 (85 hp)

Initiative +0

Speed: 40 ft (8 squares), fly 80 ft (good)

Armor Class: 21 (-1 size, +8 natural, +4 deflection), touch 13, flat-footed 21

Base Attack/Grapple: +6/+15

Attack: Claw +10 melee (1d8+5 plus 1d6 cold)

Full Attack: 2 Claws +10 melee (1d8+5 plus 1d6 cold) and bite +8 melee (2d6+2 plus 1d6 cold)

Space/Reach: 10 ft/10 ft

Special Attacks: Breath Weapon, death throes, freeze, spell-like abilities

Special Qualities: Damage Reduction 5/-, darkvision 60 ft, deflecting cold, elemental traits, immunity to cold, vulnerability to fire, immunity to enchantment

Saves: Fort +11, Ref +3, Will +6

Abilities: Str 21, Dex 11, Con 20, Int 9, Wis 12, Cha 16

Skills: Listen +4, Search +3, Spot +4

Feats: Improved Natural Attack (bite), Improved Natural Attack (claw), Iron Will, Multiattack

Alignment: NE

Breath Weapon (Su): 60 ft cone, 3/day, 6d6 cold, Reflex DC 19 half.  The save DC is Constitution-based

Death Throes (Ex):  When killed, a chraal explodes in an immense blast of cold energy that deals 10 points of cold damage and 10 points of piercing damage to anything within 30 feet (Reflex DC 19 half).  The save DC is Constitution-based.

Freeze: A chraal generates so much cold that its mere touch, including all its attacks, deals and additional +1d6 points of cold damage.  Any metallic weapon a chraal might weild in combat also conducts this cold.

Deflecting Cold (Su): The magical cold radiance that shines from the cracks in a chraal’s black ice gives it a measure of defense, providing it with a +4 deflection bonus to Armor Class.

Wings (Ex): A feytouched/half-fey grows insectlike wings (usually butterfly-type), which she may use to fly at up to double her base land speed with good maneuverability.

Spell-Like Abilities: Charm person (DC 14 Will save) at will, glitterdust (DC 15 Will partial) 1/day, hypnotism (DC 14 Will save) 1/day, Detect law 3/day, enthrall (DC 15 Will save) Protection from law 3/day, Confusion (DC 17 Will save), Eyebite (DC 19 Fort save)

Wendigo Dire Snake (CR 7) (MM2) (with errata)

Huge Fey (Cold)

Hit Dice: 7d6+38 (56 hp)

Initiative: +5

Base Attack/Grapple: +5/+22

Speed: Fly 120 ft (perfect)

AC: 19 (-2 size, +5 Dex, +5 natural, +1 deflection), touch 14, flat-footed 14

Attack: Bite +12 Melee (2d6+10/18-20x3 plus poison plus disease plus wounding)

Full Attack: Bite +12 Melee (2d6+10/18-20x3 plus poison plus disease plus wounding)

Space/Reach: 15 ft/10 ft

Special Attacks: Constrict 1d6+12, improved grab, poison, Disease, Maddening Whispers

Special Qualities: Low-light vision, scent

Saves: Fort +8, Ref +10, Will +7

Abilities: Str 28, Dex 28, Con 20, Int 1, Wis 15, Cha 15

Skills: Balance +18, Climb +15, Hide +18, Listen +9, Spot +9, Move Silently +17, Survival +10

Feats: Alertness, Endurance, Toughness

Alignment: CE

Constrict (Ex): With a successful grapple check, a dire snake can constrict a grabbed opponent, dealing 1d8 points of bludgeoning damage.

Poison (Ex): A dire snake delivers its poison (Fortitude save DC 16) with each successful bite attack.  The initial and secondary damage is the same.  (1d6 points of Constitution Damage)

Improved Grab (Ex): If a dire snake hits an opponent that is at least one size category smaller than itself with a bite attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus +20).  If it gets a hold, it can also constrict in the same round.  Thereafter the dire snake has the option to conduct the grapple normally, or simply use it’s jaws to hold the opponent (-20 penalty on grapple check, but the dire snake is not considered grappled).  In either case, each successful grapple check it makes during successive rounds automatically deals bite and constrict damage.

Scent (Ex): A dire snake can detect approaching enemies, sniff out hidden foes, and track by sense of smell

Skills: A dire snake receives a +4 racial bonus on Hide, Listen and Spot checks, and a +8 racial bonus on Balance checks.

Skills: A wendigo gains a +8 racial bonus on Hide, Move Silently and Survival checks.

Regeneration 5 (Ex): Fire deals normal damage to a wendigo.

Wind Walk (Su): A wendigo can wind walk at will, transforming from physical form to incorporeal for or back again as a move action.

Disease (Su): Any creature hit by a wendigo’s bite attack must succeed on a Fortitude save (DC 10 + ½ wendigo’s HD + wendigo’s Con modifier = 18) or become infected with the wendigo’s hunger.  The incubation period is 1d3 days, and the disease deals 1d3 points of Wisdom damage.  Additionally, each day that a victim takes Wisdom damage from the disease, he must succeed on a Will save (DC 10 + ½ wendigo’s HD + wendigo’s Cha modifier = 18) or become overwhelmed with an insatiable hunger for the flesh of it’s own race.  The victim stalks and tries to kill the closest member of its own race; if it does do, it feeds on the victim’s body and then returns home with no memory of the tragic event.  If a victim of this hunger is reduced to a Wisdom score of 0, he transforms into a wendigo immediately and races off into the night sky at such speed that his feet burn away into bloody, charred stumps.

Maddening Whispers (Su): A wendigo may use its maddening whispers on any one target within 120 feet once per day.  The wendigo may use this ability while wind walking.  Only the chosen victim can hear the insane whispers and invitations of the wendigo.  The victim must make a successful Will save (DC 10 + ½ wendigo’s HD + wendigo’s Cha modifier = 18) or take 1d3 points of Wisdom damage.  Typically, a wendigo stalks a chosen victim for days, wearing down the victim’s Wisdom score until it attacks at attempts to bring down its disease upon the poor soul.  A wendigo will stop stalking a target that resists the maddening whispers for more than three days and fly off to seek easier prey.

Ravenous Bite (Ex): A wendigo threatens a critical on a natural roll of 18-20 when attacking with its bite, and deals triple damage on a successful critical hit.  A wound resulting from a critical hit bleeds for an additional 3 points of damage per round thereafter.  Multiple wounds from such attacks result in cumulative bleeding loss (two wounds for 6 points of damage per round, and so on).  The bleeding can be stopped only by a successful Heal check (DC 10) or the application of any cure spell or other healing spell (heal, healing circle, or the like).

WEB GOLEM (MM3) (CR 7) 

Large Construct

Hit Dice: 11d10+30 (90 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 20 (–1 size, +3 Dex, +8 natural), touch 12, flat-footed 17

Base Attack/Grapple: +8/+17

Attack: Slam +12 melee (2d10+5)

Full Attack: 2 slams +12 melee (2d10+5) and bite +7 melee (1d6+2 plus poison)

Space/Reach: 10 ft./10 ft.

Special Attacks: Poison, web

[image: image2.wmf]Special Qualities: Adhesive, construct traits, damage reduction 10/adamantine, darkvision 60 ft., fast healing 5, immunity to magic, low-light vision, spider climb, vulnerability to fire

Saves: Fort +3, Ref +6, Will +3

Abilities: Str 20, Dex 17, Con —, Int —, Wis 11, Cha 1

Skills: Hide –1*

Feats: —

Alignment: TN

This vaguely humanoid-shaped creature is composed entirely of webs, except for its eight  spiderlike eyes and sharp mandibles.

A web golem is a construct entirely composed of thick layers of spider webbing. The body is only the roughest shape of a humanoid, with two arms, two legs, and a stumpy head, but little definition.  Its long, powerful arms can reach up to 15 feet. The golem has eight multi faceted eyes and the poisonous fangs of a giant spider.

A web golem stands roughly 8 feet tall, and despite the gossamer nature of its webbing weighs 500 pounds.

A web golem cannot speak and gives off no discernable scent.

Combat

Like a spider, a web golem lurks on high ceilings out of reach of its prey, catching as many opponents as possible in its webs before descending to finish them off.

Poison (Ex): Bite, Fortitude DC 15; initial and secondary damage 1d6 Str. The save DC is Constitution-based.

Web (Sp): A web golem can use a web effect, as the spell (DC 13), three times per day.  Caster level 10th.

Adhesive (Ex): A web golem is extremely sticky.  Anyone who makes an unsuccessful melee attack against a web golem must succeed on a DC 20 Reflex save, or the attacker’s weapon sticks to the web golem and is yanked out of the wielder’s grasp. Creatures using natural weapons are automatically grappled if they fail the save. Pulling a stuck weapon or limb loose from a web golem requires a DC 20 Strength check. The save DC and check DC are Strength-based.

Immunity to Magic (Ex): A web golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells function differently against the creature, as noted below.

· A grease spell slows it (as the slow spell) for 2d6 rounds, with no saving throw.

· A web golem’s movement is not inhibited by a web spell.

Spider Climb (Su): A web golem has a continuous spider climb ability, as the spell.

Skills: *A web golem’s body allows it to blend in extremely effectively when hiding among other giant spider webs, conferring a +15 circumstance bonus on Hide checks.

Water Naga (Core) (CR 7)

Large Aberration (Aquatic)

Hit Dice: 
7d8+28 (59 hp)

Initiative: 
+1

Speed: 
30 ft. (6 squares), swim 50 ft.

Armor Class: 
15 (-1 size, +1 Dex, +5 natural), touch 10, flat-footed 14

Base Attack/Grapple: 
+5/+12

Attack: 
Bite +7 melee (2d6+4 plus poison)

Full Attack: 
Bite +7 melee (2d6+4 plus poison)

Space/Reach: 
10 ft./5 ft.

Special Attacks: 
Poison, spells

Special Qualities: 
Darkvision 60 ft.

Saves: 
Fort +6, Ref +5, Will +8

Abilities: 
Str 16, Dex 13, Con 18, Int 10, Wis 17, Cha 15

Skills: 
Concentration +12, Listen +7, Spellcraft +8, Spot +7, Swim +11

Feats: 
Alertness, Combat Casting, Eschew Materials(B), Lightning Reflexes

Alignment: 
TN

Water nagas speak Aquan and Common.

Poison (Ex): Injury, Fortitude DC 17, initial and secondary damage 1d8 Con. The save DC is Constitution-based.

Spells:  Water nagas cast spells as 7th-level sorcerers but never use fire spells.

Sorcerer Spells Known (6/7/7/4; save DC 12 + spell level)

0- Acid Splash, Daze, Detect Magic, Light, Mage Hand, Open/Close, Read Magic

1- Magic Missile, True Strike, Persistent Blade (SpC), Ray of Clumsiness (SpC), Babau Slime (SpC)

2- Sonic Weapon (SpC), Earthbind (SpC), Invisibility

3- Snake’s Swiftness (Mass) (SpC), Repair Serious Damage (SpC)

Skills: A water naga has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.

Elder Redcap (CR 7) (MM3)

Small Fey

Hit Dice: 12d6+72 (114 hp)

Initiative: +9

Speed: 30 ft (6 squares)

AC: 21 (+1 size, +5 Dex, +5 natural), touch 16, flat-footed 16

Base Attack/Grapple: +6/+12

Attack: Medium scythe +11 melee (2d4+13/x4)* or Medium sling +13 ranged (1d6+7)

Full Attack: Medium scythe +11 melee (2d4+13/x4)* or Medium sling +13 ranged (1d6+7)

Face/Reach: 5 ft/5 ft

Special Attacks: Eldritch stone, powerful build

Special Qualities: Damage Reduction 10/cold iron, low-light vision

Saves: Fort +10, Ref +13, Will +9

Abilities: Str 22, Dex 21, Con 22, Int 11, Wis 12, Cha 13

Skills: Hide +24, Intimidate +16, Listen +18, Move Silently +20, Spot +18, Survival +16

Feats: Alertness, Cleave, Improved Initiative, Power Attack, Track

Alignment: CE

*Attacks already include Power Attack adjustment.

Eldritch Stone (Su):  Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).

Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if it were one size category larger.  Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (such as during grapple checks, bull rush attempts and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it.  A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it.  A redcap can use weapons designed for a creature one size larger without penalty.  However, it’s space and reach remain those of a creature of it’s actual size.  The benefits of this characteristic stack with the effects of powers, abilities and spells that change the subject’s size category.

APL 10 (EL 14)

[Tactics:  The Immoth will use it’s Brilliant Blade ice rune on the Troll’s greatclub, then cast Haste on his allies.  Everybody else will charge.  Thereafter, the Immoth will either try to cast Brilliant Blade on his allies or use his ranged spells to hurt the party.]

Immoth Sorcerer [+1 level of Sorcerer] (CR 10) (MM2) (with errata)

Large Elemental (Air, Cold, Water)

Hite Dice: 10d8+40+1d4+4 (91 hp)

Initiative: +3

Base Attack/Grapple: +9/+17

Speed: 30 ft, fly 30 ft (perfect), swim 30 ft

AC: 18 (-1 size, +3 Dex, +6 natural), touch 12, flat-footed 15

Attacks: 2 claws +10 melee (1d4+4 plus 1d6 cold), tail slap +5 melee (1d6+2 plus 1d6 cold plus poison)

Face/Reach: 10ft/10ft

Special Attacks: Ice Runes, poison, spells

Special Qualities: Cold subtype, Damage Reduction 10/magic and bludgeoning, elemental traits, icewalking, SR 23, darkvision (60 ft)

Saves: Fort +11, Ref +10, Will +6

Abilities: Str 18, Dex 16, Con 19, Int 14, Wis 13, Cha 21 (25)

Skills:  Climb +17, Hide +12, Jump +17, Spot +14, Swim +12, Concentration +6

Feats: Cleave, Combat Casting, Combat Reflexes, Power Attack

Alignment: TN

Languages: Aquan, Auran, Common

Ice Runes (Sp): Any spell an immoth has prepared can be inscribed on an ice nugget.  The creature can trigger the spell contained in such an ice rune as a free action.  An ice rune remains magical until triggered by the immoth.  Each has at least 3d4+2 ice runes embedded on its body.

Poison (Ex): An immoth delivers its freezing venom (Fortitude save DC 19) with each successful tail attack.  The initial damage is paralysis (1d6+2 rounds) and the secondary damage is 1 point of Intelligence drain per round of paralysis.

Spells: An immoth can cast arcane spells as a 12-th level sorcerer… It cannot cast spells with the fire descriptor. [Additional Level makes this a 13th level sorcerer]

Cold Subtype (Ex): A creature with the cold subtype has immunity to cold. It has vulnerability to fire, which means it takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure. 

Elemental Traits (Ex): An immoth is immune to poison, sleep, paralysis and stunning.  It is not subject to critical hits or flanking and it cannot be raised or resurrected.  

Icewalking (Ex): This ability works like the spider climb spells, except that it applies to all icy surfaces and is always active.

Ice Runes: 10: Brilliant Blade, Reciprocal Gyre, Sword of Deception, Force Missiles, Protection from Energy, Protection from Energy, True Strike, True Strike, Magic Missile, Magic Missile

Equipment: Cloak of Charisma +4

Spells Per Day: (DC 17 + Spell Level): 6/8/8/8/7/7/5

Known:

0: Read Magic, Flare, Light, Ray of Frost, Touch of Fatigue, Acid Splash, Mage Hand, Prestidigitation, Repair Minor Damage

1: Ray of Enfeeblement, Backbiter, Magic Missile, True Strike, Critical Strike (swift)

2: Spectral Hand, Ice Knife, See Invisibility, Mindless Rage, Touch of Idiocy

3: Haste, Mind Poison, Unluck, Protection from Energy

4: Phantasmal Killer, Sword of Deception, Force Missiles, Burning Blood

5: Wrack, Reciprocal Gyre, Cone of Cold

6: Brilliant Blade, Anticipate Teleport (Greater)

Precast: Anticipate Teleport (Greater), Protection from Energy (Fire)

Wendigo Bearhound (CR 9) (Bearhound – MM3, Wendigo - FF) (with errata)

Large Fey

Hit Dice: 10d6+20 (103 hp)

Initiative: +2

Speed: Fly 120 ft (perfect)

Armor Class: 27 (-1 size, +6 Dex, +11 natural, +1 deflection), touch 16, flat-footed 21

Base Attack/Grapple: +10/+22

Attack: Bite +20 melee (1d8+11/18-20x3 plus poison plus disease plus wounding)

Full Attack: Bite +20 melee (1d8+11/18-20x3 plus poison plus disease plus wounding)

Space/Reach: 10 ft/5 ft

Special Attacks: Enchanted natural weapons, trip, disease, maddening whispers, Ravenous Bite

Special Qualities: Darkvision 60 ft, low-light vision, cold resistance 10, scent, trackless step, wild empathy, Regeneration 5

Saves: Fort +12, Ref +9, Will +6

Abilities: Str 31, Dex 23, Con 25, Int 16, Wis 16, Cha 16

Skills: Hide +25, Knowledge (nature) +16, Listen +17, Move Silently +16, Spot +17, Survival +27 (+29 in aboveground natural environments)

Feats: Alertness, Power Attack, Skill Focus (Survival), Stealthy, Track

Alignment: CE

Languages: Command, Sylvan

Enchanted Natural Weapons (Su): A bearhound gains a +1 enhancement bonus on attack and damage rolls with all its natural weapons.

