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“Soldiers, adventurers, sellswords and volunteers!” intones the grim-faced half-elven Knight of Luna. “We have learned that the Pomarj forces currently running amok in the Suss stage out from the area surrounding the ghost-ridden ruins of Nol-Daer. We march today to break their camps and crush their army. This must be done” he rumbles, “at any cost.” A one or two round variable length Sheldomar Valley Metaregional battle interactive for APLs 2-14 and Part 5 of the Secrets of the Suss Series. Racially diverse parties are recommended. 
Resources: Complete Arcane [Richard Baker], Complete Divine [David Noonan], Complete Warrior [Andy Collins, David Noonan, Ed Stark], Miniatures Handbook Michael Donais, Skaff Elias, Rob Heinsoo, Jonathan Tweet], Monster Manual II [Ed Bonny, Jeff Grubb, Rich Redman, Skip Williams, Steve Winter],  Monster Manual III [Greg Collins, John D. Rateliff, Gary Sarli], Spell Compendium Matthew Sernett, Jeff Grubb, Mike McArtor .

RPGA® Sanctioned Play

Most likely you ordered this adventure as part of an RPGA even from the RPGA website, or you received it from your senior gamemaster. To play this adventure as part of the Living Greyhawk campaign—a worldwide, ongoing D&D campaign set in the Greyhawk setting—you must sanction it as part of an RPGA event. This event could be as elaborate as a big convention, or as simple as a group of friends meeting at the DM’s house. 

To sanction an RPGA event, you must be at least a Herald-Level gamemaster. The person who sanctions the event is called the senior gamemaster, and is in charge of making sure the event is sanctioned before play, runs smoothly on the date sanctioned, and then reported back to the RPGA in a timely manner. The person who runs the game is called the table Dungeon Master (or usually just DM). Sometimes (and almost all the time in the cases of home events) the senior gamemaster is also the table DM. You don’t have to be a Herald-Level GM to run this adventure if you are not the senior GM. 

By sanctioning and reporting this adventure you accomplish a couple of things. First it is an official game, and you can use the AR to advance your Living Greyhawk character. Second player and DMs gain rewards for sanctioned RPGA play if they are members of the Dungeons & Dragons Rewards program. Playing this adventure is worth two (2) points. 

This adventure retires from RPGA-sanctioned play on December 31, 2008.
To learn more about the Living Greyhawk character creation and development, RPGA event sanctioning, and Dungeons & Dragons Rewards, visit the RPGA website at www.rpga.com.

Players Read No Farther

If you are planning on playing this adventure, stop reading now. The rest of the information in this adventure is for the DM only. If you read farther than this section, you’ll know too much about its challenges, which kills the fun. Also, if you’re playing this adventure as part of an RPGA-sanctioned event, reading beyond this point makes you ineligible to do so.
Preparing for Play

To get the most out of this adventure, you need copies of the following D&D books: Player’s Handbook, Dungeon Master’s Guide, and the Monster Manual. 
Throughout this adventure, text in bold italics provides player information for you to paraphrase or read aloud when appropriate. Sidebars contain important information for you, including special instruction on running the adventure. Information on nonplayer characters (NPCs) and monsters appear in abbreviated form in the adventure text. Full information on NPCs and monsters are given in the Appendices. 

Along with this adventure you’ll find a RPGA Table Tracking sheet. If you’re playing this adventure as part of an RPGA-sanctioned event, complete and turn in this sheet to your senior GM directly after play. You’ll also find a Living Greyhawk Adventure Record (AR). 

Living Greyhawk Levels of Play

Because players bring their own characters to Living Greyhawk games, this adventure’s challenges are proportionate to the modified average character level of the PCs participating in the adventure. To determine this modified Average Party Level (APL) follow the steps below:

1. Determine the character level for each of the PCs participating in the adventure.

2. If PCs bring animals that have been trained for combat (most likely dogs trained for war), other than those brought by virtue of a class ability (such as animal companions, familiars paladin’s mounts) or the warhorse of a character with the Mounted Combat feat, use the sidebar chart to determine the number of levels you add to the sum of step one. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately. 

3. Sum the results of step 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

4. If you are running a table of six PCs, add one to that average.

Throughout this adventure, APLs categorize the level of challenge