Trip (Ex): A bearhound that hits with a bite attack can attempt to trip its opponent (+12 check modifier) as a free action without having to make a touch attack or provoke an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the bearhound.

Trackless Step (Ex): A bearhound leaves no trail in natural surroundings and cannot be tracked.  It can choose to leave a trail if so desired.

Wild Empathy (Ex): A bearhound has a +11 wild empathy check.

Skills: A wendigo gains a +8 racial bonus on Hide, Move Silently and Survival checks.

Regeneration 5 (Ex): Fire deals normal damage to a wendigo.

Wind Walk (Su): A wendigo can wind walk at will, transforming from physical form to incorporeal for or back again as a move action.

Disease (Su): Any creature hit by a wendigo’s bite attack must succeed on a Fortitude save (DC 10 + ½ wendigo’s HD + wendigo’s Con modifier = 22) or become infected with the wendigo’s hunger.  The incubation period is 1d3 days, and the disease deals 1d3 points of Wisdom damage.  Additionally, each day that a victim takes Wisdom damage from the disease, he must succeed on a Will save (DC 10 + ½ wendigo’s HD + wendigo’s Cha modifier = 18) or become overwhelmed with an insatiable hunger for the flesh of it’s own race.  The victim stalks and tries to kill the closest member of its own race; if it does do, it feeds on the victim’s body and then returns home with no memory of the tragic event.  If a victim of this hunger is reduced to a Wisdom score of 0, he transforms into a wendigo immediately and races off into the night sky at such speed that his feet burn away into bloody, charred stumps.

Maddening Whispers (Su): A wendigo may use its maddening whispers on any one target within 120 feet once per day.  The wendigo may use this ability while wind walking.  Only the chosen victim can hear the insane whispers and invitations of the wendigo.  The victim must make a successful Will save (DC 10 + ½ wendigo’s HD + wendigo’s Cha modifier = 18) or take 1d3 points of Wisdom damage.  Typically, a wendigo stalks a chosen victim for days, wearing down the victim’s Wisdom score until it attacks at attempts to bring down its disease upon the poor soul.  A wendigo will stop stalking a target that resists the maddening whispers for more than three days and fly off to seek easier prey.

Ravenous Bite (Ex): A wendigo threatens a critical on a natural roll of 18-20 when attacking with its bite, and deals triple damage on a successful critical hit.  A wound resulting from a critical hit bleeds for an additional 3 points of damage per round thereafter.  Multiple wounds from such attacks result in cumulative bleeding loss (two wounds for 6 points of damage per round, and so on).  The bleeding can be stopped only by a successful Heal check (DC 10) or the application of any cure spell or other healing spell (heal, healing circle, or the like).

Ironclad Mauler (CR 9) (MM3) (with errata)

Large Magical Beast

Hit Dice: 15d10+75 (157 hp)

Initiative: +1

Speed: 40 (8 squares)

Armor Class: 22 (-1 size, +1 Dex, +7 natural, +5 armor), touch 10, flat-footed 21

Base Attack/Grapple: +15/+30

Attack: Claw +26 melee (2d6+11)

Full Attack: 2 Claws +26 melee (2d6+11) and bite +20 melee (4d6+5)

Space/Reach: 10ft/5ft (claws up to 10 ft)

Special Attacks: Improved Grab, sickening Aura, trample 2d6+11

Special Qualities: Darkvision 60 ft, grafted armor, light fortification, low-light vision

Saves: Fort +14, Ref +10, Will +6

Abilities: Str 33, Dex 13, Con 21, Int 2, Wis 12, Cha 10

Skills: Listen +10, Spot +10

Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw)

Alignmnet: NE

Improved Grab (Ex): To use this ability, an ironclad mauler must hit with a claw attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Sickening Aura (Su): An ironclad mauler is surrounded by a field of negative energy.  Any creature that comes within 10 feet of an ironclad mauler must make a DC 22 Fortitude save or become sickened.  This condition lasts for 1 hour.  A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  Undead and constructs are immune to this aura.  The save is Constitution-based.

Trample (Ex): Reflex half DC 28.  The save DC is Strength-based

Grafted Armor: Ironclad maulers wear armopr that has been magically grafted to their forms.  This armor provides significant protection in combat, but imposes no maximum Dexterity bonus, no movement penalty and no arcane spell failure chance.  Other creatures, even other ironclad mailers, cannot wear an ironclad mauler’s armor.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.  Anytime an ironclad mauler is hit by a critical hit or a sneak attack, it has a 25% chance to resist the extra damage.

Mivilorn (CR 11) (MM 3) (no errata)

Huge Magical Beast (Chaotic, Extraplanar)

Hit Dice: 24d10+192 (324 hp)

Initiative: +1

Speed: 40 ft (8 squares)

Armor Class: 21 (-2 size, +1 Dex, +12 natural), touch 9, flat-footed 20

Base Attack/Grapple: +24/+42

Attack: Bite +17 melee (4d6+30/19-20 plus 2d4 acid)*

Full Attack: Bite +17 melee (4d6+30/19-20 plus 2d4 acid)*

Space/Reach: 15 ft/15 ft

Special Attacks: Breath Weapon, charging bite, improved grab, swallow whole

Special Qualities: Darkvision 60 ft, low-light vision, scent, Spell Resistance 17

Saves: Fort +22, Ref +15, Will +10

Abilities: Str 31, Dex 13, Con 26, Int 4, Wis 14, Cha 11

Skills: Intimidate +10l, Listen +7, Spot +12, Survival +9

Feats: Alertness, Die Hard, Endurance, Improved Bull Rush, Improved Critical (bite), Improved Overrun, Power Attack, Skill Focus (Listen), Track

Alignment: CN

* Attacks already include a 15 point power attack adjustment.

A mivilorn’s natural weapons are treated as chaotic-aligned for the purpose of overcoming damage reduction.

Breath Weapon (Su):  3/day – As a free action, a mivilorn can spew out digestive acid on its opponents.  This breath weapon is a 15-foot cone and it deals 5d4 points of acid damage to any caught in the area (Reflex DC 23 half).  The save DC is Dexterity-based.

Charging Bite (Ex): When charging, a mivilorn opens its expansive mouth to its fullest width in order to swallow one or more opponents whole.  If a mivilorn succeeds on a bite attack, the victim must make a DC 23 Reflex save to avoid being scooped into the creature’s expanded, open mouth.  A mivilorn can scoop up a single Large creature, or two creatures of Medium or smaller size in the same attack if they are adjacent.  In the latter case, the mivilorn makes one attack roll against the opponent with the higher AC.  If the creature hits, both opponents take bite damage and each gets its own Reflex save to avoid being trapped in the toothy cage.  The save DC is Dexterity-based.

Improved Grab (Ex): In order to swallow an opponent without charging, a mivilorn must hit a Large or smaller opponent with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can try to swallow the foe the following round.

Swallow Whole (Ex): A swallowed creature automatically takes 6d4 points of bite damage every round in addition to the maximum damage from the mivilorn’s acid attack (8 points).  A mivilorn spews out any creature or creatures that succeed in dealing a total of 40 points of damage to its mouth (which has damage reduction 15/bludgeoning and an AC of 16).  Trapped creatures may only use light melee weapons.  After 3 rounds of chewing on an opponent, the mivilorn attempt to grapple and swallow the creature a second time.

Mountain Troll (MM3) (CR 10)

Huge Giant

Hit Dice: 15d8+150 (217 hp)

Initiative: +1

Speed: 30 ft (6 squares)

Armor Class: 22 (-2 size, +13 natural, +1 dex), touch 9, flat-footed 21

Base Attack/Grapple: +11/+31

Attack: Greatclub +16 melee (3d8+28)

Full Attack: Greatclub +16/+11/+6 melee (3d8+28) and bite (1d8+11) or 2 claws +16 melee (1d8+17) and bite +11 melee (1d8+11)*

Space/Reach: 15 ft/15 ft

Special Attacks: Knockdown

Special Qualities: Darkvision 90 ft, fast healing 9, low-light vision, scent stability

Saves: Fort +19, Ref +6, Will +7

Abilities: Str 35, Dex 12, Con 31, Int 6, Wis 11, Cha 6

Skills: Hide -7 (+1 in mountain settings), Listen +11, Spot +11

Feats: Alertness, Awesome Blow, Cleave, Improved Bull Rush, Iron Will, Power Attack

Alignment: CE

Language: Giant

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent as a free action without making a touch attack or provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex): Mountain trolls are exceptionally stable on their feet.  A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground (but not when climbing, flying, riding or otherwise not standing firmly on the ground).

*Attacks include a 5 point power attack

APL 10 Advanced (EL 16): 

[Tactics:  The Immoth will use it’s Brilliant Blade ice rune on the Troll’s greatclub, then cast Haste on his allies.  Everybody else will charge.  Thereafter, the Immoth will either try to cast Brilliant Blade on his allies or use his ranged spells to hurt the party.]

Immoth Sorcerer [+2 level of Sorcerer] (CR 11) (MM2) (with errata)

Large Elemental (Air, Cold, Water)

Hite Dice: 10d8+40+2d4+8 (97 hp)

Initiative: +3

Base Attack/Grapple: +10/+18

Speed: 30 ft, fly 30 ft (perfect), swim 30 ft

AC: 18 (-1 size, +3 Dex, +6 natural), touch 12, flat-footed 15

Attacks: 2 claws +11 melee (1d4+4 plus 1d6 cold), tail slap +6 melee (1d6+2 plus 1d6 cold plus poison)

Face/Reach: 10ft/10ft

Special Attacks: Ice Runes, poison, spells

Special Qualities: Cold subtype, Damage Reduction 10/magic and bludgeoning, elemental traits, icewalking, SR 23, darkvision (60 ft)

Saves: Fort +11, Ref +10, Will +7

Abilities: Str 18, Dex 16, Con 19, Int 14, Wis 13, Cha 21 (27)

Skills:  Climb +17, Hide +12, Jump +17, Spot +14, Swim +12, Concentration +12

Feats: Cleave, Combat Casting, Combat Reflexes, Power Attack

Alignment: TN

Languages: Aquan, Auran, Common

Ice Runes (Sp): Any spell an immoth has prepared can be inscribed on an ice nugget.  The creature can trigger the spell contained in such an ice rune as a free action.  An ice rune remains magical until triggered by the immoth.  Each has at least 3d4+2 ice runes embedded on its body.

Poison (Ex): An immoth delivers its freezing venom (Fortitude save DC 19) with each successful tail attack.  The initial damage is paralysis (1d6+2 rounds) and the secondary damage is 1 point of Intelligence drain per round of paralysis.

Spells: An immoth can cast arcane spells as a 12th level sorcerer… It cannot cast spells with the fire descriptor.

Cold Subtype (Ex): A creature with the cold subtype has immunity to cold. It has vulnerability to fire, which means it takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure. 

Elemental Traits (Ex): An immoth is immune to poison, sleep, paralysis and stunning.  It is not subject to critical hits or flanking and it cannot be raised or resurrected.  

Icewalking (Ex): This ability works like the spider climb spells, except that it applies to all icy surfaces and is always active.

Ice Runes: 10: Brilliant Blade, Reciprocal Gyre, Sword of Deception, Force Missiles, Protection from Energy, Protection from Energy, True Strike, True Strike, Magic Missile, Magic Missile

Equipment: Cloak of Charisma +6

Spells Per Day: (DC 18 + Spell Level): 6/8/8/8/7/7/6/4

Known (9/5/5/4/4/3/2):

0: Read Magic, Flare, Light, Ray of Frost, Touch of Fatigue, Acid Splash, Mage Hand, Prestidigitation, Repair Minor Damage

1: Ray of Enfeeblement, Backbiter, Magic Missile, True Strike, Critical Strike (swift)

2: Spectral Hand, Ice Knife, See Invisibility, Mindless Rage, Touch of Idiocy

3: Haste, Mind Poison, Unluck, Protection from Energy

4: Phantasmal Killer, Sword of Deception, Force Missiles, Burning Blood

5: Wrack, Reciprocal Gyre, Cone of Cold

6: Brilliant Blade, Anticipate Teleport (Greater)

7: Transfix

Precast: Anticipate Teleport (Greater), Protection from Energy (Fire)

Wendigo Bearhound (CR 9) (Bearhound – MM3, Wendigo - FF) (with errata)

Large Fey

Hit Dice: 10d6+20 (103 hp)

Initiative: +2

Speed: Fly 120 ft (perfect)

Armor Class: 27 (-1 size, +6 Dex, +11 natural, +1 deflection), touch 16, flat-footed 21

Base Attack/Grapple: +10/+22

Attack: Bite +20 melee (1d8+11/18-20x3 plus poison plus disease plus wounding)

Full Attack: Bite +20 melee (1d8+11/18-20x3 plus poison plus disease plus wounding)

Space/Reach: 10 ft/5 ft

Special Attacks: Enchanted natural weapons, trip, disease, maddening whispers, Ravenous Bite

Special Qualities: Darkvision 60 ft, low-light vision, cold resistance 10, scent, trackless step, wild empathy, Regeneration 5

Saves: Fort +12, Ref +9, Will +6

Abilities: Str 31, Dex 23, Con 25, Int 16, Wis 16, Cha 16

Skills: Hide +25, Knowledge (nature) +16, Listen +17, Move Silently +16, Spot +17, Survival +27 (+29 in aboveground natural environments)

Feats: Alertness, Power Attack, Skill Focus (Survival), Stealthy, Track

Alignment: CE

Languages: Command, Sylvan

Enchanted Natural Weapons (Su): A bearhound gains a +1 enhancement bonus on attack and damage rolls with all its natural weapons.

Trip (Ex): A bearhound that hits with a bite attack can attempt to trip its opponent (+12 check modifier) as a free action without having to make a touch attack or provoke an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the bearhound.

Trackless Step (Ex): A bearhound leaves no trail in natural surroundings and cannot be tracked.  It can choose to leave a trail if so desired.

Wild Empathy (Ex): A bearhound has a +11 wild empathy check.

Skills: A wendigo gains a +8 racial bonus on Hide, Move Silently and Survival checks.

Regeneration 5 (Ex): Fire deals normal damage to a wendigo.

Wind Walk (Su): A wendigo can wind walk at will, transforming from physical form to incorporeal for or back again as a move action.

Disease (Su): Any creature hit by a wendigo’s bite attack must succeed on a Fortitude save (DC 10 + ½ wendigo’s HD + wendigo’s Con modifier = 22) or become infected with the wendigo’s hunger.  The incubation period is 1d3 days, and the disease deals 1d3 points of Wisdom damage.  Additionally, each day that a victim takes Wisdom damage from the disease, he must succeed on a Will save (DC 10 + ½ wendigo’s HD + wendigo’s Cha modifier = 18) or become overwhelmed with an insatiable hunger for the flesh of it’s own race.  The victim stalks and tries to kill the closest member of its own race; if it does so, it feeds on the victim’s body and then returns home with no memory of the tragic event.  If a victim of this hunger is reduced to a Wisdom score of 0, he transforms into a wendigo immediately and races off into the night sky at such speed that his feet burn away into bloody, charred stumps.

Maddening Whispers (Su): A wendigo may use its maddening whispers on any one target within 120 feet once per day.  The wendigo may use this ability while wind walking.  Only the chosen victim can hear the insane whispers and invitations of the wendigo.  The victim must make a successful Will save (DC 10 + ½ wendigo’s HD + wendigo’s Cha modifier = 18) or take 1d3 points of Wisdom damage.  Typically, a wendigo stalks a chosen victim for days, wearing down the victim’s Wisdom score until it attacks at attempts to bring down its disease upon the poor soul.  A wendigo will stop stalking a target that resists the maddening whispers for more than three days and fly off to seek easier prey.

Ravenous Bite (Ex): A wendigo threatens a critical on a natural roll of 18-20 when attacking with its bite, and deals triple damage on a successful critical hit.  A wound resulting from a critical hit bleeds for an additional 3 points of damage per round thereafter.  Multiple wounds from such attacks result in cumulative bleeding loss (two wounds for 6 points of damage per round, and so on).  The bleeding can be stopped only by a successful Heal check (DC 10) or the application of any cure spell or other healing spell (heal, healing circle, or the like).

Spellwarped Ironclad Mauler (CR 11) (MM3) (with errata)

Large Abberation

Hit Dice: 15d10+105 (187 hp)

Initiative: +1

Speed: 40 (8 squares)

Armor Class: 25 (-1 size, +2 Dex, +9 natural, +5 armor), touch 11, flat-footed 23

Base Attack/Grapple: +15/+30

Attack: Claw +26 melee (2d6+12)

Full Attack: 2 Claws +28 melee (2d6+13) and bite +20 melee (4d6+7)

Space/Reach: 10ft/5ft (claws up to 10 ft)

Special Attacks: Improved Grab, sickening Aura, trample 2d6+13

Special Qualities: Darkvision 60 ft, grafted armor, light fortification, low-light vision, SR 26, spell absorption

Saves: Fort +16, Ref +11, Will +6

Abilities: Str 37, Dex 15, Con 25, Int 6, Wis 12, Cha 10

Skills: Listen +10, Spot +10

Feats: Cleave, Great Cleave, Improved Natural Attack (bite), Improved Natural Attack (claw), Power Attack, Weapon Focus (claw)

Alignmnet: NE

Spell Absorption (Su): Whenever a spell fails to penetrate a spellwarped creature’s spell resistance, the creature gains one of the following benefits, chosen at the time that the spell resolves.

· Might: The spellwarped creature gains a +4 enhancement bonus to Strength for 1 minute

· Agility: The spellwarped creature gains a +4 enhancement bonus to Dexterity for 1 minute

· Endurance: The spellwarped creature gains a +4 enhancement bonus to Constitution for 1 minute

· Life: The spellwarped creature gains temporary hit points equal to 5 x the level of the failed spell

· Speed: The spellwarped creature’s base speed increases by a number of feet equal to 5 x the level of the failed spell

· Resistance: The spellwarped creature gains resistance 10 to one energy type (acid, cold, electricity, fire or sonic)

Improved Grab (Ex): To use this ability, an ironclad mauler must hit with a claw attack. It can then attempt to start a grapple as a free action without provoking attacks of opportunity.

Sickening Aura (Su): An ironclad mauler is surrounded by a field of negative energy.  Any creature that comes within 10 feet of an ironclad mauler must make a DC 24 Fortitude save or become sickened.  This condition lasts for 1 hour.  A creature that succeeds on the saving throw is immune to that creature’s aura for 24 hours.  Undead and constructs are immune to this aura.  The save is Constitution-based.

Trample (Ex): Reflex half DC 30.  The save DC is Strength-based

Grafted Armor: Ironclad maulers wear armopr that has been magically grafted to their forms.  This armor provides significant protection in combat, but imposes no maximum Dexterity bonus, no movement penalty and no arcane spell failure chance.  Other creatures, even other ironclad mailers, cannot wear an ironclad mauler’s armor.

Light Fortification (Ex): An ironclad mauler’s grafted armor protects its vital areas and makes it resistant to extra damage from critical hits and sneak attacks.  Anytime an ironclad mauler is hit by a critical hit or a sneak attack, it has a 25% chance to resist the extra damage.

Mivilorn (CR 11) (MM 3) (no errata)

Huge Magical Beast (Chaotic, Extraplanar)

Hit Dice: 24d10+192 (324 hp)

Initiative: +1

Speed: 40 ft (8 squares)

Armor Class: 21 (-2 size, +1 Dex, +12 natural), touch 9, flat-footed 20

Base Attack/Grapple: +24/+42

Attack: Bite +17 melee (4d6+30/19-20 plus 2d4 acid)*

Full Attack: Bite +17 melee (4d6+30/19-20 plus 2d4 acid)*

Space/Reach: 15 ft/15 ft

Special Attacks: Breath Weapon, charging bite, improved grab, swallow whole

Special Qualities: Darkvision 60 ft, low-light vision, scent, Spell Resistance 17

Saves: Fort +22, Ref +15, Will +10

Abilities: Str 31, Dex 13, Con 26, Int 4, Wis 14, Cha 11

Skills: Intimidate +1l, Listen +7, Spot +12, Survival +9

Feats: Alertness, Die Hard, Endurance, Improved Bull Rush, Improved Critical (bite), Improved Overrun, Power Attack, Skill Focus (Listen), Track

Alignment: CN

* Attacks already include a 15 point power attack adjustment.

A mivilorn’s natural weapons are treated as chaotic-aligned for the purpose of overcoming damage reduction.

Breath Weapon (Su):  3/day – As a free action, a mivilorn can spew out digestive acid on its opponents.  This breath weapon is a 15-foot cone and it deals 5d4 points of acid damage to any caught in the area (Reflex DC 23 half).  The save DC is Dexterity-based.

Charging Bite (Ex): When charging, a mivilorn opens its expansive mouth to its fullest width in order to swallow one or more opponents whole.  If a mivilorn succeeds on a bite attack, the victim must make a DC 23 Reflex save to avoid being scooped into the creature’s expanded, open mouth.  A mivilorn can scoop up a single Large creature, or two creatures of Medium or smaller size in the same attack if they are adjacent.  In the latter case, the mivilorn makes one attack roll against the opponent with the higher AC.  If the creature hits, both opponents take bite damage and each gets its own Reflex save to avoid being trapped in the toothy cage.  The save DC is Dexterity-based.

Improved Grab (Ex): In order to swallow an opponent without charging, a mivilorn must hit a Large or smaller opponent with its bite attack.  It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  If it wins the grapple check, it establishes a hold and can try to swallow the foe the following round.

Swallow Whole (Ex): A swallowed creature automatically takes 6d4 points of bite damage every round in addition to the maximum damage from the mivilorn’s acid attack (8 points).  A mivilorn spews out any creature or creatures that succeed in dealing a total of 40 points of damage to its mouth (which has damage reduction 15/bludgeoning and an AC of 16).  Trapped creatures may only use light melee weapons.  After 3 rounds of chewing on an opponent, the mivilorn attempt to grapple and swallow the creature a second time.

Mountain Troll War Hulk 3 (MM3) (CR 13)

Huge Giant

Hit Dice: 15d8+150 + 3d12 + 30 (265 hp)

Initiative: +1

Speed: 30 ft (6 squares)

Armor Class: 22 (-2 size, +13 natural, +1 dex), touch 9, flat-footed 21

Base Attack/Grapple: +11/+31

Attack: Greatclub +16 melee (3d8+31)

Full Attack: Greatclub +19/+14/+9 melee (3d8+31) and bite +14 melee (1d8+14) or 2 claws +19 melee (1d8+20) and bite +14 melee (1d8+14)* or Mighty Rock Throwing +21 ranged (2d8+10) or Great Swing +21 melee (3d8+31)

Space/Reach: 15 ft/15 ft

Special Attacks: Knockdown

Special Qualities: Darkvision 90 ft, fast healing 9, low-light vision, scent, stability

Saves: Fort +22, Ref +7, Will +8

Abilities: Str 41, Dex 12, Con 31, Int 6, Wis 11, Cha 6

Skills: Hide -7 (+1 in mountain settings), Listen +0, Spot +0, Intimidate +0

Feats: Alertness, Awesome Blow, Cleave, Improved Bull Rush, Iron Will, Power Attack

Alignment: CE

Language: Giant

No Time To Think (Ex): A character with levels in the War Hulk prestige class is considered to have 0 ranks in all Intelligence-, Wisdom-, and Charisma-based skills (whether or not he has bought ranks in them previously).  The only exception is the Intimidate Skill, which works normally.

Great Swing (Ex): Starting at 2nd level, a war hulk is able to make a great, sweeping swing with a melee weapon.  As a full-round action, the war hulk can choose three squares adjacent to on another (he must threaten off of them).  His attack applies to all creatures in those squares.  Make one attack roll and apply that roll as an attack against each defender.  If the war hulk uses a special attack (such as disarm, trip or sunder), this special attack only affect the first target; the other creatures are attacked normally.  

  Walls and similar obstacles can block a great swing.  Start with one square that the war hulk threatens.  Each successive square chose must be adjacent to the previous square and have line of effect from that square.  Two squares separated by a wall, for instance, can’t be chosen as adjacent squares for a great swing.

 The war hulk may skip creatures, attacking only those he wants to.  For example, if there are three creatures in a row – an enemy, an ally, and another enemy – the war hulk can chose those three squares for a great swing, but strike only the two enemies.

 If a war hulk drops one of his foes with a great swing, he may make a cleave attack normally.  However, he may only do so once for every time he swings, even if he drops more than one foe.

Mighty Rock Throwing (Ex): Starting at 3rd levels a war hulk gains a powerful rock throwing ability.  The character can throw rocks that deal 2d8 points of damage with a range increment of 50 feet.  (Like all thrown weapons, they have a maximum range of five range increments.)  The war hulk uses his Strength modifier instead of his Dexterity modifier on the attack roll.  The rock must weigh approximately 50 pounds.

Knockdown (Ex): A mountain troll that hits with a weapon or claw attack can attempt to trip the opponent as a free action without making a touch attack or provoking attacks of opportunity.  If the attempt fails, the opponent cannot react to trip the mountain troll.

Stability (Ex): Mountain trolls are exceptionally stable on their feet.  A mountain troll has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground (but not when climbing, flying, riding or otherwise not standing firmly on the ground).

*Melee Attacks include a 5 point power attack

[Tactics:  The Immoth will use it’s Brilliant Blade ice rune on the Troll’s greatclub, then cast Haste on his allies.  Everybody else will charge.  Thereafter, the Immoth will either try to cast Brilliant Blade on his allies or use his ranged spells to hurt the party.]

Track 1 Encounter 6: Traps & More Traps

If a PC is on the ground (prone or unconscious) for 3 rounds, a swarm of “picnic ants” (which will be colored as red and white squares) will come and get the PC.  Round 4: ants swarm PC, grappling it.  Round 5: ants start to carry PC off.  Round 6: ants burrow the PC into the Fey Lands.  The PC loses 2 TUs (1 if Pixie Pal, 3 if Fey Foe).  The ant swarm has only 1 HP and does no damage.  PCs still alive (even if they were bleeding out) will appear at the next campsite with 1 HP.  Dead PCs will appear at the next campsite still dead.

All Traps are Proximity Trigger that are set off by non-Fey, non-Animal, non-Magical Beast creatures.  They automatically reset after 1 hour.  These traps can be controlled mentally by Fey.  The trigger points can be moved up to 60’ as a move equivalent action by mental control.  The trigger points are contained within invisible, flying wooden bats.

There is an invisible, hiding Elder Redcap sitting in the branches of a tree (70’ off the ground) controlling these trigger points.  He is not moving.   His Hide check DC is 84 (take 20 + 24 (hide skill) + 40 (invisibility)).  He will not fight with the PCs unless somehow cornered.  There is a one-use portal to the Faerie land.  This portal will stay open for three rounds after he activates it (which he can do as a standard action).  Any PC following into the portal is then subject to the usual TU loss events presented elsewhere in this adventure (base TU loss of 2).  They will thereafter appear 300 yards further into the forest 5 rounds later.

These Traps are 15’ radius spread, Search/Disable DC = 25 + spell level.  If a PC manages to discover and disable the trap without the thorn setting it off, a Craft (Trapmaking) check DC 15+spell level will re-enable the trap so that it can be used as a grenade.  The wooden bat is an improvised throw weapon with a range increment of 10 feet.  Upon striking a target (or the ground), the trap will go off.

“As you continue moving along the forest toward the Fey mound a Thorn appears from behind a tree, takes a wild shot with his bow and silently steps back behind the tree for cover.” 

The Thorn is a Major Image, triggered by an 80’ proximity.  Once it steps behind the tree it disappears.  The PCs will discover a bow leaning up against the tree.  If a PC touches it, the traps will go off.

The trap at the Bow is Trap #1.  The Redcap will have moved the other two trap trigger points to catch as many party members as possible in separate groups.  That is, unless the party is all sticking close together, no one PC should be affected by multiple traps.  Additionally, if the PCs discover and disable the Bow-site trap, the Redcap will then set off the other two traps by mental command.

APL 2 (EL 5):

· Box of Brown Mold (CR 2); mechanical; 15’ radius spread, 3d6 cold nonlethal; Search DC 22; Disable Device DC 16.

· Hail of Needles (CR 3); mechanical; All targets within 15’, Atk +20 ranged (2d4); Search DC 22; Disable Device DC 22.

· Inflict Light Wounds (CR 2); magic device; 15’ radius spread, 3rd-level cleric, 1d8+3, DC 16 Will Save half damage); Search DC 26; Disable Device DC 26.

APL 4 (EL 7):

· Bestow Curse (CR 4); magic device; 15’ radius spread, 5th-level Cleric, DC 18, Will Save Negates); [-6 Wisdom]; Search DC 28; Disable Device DC 28.

· Phantasmal Assailants [SC p. 154] (CR 4); 15’ radius spread, 5th-level wizard, DC 18, Will Save Negates, then Fort Save Partial; Search DC 28; Disable Device DC 28.

· Cold Substituted Fireball (CR 4); 15’ radius spread, 7th-level wizard, DC 18, Reflex Save Half; Search DC 28; Disable Device DC 28.

APL 6 (EL 9)

· Burning Blood [SC p.40] (CR 6); 15’ radius spread; 9th level wizard, DC 19, Fortitude Partial; Search DC 30; Disable Device DC 30.

· Cold Substituted Fireball (CR 6); 15’ radius spread, 9th-level wizard, DC 19, Reflex Save Half; Search DC 30; Disable Device DC 30.

· Cloudkill (CR 6); 15’ radius spread, 9th-level wizard, DC 19, Fortitude Partial; Search DC 30; Disable Device DC 30.  [Cloud does not move]

APL 8 (EL 11)
· Acid Storm [SC p.7] (CR 8); 15’ radius spread, 11th-level wizard, DC 20, Reflex Half; Search DC 32; Disable Device DC 32.

· Empowered Contagion, Mass [SC p.7] (CR 8); 15’ radius spread, 11th-level Cleric, DC 16, Fortitude Negates; Search DC 32; Disable Device DC 32. [Blinding Sickness 1d4 * 1.5 Str damage.  If 2 or more points are taken, another Fort Save DC 16 required or victim is Blinded permanently.]

· Empowered Ice Flowers [SC p. 119] (CR 8); 15’ radius spread, 11th-level Druid, DC 20, Reflex Half; Search DC 32; Disable Device DC 32.

APL 10 (EL 13):

· Flesh to Stone [Core] (CR 9); 15’ radius spread, 13th-level Wizard, DC 22, Fortitude Negates; Search DC 34; Disable Device DC 34.

· Prismatic Spray (CR 10); 15’ radius spread, 13th-level wizard, DC 22; Search DC 34; Disable Device DC 34.

· Radiant Assault (CR 10); 15’ radius spread, 13th-level wizard, DC 22; Search DC 34; Disable Device DC 34.

APL 10 Advanced (EL 15):

· Empowered Field of Icy Razors (CR 11) (SpC p. 90); 15’ radius spread, 15th-level wizard, DC 24; Reflex Partial; Search DC 36; Disable Device DC 36

· Empowered Flensing (CR 12) (SpC p. 95), 15th level Wizard; DC 24; Fortitude Partial; Search DC 36; Disable Device DC 36

· Maximized Dehydrate (CR 10) (SpC p.170), 15th level Druid; DC 24; Fortitude Negates; Search DC 36; Disable Device DC 36

Track 1 Encounter 7: The Killing Fields

APL 2 Encounter (EL 5):

[Tactics:  The Nixies will attempt to draw PCs off into the water, taking them into the Faerie lands.]

Forest Troll (MM3)

Medium Giant

Hit Dice: 5d8+25 (47 hp)

Initiative: +7

Speed: 30 ft (6 squares), climb 20 ft

Armor Class: 18 (+3 Dex, +5 Natural Armor), touch 13, flat-footed 15

Base Attack/Grapple: +3/+6

Attack: Claw +6 melee (1d4+3 plus poison)

Full Attack: 2 Claws +6 melee (1d4+3 plus poison) and bite +1 melee (1d4+1) or javelin +6 ranged (1d6+3 plus poison)

Space/Reach: 5ft/5ft

Special Attacks: Poison

Special Qualities: Darkvision 90 ft, fast healing 5, low-light vision, scent

Saves: Fort +9, Ref +4, Will +1

Abilities: Str 17, Dex 16, Con 21, Int 11, Wis 11, Cha 6

Skills: Climb +11, Hide +6 (+8 in jungle or forest setting), Listen +5, Spot +5, Survival +5

Feats: Improved Initiative, Track

Alignment: CE

Poison (Ex): Injury, Fortitude DC 17, initial and secondary 1d6 Con.

4 x Nixie

 Small Fey (Aquatic)

Hit Dice:

1d6 (3 hp)

Initiative:

+3

Speed:


20 ft. (4 squares), swim 30 ft.

Armor Class:

14 (+1 size, +3 Dex), touch 14, flat-footed 11

Base Attack/Grapple:
+0/-6

Attack:


Short sword +4 melee (1d4-2/19-20) or light crossbow +4 ranged (1d6/19-20)

Full Attack:

Short sword +4 melee (1d4-2/19-20) or light crossbow +4 ranged (1d6/19-20)

Space/Reach:

5 ft./5 ft.

Special Attacks:
Charm person

Special Qualities:
Amphibious, damage reduction 5/cold iron, low-light vision, spell resistance 16, water breathing, wild empathy

Saves:


Fort +0, Ref +5, Will +3

Abilities:

Str 7, Dex 16, Con 11, Int 12, Wis 13, Cha 18

Skills:


Bluff +8, Craft (any one) +5, Escape Artist +6, Handle Animal +8, Hide +7*, Listen +6, Perform (sing) +7, Search +3, Sense Motive +5, Spot +6, Swim +6

Feats:


Dodge (B), Weapon Finesse

Alignment:

TN

Most nixies are slim and comely, with lightly scaled, pale green skin and dark green hair. Females often twine shells and pearl strings in their hair and dress in wraps woven from colorful seaweed. Males wear loincloths of the same materials. Nixies prefer not to leave their lakes.

A nixie stands about 4 feet tall and weighs about 45 pounds.

Nixies speak Aquan and Sylvan. Some also speak Common.

Combat

Nixies rely on their charm person ability to deter enemies, entering combat only to protect themselves and their territory.

Charm Person (Sp): A nixie can use charm person three times per day as the spell (caster level 4th). Those affected must succeed on a DC 15 Will save or be charmed for 24 hours. Most charmed creatures are used to perform heavy labor, guard duty, and other onerous tasks for the nixie community. Shortly before the effect wears off, the nixie escorts the charmed creature away and orders it to keep walking. The save DC is Charisma-based.

Amphibious (Ex): Although nixies are aquatic, they can survive indefinitely on land.

Water Breathing (Sp): Once per day a nixie can use water breathing as the spell (caster level 12th). Nixies usually bestow this effect on those they have charmed.

Wild Empathy (Ex): This ability works like the druid's wild empathy class feature, except that a nixie has a +6 racial bonus on the check.

Skills: A nixie has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. *Nixies have a +5 racial bonus on Hide checks when in the water.

Tactics: The Nixies will attempt to charm PCs and draw them into the water.  Any PC not rescued from the water in 2 rounds will be taken away to the Fey Lands. (2TU loss, 3 if Fey Foe, 1 if Pixie Pal. If they have the Pixie Pal, they may return to the fight, but will loose the Pal if they do so.)

APL 4 Encounter (EL 8):

Feytouched Harssaf (MM3) (CR 7) (with errata)

Medium Monstrous Humanoid (Fire)

Hit Dice: 6d8+18 (45 hp)

Initiative: +3

Speed: 30 ft (6 squares), burrow 10 ft, fly 60 (good)

Armor Class: 20 (+3 Dex, +3 natural, +4 chain shirt), touch 13, flat-footed 17

Base Attack/Grapple: +6/+8

Attack: Kukri +10 melee (1d4+2/18-20 plus 1d6 fire)

Full Attack: Kukri +8/+3 melee (1d4+2/18-20 plus 1d6 fire) and kukri +8 (1d4+1/18-20 plus 1d6 fire)

Space/Reach: 5ft/5ft

Special Attacks: Flaming Aura, sand pulse

Special Qualities: Blindsense 30ft, damage reduction 5/bludgeoning, fast healing 3, immunity to blindness, immunity to fire, sand form, spell resistance 17, vulnerability to cold, immunity to enchantments

Saves: Fort +5, Ref +10, Will +5

Abilities: Str 14, Dex 16, Con 16, Int 11, Wis 13, Cha 15

Skills: Climb +1, Hide +5, Jump +4, Knowledge (Nature) +1, Listen +4, Move Silently +5, Spot +4

[image: image3.png]


Feats: Alertness, Lightning Reflexes, Two-Weapon Fighting, Weapon Finesse, Weapon Focus (Kukri)

Alignment: Lawful Evil

Flaming Aura (Su): At will as a free action, a harssaf can generate an intense fiery heat.  This aura takes the form of a miragelike shimmering around a harssaf’s body.  Any creature that comes within 5 feet of a harsaaf automatically takes 1d6 points of fire damage per round, and any creature struck by a harssaf’s melee attacks takes an extra 1d6 points of fire damage.  Only metallic weapons conduct this head, but harssafs rarely wield wooden weapons when they use this ability, since doing so typically renders the weapons useless after a few rounds.

Sand Pulse (Su): Once per day as a standard action, a harssaf can generate a sand pulse in a 30-foot radius spread centered on itself.  All creatures within the area must make a DC 16 reflex save or take 3d6 points of damage from the high-powered blast of sand and be blinded for 5 rounds.  The save DC is Con-based.  Creatures that do not rely on eyes to see (such as Grimlocks) are unaffected by the blindness, but can still take damage from the sand pulse.  Harssafs are immune to the sand pulses of other harssafs.

Sand Form (Su): At will as a standard action, a harssaf can assume the form of a pile of mobile sand.  This ability works as the gaseous form spell, except the harssaf is composed of sand instead of vapor and it cannot fly; harssafs in sand form slither along the ground and can fit through gaps or crevices less than one-quarter inch wide.

Immunity to Enchantments (Ex): A feytouched/half-fey is immune to all spells and effects from the Enchantment school.

Wings (Ex): A feytouched/half-fey grows insectlike wings (usually butterfly-type), which she may use to fly at up to double her base land speed with good maneuverability.

Spell Like Abilities: Charm person (DC 13 Will) at will, glitterdust (DC 14 Will) 1/day, hypnotism (DC 13 will) 1/day, Detect law 3/day, sleep (DC 13 Will) 1/day, Protection from law 3/day

APL 6 Encounter (EL 10):
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Advanced Zezir (MM3) (CR 7) (with errata)

Medium Magical Beast (Fire)

Hit Dice: 10d10+49 (105 hp)

Initiative: +4

Speed: 40 ft (8 squares)

Armor Class: 17 (+4 Dex, +3 natural), touch 14, flat-footed 13

Base Attack/Grapple: +10/+14

Attack: Bite +9 melee (1d8+9)* or spark stream +14 ranged touch (2d6 fire)

Full Attack: Bite +9 melee (1d8+9) and claws +4 melee (1d6+7)* or spark stream +14 ranged touch (2d6 fire)

Space/Reach: 5ft/5ft

Special Attacks: Flammable spray, spark stream

Special Qualities: Darkvision 60ft, Fast healing 6, immunity to fire, low-light vision, vulnerability to cold

Saves: Fort +11, Ref +11, Will +6

Abilities: Str 18, Dex 18, Con 19, Int 5, Wis 12, Cha 13

Skills: Listen +7, Spot +7

Feats: Ability Focus (flammable spray), Endurance, Improved Toughness, Iron Will, Power Attack, Run

Alignment: CE

Flammable Spray (Ex): As a standard action, a zezir can expel a sticky, superheated, highly flammable goo from glands in its neck every 1d4 rounds.  The goo fills a 30-foot cone and deals 2d6 points of fire damage (Reflex DC 20 half).  The save DC is Constitution-based.  In any open fire (such as a torch or a flaming sword) is present within this area or enters the area in the following round, the entire area bursts into flame for 3 rounds.  This effect deals 1d6 points of fire damage every round to all creatures and objects within the area (no save)

Spark Stream (Su): As a standard action, a zezir can shoot a stream of sparks at an opponent from its mouth as a ranged touch attack.  The spark stream has a range of 30 feet and no range increment.

Oread (FF) (CR 7) (no errata)
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Medium Fey (Earth)

Hit Dice: 7d6+28 (52 hp)

Initiative: +1

Speed: 30 ft, burrow 30 ft

AC: 20 (+1 Dex, +9 Natural), touch 11, flat-footed 19

Base Attack/Grapple: +3/+7

Attack: Slam +7 Melee (1d6+4)

Full Attack: 2 slams +7 melee (1d6+4)

Special Attacks: Spell-like abilities

Special Qualities: Burrow, cold immunity, earth mastery, low-light vision, mountain dependency

Saves: Fort +8, Ref +6, Will +6

Abilities: Str 19, Dex 13, Con 18, Int 14, Wis 13, Cha 16

Skills: Craft (stonemasonry) +12, Craft (trapmaking) +12, Diplomacy +5, Knowledge (architecture and engineering) +12, Knowledge (nature) +12, Listen +13, Search +2 (+4 secret doors and compartments), Sense Motive +11, Spot +13, Survival +11 (+13 in aboveground natural environments)

Feats: Alertness, Great Fortitue, Track

Alignment: LN

Spell-Like Abilities: Stone Tell, Teleport (mound area only); 3/day – charm monster, soften earth and stone, spike stones, stone shape, transmute mud to rock, transmute rock to mud; 1/day – earthquake, move earth.  Caster level 14, save DC 13 + spell level

Burrow (Ex): An oread can glide through stone, dirt, or almost any other sort of earth except metal as easily as a fish swims through water.  Its burrowing leaves behind no tunnel or hole, nor does it create any ripple or other signs of its presence.  A move earth spell cast on an area containing a burrowing oread flings the oread back 30 feet, stunning the creature for 1 round unless she succeeds on a Fortitude save (DC 19)

Earth Mastery (Ex): An oread gains a +1 bonus on attack and damage rolls if her foe is touching the ground.

Mountain Dependency (Su): Each oread is mystically bound to a mountain.  If an oread strays farther than 1 mile from her mountain, she dies within 4d6 hours.  [The Mound counts as the oread’s mountain.]


Niblewright (MM2) (CR 7) (with errata)

Medium Construct

Hit Dice: 10d10 + 20 (75 hp)

Initiative: +7

Speed: 40 ft

AC: 24 (+7 Dex, +7 natural), touch 17, flat-footed 17

Attacks: 2 rapier-hands +11 melee (2d6+4/15-20)

Face/Reach: 5ft/5ft

Special Attacks: Spell-Like Abilities, tripping thrust

[image: image6.wmf]Special Qualities: Augmented Critical, construct traits, SR 27, vulnerabilities

Saves: Fort +3, Ref +10, Will +6

Abilities: Str 19, Dex 24, Con --, Int 10, Wis 17, Cha 19

Skills:  Balance +9, Jump +19, Tumble +22

Feats: Combat Reflexes, Dodge, Expertise, Improved Disarm, Mobility, Spring Attack

Alignment: CN

Spell-Like Abilities: at will – alter self, cat’s grace, entropic shield, feather fall, haste.  Caster level 10, DC 14+ spell level

Tripping Thrust (Ex): A niblewright’s rapier-hand attacks are powerful enough to push over creatures it’s own size of smaller.  An opponent who is the target of a successful critical hit from a niblewright must make a Reflex save (DC 19) or be knocked prone as if tripped.

Augmented Critical (Ex): A nimblewright threatens a critical hit on a natural attack roll of 15-20.  On a successful critical hit, its foe is subject to a tripping thrust attack (see above).

Construct Traits: A nimblewright is immune to mind-affecting effects, poison, sleep, paralysis, stunning, disease, death effects, necromantic effects, and effects that require a Fortitude save unless it also works on objects.  The creature is not subject to critical hits, subdual damage, ability drain, energy drain or death from massive damage.  It cannot heal itself but can be healed through repair.  It cannot be raised or resurrected.  A nimblewright has darkvision (60’ range)

Vulnerabilities: A cold effect slows a nimblewright for 3 rounds

APL 8 Encounter (EL 12):

The Arcane Ooze has been trained to ignore the rest of it’s fighting pack, so it will not target them as arcane users, even though they have spell-like abilities.

Round 1: Zenthal: Quickened hypnotic pattern, confusion on the largest concentration of creatures not affected by the hypnotic pattern.  The Arrowhawk will use its electrical attack on the Arcane Ooze to increase it’s speed.  The Ooze and the indricothere will then advance and attack.

Round 2: Zenthal: Quickened hypnotic pattern. If most creatures are affected by either confusion or one of the two hypnotic patterns, advance and attack the creature that is likely to have the lowest Wisdom.

Round 3: Zenthal: If more than one foe is unaffected by spell-like abilities, confusion. If (after the second confusion) facing only one creature not under the effect of confusion or hypnotic pattern, continue fighting

Elder Arrowhawk (MM1) (CR 8)

Large Outsider (Air, Extraplanar)
Hit Dice: 15d8+45 (112 hp)
Initiative: +5
Speed: Fly 60 ft. (perfect) (12 squares)
Armor Class: 22 (-1 size, +5 Dex, +8 natural), touch 14, flat-footed 17
Base Attack/Grapple: +15/+25
Attack: Electricity ray +19 ranged touch (2d8) or bite +21 melee (2d6+9)
Full Attack: Electricity ray +19 ranged touch (2d8) or bite +20 melee (2d6+9)
Space/Reach: 10 ft./5 ft.
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Special Attacks: Electricity ray
Special Qualities: Darkvision 60 ft., immunity to acid, electricity, and poison, resistance to cold 10 and fire 10
Saves: Fort +12, Ref +14, Will +10
Abilities: Str 22, Dex 21, Con 16, Int 10, Wis 13, Cha 13
Skills: Diplomacy +3, Escape Artist +23, Knowledge (the planes) +18, Listen +21, Move Silently +23, Search +18, Sense Motive +19, Spot +21, Survival +19 (+21 following tracks, +21 Plane of Air), Use Rope +5 (+7 with bindings)
Feats: Alertness, Blind-Fight, Combat Reflexes, Dodge, Flyby Attack, Weapon Finesse, Weapon Focus (bite)B
Alignment: TN

An arrowhawk is a predator and scavenger from the Elemental Plane of Air. By twisting its body and varying the cadence of its wingbeats, an arrowhawk can fly at top speed in any direction. An elder arrowhawk (41 to 75 years old) is about 20 feet long with a wingspan of 30 feet and a weight of about 800 pounds. 

Arrowhawks speak Auran, but they are not usually talkative creatures. 

Combat:

Arrowhawks are extremely territorial and always hungry. They attack almost any other creature they meet, seeking a meal or trying to drive away a rival. The primary mode of attack is an electricity ray, fired from the tail. The creature also bites, but it prefers to stay out of reach. 

Electricity Ray (Su): An arrowhawk can fire this ray once per round, with a range of 50 feet. 

Feytouched Mindshredder Zenthal (MM3) (CR 9) (no errata)
Medium Aberration

Hit Dice: 13d8+26 (84 hp)

Initiative: +3

Speed: 40 ft. (8 squares), fly 80 (good)

Armor Class: 25 (+3 Dex, +8 natural, +4 shield), touch 13, flat-footed 22

Base Attack/Grapple: +9/+8

Attack: Tentacle +12 melee touch (1d4 Wis)

Full Attack: 2 tentacles +12 melee touch (1d4 Wis)

Space/Reach: 5 ft./5 ft.

Special Attacks: Spell-like abilities, Wisdom damage

Special Qualities: Darkvision 60 ft., shield of force, thought sense 60 ft., immune to enchantments

Saves: Fort +6, Ref +7, Will +12

Abilities: Str 8, Dex 16, Con 15, Int 12, Wis 14, Cha 20

Skills: Concentration +18, Intimidate +21, Jump +3, Listen +8, Spot +8

Feats: Ability Focus (confusion), Ability Focus (hypnotic pattern), Iron Will, Quicken Spell-Like Ability (hypnotic pattern), Weapon Finesse

Alignment: LE

[image: image8.png]


The strange-looking creature resembles a gaunt, fleshy spider with only four thin legs. Two tentacles protrude from its shoulders, swinging over the creature’s head and dripping a toxic-looking slime. The creature’s skin has a faint bluish glow, and it is clear that some strange mystical energy surrounds it.

The final and most powerful life stage of the strange creatures known as mindshredders, the mindshredder zenthal combines powerful spell-like abilities with the Wisdom-damaging attacks that all mindshredders share. Like other mindshredders, zenthals are cruel predators who feed on the mental energy of living creatures. Although a zenthal is intelligent enough to reason with other creatures, it does so only as a means of preserving its own life or securing intelligent creatures on whom it and its progeny can feed.

Mindshredder zenthals share a basic body structure that other mindshredders have, but where other mindshredders are squat and physically powerful, zenthals are thin and strikingly quick. They have four long legs that branch from their emaciated torso like a spider’s legs. They also have two thin, slime-coated tentacles that protrude from the torso just behind the neck. In their transformation from warriors, mindshredder zenthals shed their chitinous carapace and gain the ability to generate magical fi elds of energy that resemble the mage armor and shield spells. These magical protections are nearly invisible, but they give the skin of the zenthal a bluish glow.

The touch of a mindshredder zenthal’s tentacles deals Wisdom damage to living creatures. Unlike lesser forms of mindshredders who store this mental energy and use it to power their transformation into a higher life stage, zenthals use it to generate offspring. Once a zenthal has dealt 60 points of Wisdom damage, it secrets itself away for a week while it asexually produces 1d4 mindshredder larvae.

Although larvae and warriors instinctively move in packs for protection, the zenthals know that these packs draw attention. After giving birth to one or two packs of larvae,

a zenthal usually moves to a new area, leaving the larvae behind to fend for themselves. Mindshredder zenthals average 4 feet in length and weigh about 60 pounds.

Mindshredder zenthals speak Common and Undercommon. 
Combat
A mindshredder zenthal is a far more intelligent and sophisticated antagonist than its lesser mindshredder brethren. Where the larva and warrior incarnations of the mind shredder rush headlong into battle, a zenthal uses its spell-like abilities to distract and confuse its foes before entering melee. When possible, zenthals gather groups of warrior and larva mindshredders around them, directing the efforts of these simpler creatures and benefiting from the physical protection that they offer. Although zenthals are willing to sacrifice lesser mindshredders to save themselves, they are genuinely interested in preserving the species and do not throw away the lives of any mindshredder needlessly.

Shield of Force (Su): A magical shield of force protects a mindshredder zenthal at all times. This shield grants the zenthal a +4 shield bonus to AC (even against incorporeal touch attacks, since it is a force effect) and negates magic missile attacks directed at it (just as a shield spell does).

Spell-Like Abilities: 3/day—confusion (DC 21), hypnotic pattern (DC 19). Caster level 13th.

Feytouched Spell Like Abilities: Charm person (Will DC 16) at will, glitterdust (Will DC 17) 1/day, hypnotism (Will DC 16) 1/day, Detect law 3/day, enthrall (Will DC 17) 1/day, Protection from law 3/day, Confusion (Will DC 20), Eyebite (Fort DC 21), hold monster (Will DC 18), Mass invisibility 1/day
Immunity to Enchantments (Ex): A feytouched/half-fey is immune to all spells and effects from the Enchantment school.
Thought Sense (Su): Like the larva and the warrior, a mindshredder zenthal is sensitive to the thought emanations of living creatures. A mindshredder zenthal’s thought sense functions out to a distance of 60 feet.

Wisdom Damage (Su): A mindshredder zenthal’s tentacles deal 1d4 points of Wisdom damage each time it hits a living creature with a melee touch attack. If a mindshredder zenthal grapples an opponent, that opponent takes an extra 1d4 points of Wisdom damage at the beginning of each of the zenthal’s turns.  For each point of Wisdom damage that a mindshredder zenthal deals, it heals 2 hit points of damage. If a mindshredder zenthal is already at its maximum hit point total, it gains 2 temporary hit points for each point of Wisdom damage it deals. These temporary hit points last for a maximum of 1 hour.

5

Arcane Ooze (MM3) (CR 9) (with errata)

Huge Ooze

Hit Dice: 15d10+120 (202 hp)

[image: image9.wmf]Initiative: –5

Speed: 20 ft. (4 squares), climb 20 ft.

Armor Class: 3 (–2 size, –5 Dex), touch 3, flat-footed 3

Base Attack/Grapple: +11/+25

Attack: Slam +15 melee (2d6+9 plus 2d6 acid)

Full Attack: Slam +15 melee (2d6+9 plus 2d6 acid)

Space/Reach: 15 ft./10 ft.

Special Attacks: Acid, constrict 2d6+9 plus 2d6 acid, improved grab, spell siphon

Special Qualities: Blindsight 60 ft., immunity to magic, ooze traits

Saves: Fort +13, Ref +0, Will +0

Abilities: Str 22, Dex 1, Con 26, Int —, Wis 1, Cha 1

Skills: Climb +14

Feats: —

Alignment: TN

The creature resembles a fluid mass of green protoplasm. Within its immense bulk, glowing veins throb and pulse with eldritch light.

Created in ancient times, arcane oozes have long since outlived their original purpose and their long-forgotten creators. The bizarre creatures have a strange affinity for arcane magic. Immune to most arcane magic, arcane oozes drain arcane energy from nearby spellcasters. Some speculate that these oozes were created to combat a rival group of arcane spellcasters, but scant evidence backs any such conclusion. Others suggest arcane oozes arose as a natural response to some cataclysmic event caused by arcane magic. Adherents of these later theories claim that one day arcane oozes will drown out all arcane magic in the world.  

An arcane ooze measures 15 feet across and 3 feet thick. It weighs as much as 20,000 pounds.

COMBAT

An arcane ooze attacks by grabbing and squeezing its prey. It moves instinctively toward the nearest creature capable of casting arcane spells. It can only detect such creatures (or any creature) if they are within 60 feet. If attacked by creatures that it cannot detect (because they are too far away), the ooze instinctively retreats. An arcane ooze can travel easily on vertical surfaces, and it lurks on such surfaces, attempting to catch prey by surprise.

Acid (Ex): An arcane ooze secretes a digestive acid that dissolves only flesh. Any successful hit in melee combat or a constrict attack by the creature deals an extra 2d6 points of acid damage.

Constrict (Ex): An arcane ooze deals automatic slam damage and acid damage with a

successful grapple check. 

Improved Grab (Ex): To use this ability, an arcane ooze must hit with its slam attack. It can then attempt to start a grapple as a free action without provoking attacks of  opportunity.  If it wins the grapple check, it establishes a hold and can constrict.

Spell Siphon (Su): An arcane ooze exerts a strange pull on arcane spell energy. Any time

an arcane spellcaster begins his turn within 60 feet of an arcane ooze, he must make a DC 25 Fortitude save or lose a random spell of the highest spell level that he has available. For every spell lost by a victim in this manner, the arcane ooze gains temporary hit points equal to 5 × the level of the lost spell. These temporary hit points are lost after 1 hour.

Line of effect between the spellcaster and the arcane ooze is necessary in order for this ability to work. The save DC is Constitution-based.

Immunity to Magic (Ex): An arcane ooze is immune to any spell or spell-like ability that allows spell resistance.  In addition, certain spells and effects function differently against the creature, as noted below.

· A magical attack that deals electricity damage increases an arcane ooze’s speed as if it had been affected by the haste spell for 3 rounds.

· A magical attack that deals acid damage heals an arcane ooze of an amount of damage equal to half the acid damage that the spell would normally have caused.

Skills: An arcane ooze has a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened.
Indricothere (FF) (CR 9) (no errata)

Huge Animal

Hit Dice: 16d8+112 (177 hp)

Initiative: +4

Speed: 40 ft.

AC: 19 (–2 size, +11 natural), touch 8, flat-footed 19

Base Attack/Grapple: +12/+31

Attack: Head butt +22 melee

Full Attack: Head butt +22 melee and 2 stamps +16 melee

Damage: Head butt 2d6+11/19–20, stamps 2d6+5

Face/Reach: 15 ft./10 ft.

Special Attacks: Knock back, trample 2d8+16

Special Qualities: Darkvision 60 ft., low-light vision, scent

Saves: Fort +19, Ref +10, Will +7

Abilities: Str 33, Dex 10, Con 25, Int 2, Wis 14, Cha 9

Skills: Listen +14, Spot +13

Feats: Alertness, Combat Reflexes, Great Fortitude, Improved Critical (head butt), Improved Initiative, Weapon Focus (head butt)

[image: image10.wmf]Alignment: TN

Indricotheres, although strict herbivores, are dangerous and unpredictable creatures. Their sheer size makes them a menace to anything else that shares their habitat, and their ability to defoliate large stretches of greenery at a rapid pace can permanently alter the ecology of the surrounding terrain.

An indricothere has twice the body mass of an elephant, and the height of its long neck rivals that of a giraffe. An adult indricothere stands approximately 15 feet tall at the shoulder and 23 feet tall at the top of its head. Its thick, gray hide resemble that of its pachyderm cousins, as do its massive feet.

When enraged, either due to the onset of the mating season, the desire to protect its offspring, or its war training, an indricothere can cause great amounts of damage. Some hill giant, ogre, and even troll tribes have been known to domesticate the creatures and train them as mounts. The sight of a dozen giants mounted on these imposing beasts has caused more than one opposing army to turn tail and flee before combat is joined.

COMBAT

A wild indricothere simply desires to stay alive in a fight. This doesn’t mean that indricotheres act in a purely defensive manner, however. If fleeing is not an option, an indricothere lashes out with its head and tries to knock opponents away. Its long neck enables the creature to pack quite a punch with its head butt. The indricothere also uses its feet as potent weapons by stamping and trampling foes into jelly.

Knock Back (Ex): A creature hit by an indricothere’s head butt attack must succeed on a Fortitude save (DC 29) or be knocked back 10 feet. If the target can’t be knocked back 10 feet, it instead falls to the ground. If the first save fails, the target must succeed on another Fortitude save (DC 29) or be stunned for 1 round.

Trample (Ex): As a standard action, an indricothere can trample opponents at least one size category smaller than itself. This attack deals 2d8+16 points of bludgeoning damage. A trampled opponent can attempt either an attack of opportunity at a –4 penalty or a Reflex save (DC 29) for half damage.

Scent (Ex): An indricothere can detect approaching enemies, sniff out hidden foes, and track by sense of smell.

APL 10 Encounter (EL 14)

[Tactics: The Redcap will use its Unholy Aura power on the Skindancer.  The Sporebat will Enervate whatever it perceives to be the biggest threat.  The Skindancer will go and beat on something.  (Please note the SkinDancer’s variable DR and ER.)  The Redcap will follow up with Horrid Wilting and Blasphemy as needed.  The sporebat will try to avoid melee combat if at all possible, and simply Enervate every other round.]

Half-Fiendish Advanced Elder Redcap (MM3) (CR 11) (no errata)

Elder Redcap

Small Outsider

Hit Dice: 16d6+108 (164 hp)

Initiative: +10

Speed: 30 ft (6 squares), fly 30 (average)

AC: 27 (+1 size, +8 Dex, +8 natural), touch 19, flat-footed 19

BAB/Grapple: +8/+14

Attack: Medium scythe +16 melee (2d4+13/19-20x4 [+4 to confirm crit])* or Medium sling +18 ranged (1d6+7) or Claw +15 (1d4+7)

Full Attack: Medium scythe +16/+11 melee (2d4+13/19-20x4 [+4 to confirm crit])* )*, bite +9 (1d6+7)* or Medium sling +18 ranged (1d6+7) or 2 Claws +15/+10 (1d4+7)*, bite +9 (1d6+7)*

Space/Reach: 5ft/5ft

Special Attacks: Eldritch Stone, powerful build, spell-like abilities, Smite Good, darkvision 60ft, immune to poison, resistance to acid 10, resistance to cold 10, resistance to electricity 10, resistance to fire 10

Special Qualities: Damage Reduction 15/cold iron, Damage Reduction 10/magic, low-light vision, SR 26

Saves: Fort +11, Ref +18, Will +11

Abilities: Str 26, Dex 26, Con 24, Int 15, Wis 12, Cha 16

Skills: Hide +31, Intimidate +10, Listen +28, Move Silently +27, Spot +32, Survival +6, Tumble +28, Concentration +17

Feats: Weapon Focus (Scythe), Improved Critical (Scythe), Improved Initiative, Power Attack, Power Critical (Scythe)

Alignment: CE

**Attacks include a 2-point power attack

Spell-Like Abilities: Darkness 3/day, Desecrate, Unholy blight (Will DC 18), Poison 3/day (Fort DC 18), Contagion (Fort DC 18), Blasphemy (DC 21), Unholy aura (some effects DC 22) 3/day, Unhallow, Horrid wilting (Fort DC 22).  Caster level 16.

Smite Good (Su):  Once per day the creature can make a normal melee attack to deal extra damage equal to its HD (16) against a good foe. 

Eldritch Stone (Su): Bullets fired from a redcap’s sling glow with a greenish-blue magical energy, giving them a +1 enhancement bonus on attack rolls and damage rolls as well as dealing 1d6 points of damage (instead of the 1d4 points an ordinary bullet deals).

Powerful Build (Ex): The physical stature of a redcap lets it function in many ways as if he were one size category larger. Whenever a redcap is subject to a size modifier or special size modifier for an opposed check (such as during grapple checks, bull rush attempts, and trip attempts), the redcap is treated as one size larger if doing so is advantageous to it. A redcap is also considered to be one size larger when determining whether a creature’s special attacks based on size (such as improved grab or swallow whole) can affect it. A redcap can use weapons designed for a creature one size larger without penalty. However, its space and reach remain those of a creature of its actual size. The benefits of this characteristic stack with the effects of powers, abilities, and spells that change the subject’s size category.

Skindancer (MM3) (CR 11) (no errata)

Large Monstrous Humanoid

Hit Dice: 15d8+135 (202 hp)

[image: image11.png]


Initiative: +7

Speed: 40 ft. (8 squares)

Armor Class: 25 (–1 size, +3 Dex, +7 natural, +6 deflection), touch 18, flat-footed 22

Base Attack/Grapple: +15/+25

Attack: Slam +20 melee (2d6+6)

Full Attack: 2 slams +20 melee (2d6+6)

Space/Reach: 10 ft./10 ft.

Special Attacks: Trip

Special Qualities: Adaptive energy resistance, damage reduction 15/special (see text),  darkvision 90 ft., low-light vision, reactive skin, scent

Saves: Fort +14, Ref +12, Will +14

Abilities: Str 22, Dex 17, Con 29, Int 5, Wis 16, Cha 6

Skills: Listen +14, Spot +14

Feats: Alertness, Combat Reflexes, Improved Natural Attack (slam), Improved Initiative, Iron Will, Power Attack

Alignment: NE

This powerful humanoid stands over 9 feet tall and has a bestial face vaguely reminiscent of a lizard’s. Its skin is covered with patches of a strangely morphic carapace—a constantly moving and faintly iridescent shell that covers its shoulders, torso, and upper thighs. The creature has thick forelimbs that curve slightly away from its body. The creature looks like a cross between a giant, a lizard, and an ape.

Born of arcane experiments into the changeable nature of life, the skindancer perpetuates a perversion of eldritch magic. This strange creature has prodigious defensive abilities, and many theorize that skindancers were created to serve as guardians for arcane spellcasters. Although it is not a shapechanger, a skindancer’s flesh is highly reactive to weapons and spell attacks. The thick protrusions that cover a skindancer’s upper body look like a hard carapace, but in truth they shift in shape and consistency to best resist any attack that is used against it. A skindancer stands between 9 and 10 feet tall and weighs 800 pounds.

Skindancers speak Common.

COMBAT

A skindancer enters combat fearlessly, confident that its magical, ever-shifting skin will protect it against whatever weapons its opponents bring to bear.

Trip (Ex): A skindancer that hits with a slam attack can attempt to trip its opponent (+10 check modifier) as a free action without making a touch attack or provoking attacks of opportunity. If the attempt fails, the opponent cannot react to trip the skindancer.

Adaptive Energy Resistance (Su): A skindancer gains resistance to energy based on the last type of energy that dealt damage to it. If the last type of energy was acid, it gains resistance to acid 20. If the last type of energy was fire, it gains resistance to fire 20, and so on. This resistance to energy lasts for 1 minute or until another type of energy damages the skindancer.  In most instances, a skindancer does not have resistance to energy at the beginning of combat.

Damage Reduction (Su): A skindancer gains damage reduction based on the damage type of the last weapon that damaged it. If the last weapon that damaged it was a piercing weapon, it gains damage reduction 15/bludgeoning or slashing. If the last weapon that damaged it was a slashing weapon, it gains damage reduction 15/piercing or bludgeoning.

If the last weapon that damaged it was a bludgeoning and piercing weapon, it gains damage reduction 15/slashing. This damage reduction lasts for 1 minute or until another type of weapon damages the skindancer. In most instances, a skindancer does not have damage reduction at the beginning of combat.

Reactive Skin (Su): The magical energy that suffuses a skindancer’s skin can turn away attacks before they even touch the creature. This energy grants a skindancer a +6 deflection bonus to Armor Class.

Advanced Sporebat (FF) (CR 10) (no errata)

Medium-Size Plant

[image: image12.wmf]Hit Dice: 19d8+38 (123 hp)

Initiative: +9

Speed: 5 ft., fly 60 ft. (perfect)

AC: 16 (+6 Dex), touch 16, flat-footed 10

Base Attack/Grapple: +14/+16

Attack: Claw +16 melee

Full Attack: 2 claws +16 melee and tail rake +11 melee

Damage: Claw 1d4+2, tail rake 1d4+1

Face/Reach: 5 ft./5 ft.

Special Attacks: Enervation ray

Special Qualities: Camouflage, fire immunity, plant traits, silent

Saves: Fort +13, Ref +11, Will +5

Abilities: Str 14, Dex 22, Con 15, Int 8, Wis 11, Cha 4

Skills: Listen +2, Spot +24

Feats: Alertness, Cleave, Flyby Attack, Hover, Improved Initiative, Power Attack, Improved Flight

Alignment: TN

The fungoid predators known as sporebats soar silently through night skies in search of warmblooded creatures to feast upon. They are strict carnivores with a preference for mammals and birds.

A sporebat appears as a dark gray bat made up of a spongy material. A large, lidless orange eye gazes out from the center of the creature’s body. The creature is 3 feet high with a wingspan of nearly 8 feet. Its two legs and tail end in viciously hooked claws,  which it uses to rip apart prey.

Sporebats speak their own language, which is unintelligible to all other listeners.

COMBAT

Sporebats use their silent and camouflage abilities to fly over prey unnoticed. These fungus creatures then rain down enervation rays on their unsuspecting opponents. When their prey has been sufficiently and obviously weakened, the sporebats swoop down to attack with their claws and tail. Sporebats work together when hunting, focusing their efforts on clearly dangerous threats. An extremely ravenous sporebat ignores its own safety to claw foes between ray attacks.

A sporebat can be summoned using a summon nature’s ally VIII spell.

Enervation Ray (Su): A sporebat can fire a brown enervation ray every other round at any target within 150 feet. Its effect is as an enervation spell cast by a 12th-level sorcerer. (Ranged Touch +20)

Camouflage (Ex): During any condition of illumination other than daylight, a sporebat can disappear into shadows, giving it nine-tenths concealment (40% miss chance).   Artificial illumination, or any light spell, negates this ability.

Plant Traits (Ex): A sporebat is immune to poison, sleep, paralysis, stunning, and polymorphing. It is not subject to critical hits or mind-affecting effects. A sporebat also has low-light vision.

Silent (Ex): Sporebats move in absolute silence and make no noise.

APL 10 Advanced Encounter (EL 16):

[Tactics: 

If possible, the ragewalker must close to within 10 feet of its foes at the beginning of combat to induce a blood frenzy in them.  Once those foes have turned on each other, the ragewalker carefully divides the battlefield with blade barriers and walls of fire. When its spell-like and supernatural abilities have done their work, it can close with its foes one at a time and rip them apart, enhancing its combat ability with bull’s strength when possible.

Precast: Just before the fight, cast bull’s strength (adding +3 to spiked chain damage rolls and +2 to Jump checks). A ragewalker always has greater magic weapon active (included in statistics).

Round 1: Move near the foes most likely to have poor Will saves (heavily armored warrior-types), forcing them to deal with the ragewalker’s ability to induce a blood frenzy. Use a quickened and empowered wall of fire to split a group of foes into smaller groups. Try to divide them in such a way that some of those who have succumbed to the blood frenzy are in each of the newly formed smaller groups. Use a second move action to back away from the conflict.

Round 2: Repeat round 1’s tactic.

Round 3: If some foes have not yet been exposed to the blood frenzy, move near them and repeat round 1’s tactic. If all foes have been exposed, use either blade barrier or wall

of fire (quickened and empowered in either case) to isolate one unaffected foe and move so that the unaffected foe is attacked by the weapon cloud.

Round 4: If foes are unable to attack as a group, pick them off one at a time with melee attacks. 

The ragewalker will attempt to not interfere with the Steel Predator or Kelubar(s) if possible.  For example, if the Predator’s initiative trails by only a little bit, the Ragewalker will delay, so as not to be caught in the roar.  It will try to avoid catching the Predator in a blade barrier, but may put it in a wall of fire, and let the Predator’s fire resistance dampen the effect.

The steel predator will move towards the nearest tasty treat.  If it can’t reach the target, it will try to line up what it can detect (magic within 120, everything within 30) and roar.

The Kelubar will attempt to summon another Kelubar.  It will then attempt a Targeted Dispel on a combatant.  If the predator has grappled a creature, and it is within range, the Kelubar will move in for the sneak attack.

Just be smart with these guys…

]
RAGEWALKER (MM3) (CR 14)

Large Fey

Hit Dice: 22d6+88 (165 hp)

Initiative: +11

Speed: 50 ft. (10 squares)

Armor Class: 28 (–1 size, +7 Dex, +6 natural, +6 armor), touch 16, flat-footed 21

Base Attack/Grapple: +11/+19

Attack: +5 spiked chain +22 melee (2d6+11) or claw +17 melee (1d6+4)

Full Attack: +5 spiked chain +22/+17/+12 melee (2d6+11) or 2 claws +17 melee (1d6+4)

Space/Reach: 10 ft./10 ft. (spiked chain up to 20 ft.)

Special Attacks: Control living spells, induce blood frenzy, spell-like abilities, weapon cloud

Special Qualities: Damage reduction 10/cold iron, fast healing 5, grafted armor, low-light vision, repel missiles, spell resistance 26

Saves: Fort +13, Ref +20, Will +15

Abilities: Str 19, Dex 25, Con 19, Int 10, Wis 14, Cha 24

Skills: Diplomacy +9, Hide +28, Jump +37, Listen +27, Move Silently +32, Sense Motive +27, Spot +27

Feats: Combat Reflexes, Empower Spell-Like Ability (blade barrier), Empower Spell-Like Ability (wall of fire), Great Fortitude, Improved Initiative, Quicken Spell-Like Ability (blade barrier), Quicken Spell-Like Ability (wall of fire), Weapon Finesse

Environment: Temperate plains

Organization: Solitary or troupe (1 plus 1d3 living spells)

Alignment: NE

This tall creature looks at once slender and deadly. Its generally humanoid body has thin legs and arms, and its features are concealed by tight-fitting metal armor. The creature’s movements are graceful and sure, yet they are sharp and angry at the same time. Swords, axes, and other bladed weapons spin around the creature in a tight cloud. These weapons look sharp and deadly, but none comes close enough to the creature that it risks striking itself.

Ragewalkers embody the natural forces of war and combat [image: image13.png]


in the same way that a nymph embodies the beauty of nature or a dryad embodies the heart of its tree. These deadly fey emerge from a landscape torn and twisted by war, and they are nature’s response to the ravages of such battles. The ragewalker, also known as the war torn fey, exists to perpetuate combat, turning men and beast alike against one another. Insane by the standards of any but the uncaring forces of nature, ragewalkers seek the annihilation of all war through the annihilation of all who are capable of making war.

As spirits of a war-torn land, ragewalkers sometimes emerge from the sites of great battles. Ragewalkers seem somehow related to living spells or to their creation, and they have an innate ability to control and command such creatures. A ragewalker is often encountered with one or more living spells bound to it as guardians, although such relationships seem to be based more on instinct than on reason.

Ragewalkers have light gray skin, a generally humanoid build, and fair, elflike features. Few ever see their faces, distorted by bloodlust, since they are covered from head to foot in tight-fitting metal armor. The most unusual feature of a ragewalker is the cloud of weapons that spins around it in a tight orbit. Any who come close to the creature risk injury from these flying weapons. A ragewalker stands 15 feet tall and weighs 500 pounds.

Ragewalkers speak Common, Abyssal, Infernal, and Sylvan.

COMBAT

Ragewalkers embody ferocious combat, yet they prefer to bring about such confl ict in others rather than directly engage in melee. A ragewalker uses its powerful supernatural abilities to turn its foes against one another. It then uses its spell-like abilities to divide the battlefield to its liking, isolating small groups of foes and then moving in to destroy them.

Control Living Spells (Su): A ragewalker rebukes and commands living spells in the same way that evil clerics rebuke and control undead. A ragewalker can use this ability a number of times per day equal to 3 + its Charisma bonus (ten times per day for a typical ragewalker). A ragewalker rebukes and commands living spells as a cleric with a level equal to one-half its Hit Dice.

Grafted Armor (Ex): A ragewalker wears armor it has scavenged from countless battlefields. This armor provides significant protection in combat, but it imposes no maximum Dexterity bonus, no armor check penalty, no movement penalty, and no arcane spell failure chance.

Other creatures, even other ragewalkers, cannot wear a ragewalker’s armor.

Induce Blood Frenzy (Su): Any creature coming within 10 feet of a ragewalker must make a DC 28 Will save or fly into a mindless killing frenzy. Any creature that fails its saving throw gains a +2 bonus to Strength and takes a –2 penalty to AC. Affected creatures become unable to distinguish friend from foe and must make a melee attack against the nearest creature each round (using a full attack if possible, or charging if appropriate). An affected creature is incoherent and cannot talk, cast spells, or otherwise communicate for the duration of the effect. It remains in a frenzy for a number of rounds equal to 10 minus its Wisdom bonus (minimum 1 round), even if the ragewalker is dead or no longer present.

This is a mind-affecting ability. The save DC is Charisma based.

Repel Missiles (Su): Any time a thrown or projectile weapon is used against a ragewalker, the weapon instead turns and could strike the wielder. The attacker compares his attack roll against his own Armor Class, figuring the attack’s success and damage as if he had attacked himself.  Ranged weapons with epic enhancement bonuses are not affected by this ability.  [Note: If a PC Rapid Shots or ManyShots, ALL arrows fired are repelled in this way.]

Spell-Like Abilities: 3/day—blade barrier (DC 23), bull’s strength, greater magic weapon, wall of fire. Caster level 20th.

Note that the feats Quicken Spell-Like Ability and Empower Spell-Like Ability affect all of the ragewalker’s daily uses of blade barrier and wall of fire.

Weapon Cloud (Su): Ragewalkers are surrounded at all times by a cloud of flying, whirling weapons. This cloud deals 2d6 points of slashing damage each round to any creature adjacent to the ragewalker. Damage reduction applies to this damage.

STEEL PREDATOR (FF) (CR 13)

Large Outsider

Hit Dice: 12d8+48 (102 hp)

Initiative: +9

Speed: 50 ft.

AC: 30 (–1 size, +5 Dex, +16 natural), touch 14, flatfooted 25

Base Attack/Grapple: +12/+23

Attack: Bite +19 melee

Full Attack: Bite +19 melee and 2 claws +17 melee

Damage: Bite 2d6+7/19–20, claw 2d4+3

Face/Reach: 10 ft./5 ft.

Special Attacks: Improved grab, pounce, rake 1d6+3, roar, sundering bite

Special Qualities: Blindsight 30 ft., deaf, immunities, magic sense, outsider traits, resistances, scent, DR 15/magic and silver

Saves: Fort +12, Ref +13, Will +11

Abilities: Str 25, Dex 21, Con 19, Int 10, Wis 16, Cha 12

Skills: Balance +25, Climb +22, Hide +24, Jump +22, Listen +18, Move Silently +24, Search +15, Spot +18

Feats: Improved Critical (bite), Improved Initiative, Improved Sunder, Multiattack, Power Attack

Challenge Rating: 13

Alignment: TN

The steel predator wanders the scarred metallic cubes of Acheron in search of fresh metal to consume. Resembling an iron-muscled great cat, this creature shares many characteristics with its terrestrial equivalents, including incredible strength and agility. Despite its deafness, its powers of scent are so great as to allow it to detect nearby creatures with ease.

Steel predators speak a harsh, growling dialect of Terran.

COMBAT

If a steel predator gains surprise, it opens combat with a roar attack in the surprise round, followed by a pounce and full attack. It attempts to sunder its opponent’s weapons whenever possible.

Improved Grab (Ex): If a steel predator hits an opponent at least one size category smaller than itself with its bite attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity (grapple bonus + 23). If it gets a hold, it can attempt to rake on its next grapple check. Alternatively, the steel predator has the option to conduct the grapple normally, or simply use its bite to hold the opponent (–20 penalty on grapple check, but the steel predator is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals bite damage.

Pounce (Ex): If a steel predator leaps upon a foe during the first round of combat, it can make a full attack even if it has already taken a move action.

Rake (Ex): A steel predator that gets a hold can make two rake attacks (+17 melee) with its hind legs for 1d6+3 points of damage each. If a steel predator pounces on an opponent,

it can also rake.

Roar (Su): A steel predator can emit a titanic roar every 1d4 rounds. All creatures within a 30-foot cone take 12d6 points of sonic damage and are deafened for 2d6 rounds (Fort DC 20 half; success negates the deafness). Any exposed brittle or crystalline creature takes twice the indicated damage; creatures holding fragile objects can negate damage to them with successful Reflex saves (DC 20).

Sundering Bite (Ex): When it uses its bite to attack a weapon, shield, or other held item, the steel predator gains a +4 bonus on the opposed attack roll and deals double normal damage.

Blindsight (Ex): A steel predator’s sense of smell is so powerful that it grants the blindsight ability out to a range of 30 feet.

Deaf (Ex): A steel predator is incapable of perceiving sound, and is thus immune to language-dependent effects and sonic effects dependent on hearing. The creature has adapted to this limitation and thus takes no penalty on initiative checks because of its deafness.

Immunities (Ex): A steel predator is immune to electricity and sonic damage, as well as to petrification effects.

Magic Sense (Su): A steel predator can sense the presence of any metallic magic item within 120 feet.  It considers such an item to be a delicacy and rarely passes up an opportunity to consume it (using its sundering bite to destroy the item first).  [Note:  The Steel Predator has been trained to ignore the otherwise tasty Ragewalker.]
Outsider Traits: A steel predator has darkvision (60-foot range). It cannot be raised or resurrected (though a wish or miracle spell can restore life).

Resistances (Ex): A steel predator has cold and fire resistance 20.

Skills: A steel predator has a +4 racial bonus on Balance, Hide, and Move Silently checks.

Kelubar (FF) (CR 13)
Medium-Size Outsider (Evil, Extraplanar)

Hit Dice: 13d8+39 (97 hp)

Initiative: +5

Speed: 30 ft., fly 60 ft. (average)

AC: 27 (+1 Dex, +16 natural), touch 11, flat-footed 27

Base Attack/Grapple: +13/+18

Attack: Claw +18 melee (1d4+5 plus acid)

Full Attack: 2 claws +18 melee (1d4+5 plus acid) and bite +16 melee (bite 1d6+2 plus acid)

Face/Reach: 5 ft./5 ft.

Special Attacks: Acidic slime, sneak attack +4d6, spell-like abilities, stench, summon demodand

Special Qualities: Acid immunity, cold immunity, DR 15/+2, outsider traits, poison immunity, evasion, fire immunity, SR 25, uncanny dodge

Saves: Fort +11, Ref +9, Will +10

Abilities: Str 20, Dex 13, Con 17, Int 14, Wis 15, Cha 18

Skills: Bluff +24, Concentration +19, Diplomacy +28, Disguise +4 (+6 acting), Gather Information +6, Hide +9, Intimidate +22, Knowledge (local) +18, Knowledge (the planes) +18, Listen +18, Move Silently +9, Sense Motive +22, Spot +18, Survival +2 (+4 on other planes)

Feats: Dodge, Improved Initiative, Mobility, Multiattack, Spring Attack

Alignment: NE

Kelubars are the bureaucrats of demodand society. They act as intermediaries between the shators and the farastus, as well as supervisors of farastu squads. The slime that coats their skin is a perfect match for their odorous personalities.

Kelubars are obese, partly because of the fairly sedentary lives they lead. They weigh close to 500 pounds, stand about 8 feet tall, and have batlike wings with a span of almost 18 feet. Their skin is knobbed, rough, and leathery, and coated completely by a pale green slime that gives their dark skin a grotesque hue.

Like all demodands, kelubars revel in the subservience of others. While they prefer exchanging words to fighting, they won’t hesitate to engage in battle should the need arise.

Kelubars speak the language of demodands, as well as Abyssal and Common.

Combat

If caught by surprise, kelubars try to negotiate their way into a superior position, at the very least delaying opponents with the appearance of diplomacy while they look for weaknesses in potential foes. In a fight, they first try to summon reinforcements before resorting to spell-like abilities and then melee, in that order.

Acidic Slime (Ex): The slime secreted by a kelubar adds +1d6 points of acid damage to each of its melee attacks. On a successful critical hit, this burst of acid deals +1d10 points of acid damage.

Sneak Attack (Ex): Anytime a kelubar’s target is denied a Dexterity bonus, or when a target is flanked by a kelubar, the kelubar deals an additional 4d6 points of damage on a successful melee attack.

Spell-Like Abilities: At will—detect magic, clairaudience/clairvoyance, fear, invisibility, Melf ’s acid arrow, spider climb, tongues; 3/day—fog cloud, ray of enfeeblement; 2/day—acid fog, dispel magic. Caster level 13th; save DC 14 + spell level.

Stench (Ex): A kelubar’s slime reeks of filth and decay. All creatures (except other demodands) within 30 feet of a kelubar must succeed on a Fortitude save (DC 19) or be overcome with nausea. This condition lasts as long as the creature remains within the area, and for 10 rounds after the creature leaves. A successful save means the creature is immune to that kelubar’s stench for 1 day (but not the stench of other kelubars).

Summon Demodand (Sp): Once per day, a kelubar can attempt to summon 1d2 kelubars with a 40% chance of success (result of 61–100 on d%) or 1d4 farastu with a 60% chance of success (result of 41–100 on d%).

Uncanny Dodge (Ex): A kelubar retains its Dexterity bonus to Armor Class even when flat-footed or struck by an invisible attacker, and it cannot be flanked except by a rogue of 11th level or higher. It can flank characters that also have uncanny dodge as if it were a 7th-level rogue

Skills: Kelubars have a +4 racial bonus on Bluff, Diplomacy, and Sense Motive checks.
Encounter 8: The Mound

[Tactics:  

Round 1:The Marshal has “Over the Top” active, and will likely have to delay down to the Badger.  The Badger will use its Mass Invisibility power on itself and the Marshal.  The Marshal will then activate its “Motivate Urgency” aura (swift action) (which will increase the Badger’s move temporarily.  Land speed will increase by 5 and fly by 10).  The Marshal will use its Grant Move Action power (standard action).  The Badger will move 70 ft towards some likely victims.

Round 2: The Badger will then either Move and Trample or Charge, depending on the situation.   The Marshal will move off to attempt to help other fey groups, usually at the lower APLs.

Round 3: The badger will use it’s Geas power, if there’s a Gnome nearby, or it’s irresistible dance power, if possible.  Otherwise, it will full attack somebody.  Be somewhat smart about it’s power attack.  Start with +5 on a heavily armored opponent or +10 on a lightly armored one.

]

Feyouched Titanic Badger (Badger: Core, Titanic Template: MM2) (CR 14) (with Errata)

Garganutan Animal

Hit Dice: 25d8+250+3 (365 hp)

Initiative: +3

Speed: 30 ft. (6 squares), burrow 10 ft., Fly 60 (good)

Armor Class: 16 (-4 size, +0 Dex, +20 natural), touch 6, flat-footed 16

Base Attack/Grapple: +18/+44

Attack: Claw +32 melee (4d6+14)

Full Attack: 2 claws +32 melee (4d6+14) and bite +27 melee (3d8+14)

Space/Reach: 20 ft./15 ft.

Special Attacks: Rage, Trample

Special Qualities: Low-light vision, scent, Immune to Enchantments, Spell-like abilities

[image: image14.wmf]Saves: Fort +26, Ref +14, Will +16

Abilities: Str 38, Dex 11, Con 31, Int 4, Wis 14, Cha 8

Skills: Hide +2, Escape Artist +4, Listen +14, Spot +14, Sense Motive +14

Feats: Alertness, Awesome Blow, Diehard, Endurance, Great Fortitude, Improved Bull Rush, Power Attack, Snatch, Toughness, Improved Natural Weapon (Claw)

The badger is a furry animal with a squat, powerful body. Its strong forelimbs are armed with long claws for digging.

An adult badger is 2 to 3 feet long and weighs 25 to 35 pounds.  This one, however, is 18 feet long and weighs 127,661 pounds.

Combat

Badgers attack with their sharp claws and teeth.

Rage (Ex): A badger that takes damage in combat flies into a berserk rage on its next turn, clawing and biting madly until either it or its opponent is dead. It gains +4 to Strength (+2 hit/damage), +4 to Constitution (+2 Fort save, +50 hp), and –2 to Armor Class. The creature cannot end its rage voluntarily.

Trample (Ex): As a standard action during its turn each round, a titanic creature can trample Huge or smaller opponents. This attack deals points of damage equal to 3d8 + 1 ½ times the creature’s Strength bonus (Str 38 = 3d8+21, Str 42 = 3d8+24). A trampled opponent can attempt either an attack of opportunity at a –4 penalty or a Reflex save (DC 22 + the titanic creature’s Str bonus [Str 38=22+14 = DC 36, Str 42=22+16 = DC 38]) for half damage.

Skills: A badger has a +4 racial bonus on Escape Artist checks.

Immunity to Enchantments (Ex): A feytouched/half-fey is immune to all spells and effects from the Enchantment school.

Spell-Like Abilities: Charm person (Will DC 10) at will, glitterdust (Will DC 11) 1/day, hypnotism (Will DC 10) 1/day, Detect law 3/day, enthrall (Will DC 11) 1/day, Protection from law 3/day, Confusion (Will DC 13) 1/day, Eyebite (Fort DC 15) 1/day, hold monster (Will DC 15) 1/day, Mass invisibility 1/day, Geas/quest (No Save, some effects DC 15) 1/day, Insanity (Will DC 16) 1/day, Otto's irresistible dance (No Save, badger must touch) 1/day

NOTE: Should the badger choose to use it’s Geas/Quest power, it may only use it on a Gnome (since they speak Burrowing Mammal).  It will quest them to find it a mate.

[image: image15.wmf]Splinterwaif Marshal 4 (MM3) (CR 3) (with errata)

Medium Fey 

Hit Dice: 2d6+5+4d8+4 (34 hp)

Initiative: +9

Speed: 50 ft. (10 squares), climb 50 ft. 

Armor Class: 17 (+5 Dex, +2 natural), touch 15, flat-footed 12

Base Attack/Grapple: +4/+4

Attack: Claw +9 melee (1d4+1) or splinterspit +9 ranged (1d6)

Full Attack: 2 claws +9 melee (1d4+1) or splinterspit +9 ranged (1d6)

Space/Reach: 5 ft./5 ft. 

Special Attacks: Call brambles, sneak attack +2d6, splinterspit, transformation 

Special Qualities: Camouflage, damage reduction 5/silver, low-light vision, spell resistance 7, superior woodland stride, Marshal Auras, Grant Move Action

Saves: Fort +5, Ref +9, Will +9

Abilities: Str 12, Dex 20, Con 12, Int 18, Wis 14, Cha 16 

Skills: Balance +12, Bluff +8, Climb +13, Diplomacy +8, Disguise +8 (+10 acting), 

Hide +28, Intimidate +5, Jump +10, Knowledge (local) +6, Listen +4, Move Silently +10, Search +6, Sense Motive +5, Spot +4, Survival +5, Speak Language (Burrowing Mammal), Tumble +18 

Feats: Improved Initiative(B), Toughness, Dodge, Weapon Finesse(B) , Skill Focus (Diplomacy) (B), Daunting Presence (MH)
Alignment: NE

Splinterwaifs are masters of camouflage, and they are rarely seen except by their victims. A splinterwaif moves with remarkable speed, clambering up vertical surfaces with ease. A splinterwaif appears superficially like a thin, lithe humanoid. Its skin can change between a multitude of colors. Thorns jut from the skin, some dropping off while others rapidly grow to replace those that have fallen away. A typical splinterwaif is 5 feet tall and weighs about 70 pounds.

Splinterwaifs speak Sylvan.

COMBAT

Marshal Auras (Ex): 

  Minor (+3): Over the Top [Bonus on Damage Rolls when Charging], Watchful Eye [Bonus on Reflex Saves]

  Major (+1): Motivate Urgency [+5 ft to base land speed]

Grant Move Action (Ex): Starting at 4th level, a marshal can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over. (This may mean, for example, that an ally whose initiative count immediately follows the marshal’s may get an extra move action from the marshal, followed directly by a full round worth of actions on the ally’s turn.)
Call Brambles (Su): As a standard action, a splinterwaif can cause a thorny branch to grow out of any nonmagical wooden surface within 30 feet. Treat this branch as a Medium animated object with a speed of 0 feet and the constrict exceptional ability. Splinterwaifs are fond of creating animated brambles to help flank opponents or to hold them immobile for sneak attacks. Controlling an animated bramble is a free action. A splinterwaif can animate and control only one bramble at a time.

Camouflage (Su): A splinterwaif’s skin changes color to match its surroundings. Doing this requires a full-round action on the part of the splinterwaif and grants it a +10 circumstance bonus on Hide checks. While camouflaged, a splinterwaif also gains concealment. As soon as the splinterwaif moves or attacks, it loses these benefits until it takes another full-round action to camouflage again.

Sneak Attack (Ex): A splinterwaif can sneak attack as a rogue, dealing an extra 2d6 points of damage on a successful sneak attack. As a splinterwaif advances in Hit Dice, its sneak attack ability improves. A splinterwaif with 4 or 5 Hit Dice deals an extra 3d6 points of damage with a successful sneak attack, while a splinterwaif with 6 Hit Dice deals an extra 4d6 points of damage with a successful sneak attack.

Splinterspit (Su): A splinterwaif can spit a splinter of wood at a foe as a ranged attack with a range increment of 30 feet. The act of spitting a splinter provokes attacks of opportunity from any creatures that threaten the splinterwaif. A hiding splinterwaif can attempt to snipe at targets with its splinter spit attack by taking a move action to immediately hide after making a ranged attack. It takes a –20 circumstance penalty on its Hide check to conceal itself after the shot. As long as the target is within 30 feet and unaware of the splinterwaif’s position, the splinterwaif can take full advantage of its sneak attack with this ranged weapon.

Superior Woodland Stride (Su): A splinterwaif can move through natural thorns, briars, overgrown areas, and similar terrain at its normal speed without taking damage or suffering other impairment. This includes thorns, briars, and overgrown areas that are magically manipulated to impede motion.

Transformation (Su): A splinterwaif can transform a dead humanoid or fey into a Medium thorny bush at will. Doing this requires a full minute of concentration; if the splinterwaif is interrupted during this time, it must start the transformation over from the beginning. A transformed body does not radiate magic, and is treated as a normal plant. Creatures that have been transformed into plants in this manner cannot be restored to life via raise dead or resurrection, although true resurrection, miracle, or wish can revive a dead character.

Skills: A splinterwaif has a +10 racial bonus on Hide checks. It also has a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened.

Track 2 Encounter 5: Knocking on My Door

Tatics: The scouts mission is find the mound tunnels and report back. They will try not to engage. 

All APLs (EL 12)

2 x Half-Elf Gran March Scout 7

Medium Humanoid (Half-Elf)

Hit Dice: 7d8+7 (39 hp)

Initiative: +5

Speed: 40 ft (8 squares)

AC: 19 (+5 mithral shirt, +4 Dex), touch 14, flat-footed 19

Base Attack/Grapple: +5/+7

Attack: +1 Cold Iron Shock Shortsword +10 melee (1d6+3/19-20 + 1d6 electricity) or +1 Seeking Shock Composite Shortbow (STR +2) +10 ranged (1d6+3/x3 + 1d6 electricity) or Dagger +9 melee (1d4+2)

Full Attack: Attack: +1 Cold Iron Shock Shortsword +10 melee (1d6+3/19-20 + 1d6 electricity) or +1 Seeking Shock Composite Shortbow (STR +2) +10 ranged (1d6+3/x3 + 1d6 electricity) or Dagger +9 melee (1d4+2)

Space/Reach: 5ft/5ft

Special Attacks: Skirmish +2d6

Special Qualities: Skirmish AC +2, Immune to sleep spells, +2 racial bonus on saves vs Enchantments, Trackless Step, Battle Fortitude, Trapfinding (+1), Uncanny Dodge (Dex bonus to AC), Evasion, Elven Blood, Fey Tails

Saves: Fort +4, Ref +9, Will +3

Abilities: Str 14, Dex 17, Con 12, Int 12, Wis 12, Cha 8

Skills: Balance +11, Climb +12, Escape Artist +16, Hide +21, Jump +8, Listen +12, Move Silently +21, Spot +12, Survival +14, Tumble +14

Feats: Skill Focus (Survival), Stealthy, Track, Weapon Finesse

Alignment: LN

Equipment: 20 Cold Iron Arrows, +1 Cold Iron Shock Shortsword, +1 Seeking Shock Composite Shortbow (STR +2), dagger, Mithral Shirt (+1 (Enhancement to Armor)/Shadow/Silent moves)

Fey Tails (Su): -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

2 x Gnome Gran March Scout 7

Small Humanoid (Gnom)

Hit Dice: 7d8+14 (46 hp)

Initiative: +9

Speed: 30 ft (6 squares)

AC: 20 (+1 size, +5 mithral shirt, +4 Dex), touch 15, flat-footed 20

Base Attack/Grapple: +5/+2

Attack: +1 Small Cold Iron Shock Shortsword +11 melee (1d4+2/19-20 + 1d6 electricity) or +1 Seeking Shock Composite Shortbow (STR +2) +11 ranged (1d4+2/x3 + 1d6 electricity) or Dagger +10 melee (1d3+1)

Full Attack: Attack: +1 Small Cold Iron Shock Shortsword +11 melee (1d4+2/19-20 + 1d6 electricity) or +1 Seeking Shock Composite Shortbow (STR +2) +11 ranged (1d4+2/x3 + 1d6 electricity) or Dagger +10 melee (1d3+1)

Space/Reach: 5ft/5ft

Special Attacks: Skirmish +2d6

Special Qualities: Skirmish AC +2, +1 racial bonus on attack rolls against kobolds and goblinoids., +2 racial bonus on saving throws against illusions., +4 Dodge bonus to Armor Class against monsters of the giant type, Speak with Animals (burrowing mammal only, duration 1 minute), Trackless Step, Battle Fortitude, Trapfinding (+1), Uncanny Dodge (Dex bonus to AC), Evasion, Fey Tails

Saves: Fort +4, Ref +9, Will +3

Abilities: Str 14, Dex 17, Con 12, Int 12, Wis 12, Cha 8

Skills: Balance +11, Climb +11, Escape Artist +16, Hide +25, Jump +3, Listen +13, Move Silently +25, Spot +11, Survival +14, Tumble +14

Feats: Improved Initiative, Skill Focus (Survival), Stealthy, Track, Weapon Finesse

Alignment: LN

Equipment: 20 Cold Iron Arrows, +1 Small Cold Iron Shock Shortsword, +1 Small Seeking Shock Composite Shortbow (STR +2), small dagger, small Mithral Shirt (+1 (Enhancement to Armor)/Shadow/Silent moves)

Fey Tails (Su): -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

Dimwood Elf Guide Druid 7

Medium Elf (Humanoid)

Hit Dice: 7d8+21 (52 hp)

Initiative: +5

Speed: 30 ft (6 squares) [20 ft (4 squares) normal]

AC: 16 (+5 chain shirt, +1 dex), touch 11, flat-footed 15

Base Attack/Grapple: +5/+4

Attack: +1 Human Bane Frost Scimitar +5 melee (1d6 + 1d6 cold) +1 Seeking Shock Composite Shortbow +5 ranged (1d6+2/x3 + 1d6 electricity) or Dagger +4 melee (1d4-1)

Full Attack: +1 Human Bane Frost Scimitar +5 melee (1d6 + 1d6 cold) +1 Seeking Shock Composite Shortbow +5 ranged (1d6+2/x3 + 1d6 electricity) or Dagger +4 melee (1d4-1)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: +2 racial saving throw bonus against enchantment spells or effects, , Animal Companion (Ex), Immunity to magic sleep effects., Nature Sense (Ex), Resist Nature's Lure (Ex), Trackless Step (Ex), Wild Empathy (Ex) +6, Wild Shape (Su) 3/day for 7 hours, Woodland Stride (Ex), Fey Tail

Saves: Fort +7, Ref +3, Will +11

Abilities: Str 8, Dex 12, Con 15, Int 10, Wis 22, Cha 9

Skills: Concentration +10, Heal +6, Hide +5 (+15), Knowledge (Nature) +10, Listen +16, Move Silently +5 (+15), Spot +16, Survival +8

Feats: Improved Initiative, Extend Spell, Track

Alignment: TN

Equipment: +1 Human Bane Frost Scimitar,  +1 Seeking Shock Composite Shortbow +5 ranged, Dagger, Periapt of Wisdom +4, 2 x Scrolls (Camoflage), 2 x Pearl of Power 1

Druid spells: (DC 16+spell level): 6/6/5/3/2

0: Create Water, Cure Minor Wounds, Cure Minor Wounds, Know Direction, Read Magic, Flare

1: Calm Animals, Entangle, Longstrider, Longstrider, Obscuring Mist, Sandblast

2: Briar Web, Fog Cloud, Nature’s Favor, Barkskin, Bear’s Endurance

3: Call Lightning, Sleet Storm, Mass Lesser Vigor

4: Ice Storm, Extended Forestfold, Air Walk

Fey Tails (Su): -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

Track 2 Encounter 6: Banging on My Door

All APLs (EL ???)

Tactics:  When possible, attacks will be made for subdual, as the soldiers are trying to bring the PCs in for trial as traitors.

The Lt is being scryed upon via Greater Scrying spell.  The sensor is somewhere on the Lt’s person, so it cannot be detected with See Invisible.

Squadron (part of 10th battle)

Lieutenant

File A – 1 Sgt, 7 Sol (Infantry) [Fighter] (Sgt, Cloaks)

File B – 1 Cpl, 7 Sol (Cavalry) [Fighter] 

File C – 1 Cpl, 7 Sol (Infantry) [Fighter]

File D – 1 Cpl, 7 Sol (Archers) [Fighter]

File E – 1 Cpl, 7 Sol (Infantry) [Warrior] (Fishbowls)

File F – 1 Cpl, 7 Sol (Archers) [Warrior] (Tails)

Gran March Cavalry Lieutenant (Marshal 10)

Medium Human (Humanoid)

Hit Dice: 10d8+10 (63 hp)

Initiative: +4

Speed: 20 ft (4 squares)

AC: 18 (+6 chain mail +1, +2 shield, +0 dex), touch 10, flat-footed 18

Base Attack/Grapple: +7/+6

Attack: +1 Shock Longsword +7 melee (1d8/19-20 plus 1d6 electricity) or Lance +6 melee (1d8-1) or Longbow +7 ranged (1d8-1/x3)

Full Attack: +1 Shock Longsword +7/+2 melee (1d8/19-20 plus 1d6 electricity) or Lance +6/+1 melee (1d8-1) or Longbow +7/+2 ranged (1d8-1/x3)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Eyes (Pink), Marshal Auras, Grant move action 2/day
Saves: Fort +8, Ref +5, Will +8

Abilities: Str 8, Dex 10, Con 13, Int 14, Wis 12, Cha 17 (21)

Skills: Bluff +18, Diplomacy +23, Disguise +7, Gather Information +7, Handle Animal +12, Intimidate +14, Knowledge (Sheldomar Valley) +9, Listen +14, Ride +15, Spot +12 (+14), Survival +8

Feats: Improved Initiative, Daunting Presence, Skill Focus (Diplomacy) (B), Distracting Attack, Ride-By Attack, Mounted Combat

Equipment: +1 Chain Mail, Cloak of Charisma +4, Lance, +1 Shock Longsword, Heavy Metal Shield, 20 cold iron arrows, 20 arrows, Field Provisions Box

Marshal Auras (circumstance bonus):

Minor (+5): Motivate Dexterity [Bonus on Dex checks, Dex-based skill check, Initiative], Over the Top [Damage when charging], Force of Will [Wisdom checks, Wisdom-based skill checks], Master of Tactics [Damage rolls while flanking], Watchful Eye [Bonus on Reflex Saves]

Major (+2): Steady Hand (Bonus on ranged attack rolls), Motivate Ardor (Bonus on Damage rolls), Motivate Attack (Bonus on melee attack rolls)

Grant Move Action (Ex): Starting at 4th level, a marshal can direct and motivate his allies to act immediately. Once per day, as a standard action, he may grant an extra move action to any or all of his allies within 30 feet (but not to himself ). Each of the affected allies takes this extra move action immediately, acting in their current initiative order. This extra action does not affect the allies’ initiative count; the round continues normally after the marshal’s turn is over. (This may mean, for example, that an ally whose initiative count immediately follows the marshal’s may get an extra move action from the marshal, followed directly by a full round worth of actions on the ally’s turn.)
Fey Eyes (Su): +2 Spot, - 2 Hide in lighted conditions, -8 Hide in dark/shadow conditions

[Marshal Auras Running: Motivate Dexterity, Steady Hand]

Warhorse, Heavy

Large Animal

Hit Dice:
4d8+12 (30 hp)

Initiative:
+1

Speed:

50 ft. (10 squares)

Armor Class:
19 (-1 size, +1 Dex, +4 natural, +5 chainmail), touch 10, flat-footed 18

BAB/Grapple:
+3/+11

Attack:

Hoof +6 melee (1d6+4)

Full Attack:
2 hooves +6 melee (1d6+4) and bite +1 melee (1d4+2)

Space/Reach:
10 ft./5 ft.

Special Attacks:-

Special Q:
Low-light vision, scent, Fey Glowing Glasses (Orange)

Saves:

Fort +7, Ref +5, Will +2

Abilities:
Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha 6

Skills:

Listen +5, Spot +4

Feats:

Endurance, Run

Fey Glowing Glasses (Su): Meld into their Eyes, making them Glow. +2 Spot, - 2 Hide in lighted conditions, - 8 Hide in dark/shadow conditions. 

File A

Gran March Infantry Sergeant  (Cleric 5/Divine Oracle 2)

Medium Human (Humanoid)

Hit Dice: 5d8+10+2d6+4 (50 hp)

Initiative: +1

Speed: 20 ft (4 squares)

AC: 15 (+4 Scale Mail, +1 dex), touch 11, flat-footed 14

Base Attack/Grapple: +4/+5

Attack: +1 Shock Longsword +6 melee (1d8+2/19-20 plus 1d6 electricity) or Crossbow 
+5 ranged (1d8/19-20)

Full Attack: +1 Shock Longsword +6 melee (1d8+2/19-20 plus 1d6 electricity) or Crossbow +5 ranged (1d8/19-20)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Antennae, Trapfinding +1, Prescient Sense

Saves: Fort +6, Ref +4, Will +10

Abilities: Str 13, Dex 12, Con 14, Int 10, Wis 16 (18), Cha 8 (10)

Skills: Concentration +9, Heal +6 (+7), Knowledge (Arcana) +3, Knowledge (Religion) +11, Listen +4 (+6), Spellcraft +9

Feats: Divine Metamagic (Heighten Spell), Lightning Reflexes, Martial Weapon Proficiency (Longsword), Weapon Focus (Longsword), Heighten Spell

Alignment: LN

Equipment: Light Crossbow, Holy Symbol (Wooden), Holy Symbol (Silver) [Oooooooh, Shiny!], +1 Shock Longsword, Cold Iron Longsword, Scale Mail, Pearl of Power 1, Pearl of Power 2, Pearl of Power 3, Field Provisions Box, Cloak of Charisma +2, Periapt of Wisdom +2

Fey Antennae (Su): +2 to listen, -2 Hide

Domains: Oracle (Divination spells +2 caster level), Law (Law spells +1 caster level), War

Turn Undead: 3/day [Used to spontaneously Heighten a spell, usually Dispel Magic]

Spells: (DC 14+Spell Level) 6/5+1/4+1/3+1/1+1

0: Detect Magic, Detect Poison, Light, Purify Food and Drink, Read Magic, Inflict Minor Wounds

1: Bless, Divine Favor, Magic Weapon*, Obscuring Mist, Shield of Faith, Inhibit

2: Calm Emotions*, Deific Vengeance, Owl’s Wisdom, Sound Burst, Deific Vengeance

3: Dispel Magic, Magic Vestment*, Vigor (Lesser, Mass), Weapon of Energy

4: Divine Power*, Holy Transformation (Lesser)

*Domain Spell

Gran March Infantry Soldier (Fighter 1)

Medium Human (Humanoid)

Hit Dice: 1d10+2+3 (15 hp)

Initiative: +5

Speed: 30 ft (6 squares)

AC: 13 (+2 leather armor, +1 dex), touch 11, flat-footed 12

Base Attack/Grapple: +1/+3

Attack: Longspear +4 melee (1d8+3/x3) or Short Sword +3 melee (1d6+2/19-20)

Full Attack: Longspear +4 melee (1d8+3/x3) or Short Sword +2 melee (1d6+2/19-20)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Cloaks

Saves: Fort +4, Ref +1, Will +1

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

Skills: Intimidate +3, Profession (Soldier) +4, Ride +5

Feats: Toughness, Weapon Focus (Longspear), Improved Initiative

Alignment: LN

Equipment: Cold Iron Longspear, Longspear, Leather Armor, Short Sword

Fey Cloaks (Su): When adorned it melds into their skin, all personal items the character holds/wears/carries becomes a bright color. +2 Perform, -2 Diplomacy, -2 Hide

File B

Gran March Cavalry Corporal (Fighter 5)

Medium Human (Humanoid)

Hit Dice: 5d10+5 (38 hp)

Initiative: +6

Speed: 30 ft (6 squares)

AC: 17 (+5 chain mail, +2 dex), touch 12, flat-footed 15

Base Attack/Grapple: +5/+8

Attack: +1 Shock Lance +10 melee (1d8+7/x3 plus 1d6 electricity) or Long Sword +8 melee (1d8+2/19-20) or Crossbow +7 ranged (1d8/19-20x3)

Full Attack: +1 Shock Lance +10 melee (1d8+7/x3 plus 1d6 electricity) or Long Sword +8 melee (1d8+2/19-20) or Crossbow +7 ranged (1d8/19-20x3)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Big Shoes

Saves: Fort +5, Ref +3, Will +2

Abilities: Str 16, Dex 14, Con 12, Int 10, Wis 13, Cha 8

Skills: Intimidate +3, Profession (Soldier) +6, Ride +12

Feats: Mounted Combat, Ride-By Attack, Weapon Focus (Lance), Weapon Specializaion (Lance), Improved Initiative, Spirited Charge

Alignment: LN

Equipment: Chain Mail, Lance, +1 Cold Iron Shock Lance, Long Sword, Crossbow, Heavy War Horse, Military Saddle, Belt of One Mighty Blow, Field Provisions Box

Fey Big Shoes (Su): Prevents the character from running or charging as their feet increase to a size 30. However, they are no longer slowed by natural terrain and can walk on water.

Gran March Cavalry Soldier (Fighter 1)

Medium Human (Humanoid)

Hit Dice: 1d10+1 (11 hp)

Initiative: +2

Speed: 30 ft (6 squares)

AC: 17 (+2 chain mail, +2 dex), touch 12, flat-footed 15

Base Attack/Grapple: +1/+3

Attack: Lance +4 melee (1d8+3/x3) or Long Sword +3 melee (1d8+2/19-20) or Crossbow +3 ranged (1d8/19-20x3)

Full Attack: Lance +4 melee (1d8+3/x3) or Long Sword +3 melee (1d8+2/19-20) or Crossbow +3 ranged (1d8/19-20x3)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Big Shoes

Saves: Fort +4, Ref +1, Will +1

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

Skills: Intimidate +3, Profession (Soldier) +4, Ride +6

Feats: Mounted Combat, Ride-By Attack, Weapon Focus (Lance)

Alignment: LN

Equipment: Chain Mail, Lance, Cold Iron Lance, Long Sword, Crossbow, Heavy War Horse

Fey Big Shoes (Su): Prevents the character from running or charging as their feet increase to a size 30. However, they are no longer slowed by natural terrain and can walk on water.

Warhorse, Heavy

Large Animal

Hit Dice:
4d8+12 (30 hp)

Initiative:
+1

Speed:

50 ft. (10 squares)

Armor Class:
14 (-1 size, +1 Dex, +4 natural), touch 10, flat-footed 13

BAB/Grapple:
+3/+11

Attack:

Hoof +6 melee (1d6+4)

Full Attack:
2 hooves +6 melee (1d6+4) and bite +1 melee (1d4+2)

Space/Reach:
10 ft./5 ft.

Special Attacks:-

Special Q:
Low-light vision, scent, Fey Glowing Glasses (Orange)

Saves:

Fort +7, Ref +5, Will +2

Abilities:
Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha 6

Skills:

Listen +5, Spot +4

Feats:

Endurance, Run

Fey Glowing Glasses (Su): Meld into their Eyes, making them Glow. +2 Spot, - 2 Hide in lighted conditions, - 8 Hide in dark/shadow conditions. 

File C

Gran March Infantry Corporal (Fighter 5)

Medium Human (Humanoid)

Hit Dice: 5d10+5+3 (41 hp)

Initiative: +6

Speed: 30 ft (6 squares)

AC: 15 (+5 studded leather armor, +1 dex), touch 12, flat-footed 13

Base Attack/Grapple: +5/+8

Attack: +1 Shock Longspear +10 melee (1d8+7/x3 plus 1d6 electricity) or Short Sword +8 melee (1d6+3/19-20)

Attack: +1 Shock Longspear +10 melee (1d8+7/x3 plus 1d6 electricity) or Short Sword +8 melee (1d6+3/19-20)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Cloaks

Saves: Fort +5, Ref +3, Will +2

Abilities: Str 16, Dex 14, Con 12, Int 10, Wis 13, Cha 8

Skills: Intimidate +5, Profession (Soldier) +8, Jump +8

Feats: Improved Initiative, Power Attack, Quick Draw, Toughness, Blind-Fight, Weapon Focus (Longspear), Weapon Specialization (Longspear)

Alignment: LN

Equipment: Longspear, +1 Cold Iron Shock Longspear, Studded Leather Armor, Short Sword, Belt of One Mighty Blow, Field Provisions Box

Fey Cloaks (Su): When adorned it melds into their skin, all personal items the character holds/wears/carries becomes a bright color. +2 Perform, -2 Diplomacy, -2 Hide

Gran March Infantry Soldier (Fighter 1)

Medium Human (Humanoid)

Hit Dice: 1d10+2+3 (15 hp)

Initiative: +5

Speed: 30 ft (6 squares)

AC: 13 (+2 leather armor, +1 dex), touch 11, flat-footed 12

Base Attack/Grapple: +1/+3

Attack: Longspear +4 melee (1d8+3/x3) or Short Sword +3 melee (1d6+2/19-20)

Full Attack: Longspear +4 melee (1d8+3/x3) or Short Sword +2 melee (1d6+2/19-20)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Cloaks

Saves: Fort +4, Ref +1, Will +1

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

Skills: Intimidate +3, Profession (Soldier) +4, Ride +5

Feats: Toughness, Weapon Focus (Longspear), Improved Initiative

Alignment: LN

Equipment: Longspear, Cold Iron Longspear, Leather Armor, Short Sword

Fey Cloaks (Su): When adorned it melds into their skin, all personal items the character holds/wears/carries becomes a bright color. +2 Perform, -2 Diplomacy, -2 Hide

File D

Gran March Archery Corporal (Fighter 5)

Medium Human (Humanoid)

Hit Dice: 5d10+5+3 (41 hp)

Initiative: +6

Speed: 30 ft (6 squares)

AC: 16 (+3 studded leather armor, +3 dex), touch 13, flat-footed 13

Base Attack/Grapple: +5/+7

Attack: +1 Shock Longbow +10 melee (1d8+6/x3 plus 1d6 electricity) or Light Mace +7 melee (1d6+2)

Full Attack: +1 Shock Longbow +10 melee (1d8+6/x3 plus 1d6 electricity) or Light Mace +7 melee (1d6+2)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Tails

Saves: Fort +5, Ref +3, Will +2

Abilities: Str 14, Dex 16, Con 12, Int 10, Wis 13, Cha 8

Skills: Intimidate +5, Profession (Soldier) +8, Jump +8

Feats: Improved Initiative, Weapon Specialization (Longbow), Point Blank Shot, Rapid Shot, Toughness, Precise Shot

Alignment: LN

Equipment: Longbow, +1 Shock Longbow, Studded Leather Armor, Light Mace, Efficient Quiver, Field Provisions Box, 20 cold iron arrows, 20 arrows

Fey Tails (Su): -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

Gran March Archery Soldier (Fighter 1)

Medium Human (Humanoid)

Hit Dice: 1d8+2 +3 (15 hp)

Initiative: +6

Speed: 30 ft (6 squares)

AC: 14 (+2 leather armor, +2 dex), touch 12, flat-footed 12

Base Attack/Grapple: +1/+2

Attack: Longbow +4 ranged (1d8/x3) or Light Mace +2 melee (1d6+1)

Full Attack: Longbow +4 ranged (1d8/x3) or Light Mace +2 melee (1d6+1)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Tails

Saves: Fort +4, Ref +2, Will +1

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

Skills: Intimidate +3, Profession (Soldier) +4, Ride +5

Feats: Point Blank Shot, Weapon Focus (Longbow)

Alignment: LN

Equipment: Longbow, Leather Armor, Light Mace, 20 cold iron arrows, 20 arrows

Fey Tails (Su): -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.

File E

Gran March Infantry Corporal (Fighter 5)

Medium Human (Humanoid)

Hit Dice: 5d10+5+3 (41 hp)

Initiative: +6

Speed: 30 ft (6 squares)

AC: 15 (+5 studded leather armor, +1 dex), touch 12, flat-footed 13

Base Attack/Grapple: +5/+8

Attack: +1 Shock Longspear +10 melee (1d8+7/x3 plus 1d6 electricity) or Short Sword +8 melee (1d6+3/19-20)

Attack: +1 Shock Longspear +10 melee (1d8+7/x3 plus 1d6 electricity) or Short Sword +8 melee (1d6+3/19-20)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Cloaks

Saves: Fort +5, Ref +3, Will +2

Abilities: Str 16, Dex 14, Con 12, Int 10, Wis 13, Cha 8

Skills: Intimidate +5, Profession (Soldier) +8, Jump +8

Feats: Improved Initiative, Power Attack, Quick Draw, Toughness, Blind-Fight, Weapon Focus (Longspear), Weapon Specialization (Longspear)

Alignment: LN

Equipment: Longspear, +1 Cold Iron Shock Longspear, Studded Leather Armor, Short Sword, Field Provisions Box

Fey Cloaks (Su): When adorned it melds into their skin, all personal items the character holds/wears/carries becomes a bright color. +2 Perform, -2 Diplomacy, -2 Hide

Gran March Infantry Soldier (Warrior 1)

Medium Human (Humanoid)

Hit Dice: 1d8+3 (11 hp)

Initiative: +1

Speed: 30 ft (6 squares)

AC: 13 (+2 leather armor, +1 dex), touch 11, flat-footed 12

Base Attack/Grapple: +1/+2

Attack: Longspear +3 melee (1d8+1/x3) or Short Sword +2 melee (1d6+1/19-20)

Full Attack: Longspear +3 melee (1d8+1/x3) or Short Sword +2 melee (1d6+1/19-20)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Fishbowls

Saves: Fort +2, Ref +1, Will -1

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

Skills: Intimidate +3, Profession (Soldier) +4, Ride +5

Feats: Toughness, Weapon Focus (Longspear)

Alignment: LN

Equipment: Longspear, Cold Iron Longspear, Leather Armor, Short Sword

Fey Fishbowls (Su): Water breathing. +20% spell failure (all verbal spells)

File F

Gran March Archery Soldier (Warrior 1)

Medium Human (Humanoid)

Hit Dice: 1d8 (8 hp)

Initiative: +1

Speed: 30 ft (6 squares)

AC: 13 (+2 leather armor, +1 dex), touch 11, flat-footed 12

Base Attack/Grapple: +1/+2

Attack: Longbow +3 ranged (1d8+1/x3) or Light Mace +2 melee (1d6+1)

Full Attack: Longbow +3 ranged (1d8+1/x3) or Light Mace +2 melee (1d6+1)

Space/Reach: 5ft/5ft

Special Attacks: --

Special Qualities: Fey Tails

Saves: Fort +2, Ref +1, Will -1

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

Skills: Intimidate +3, Jump +5, Ride +5

Feats: Point Blank Shot, Weapon Focus (Longbow)

Alignment: LN

Equipment: Longbow, Leather Armor, Light Mace, 20 cold iron arrows, 20 arrows

Fey Tails (Su): -2 to all Charisma Checks, character may once per day do a swift action to loose a shield or retrieve an item from a backpack.
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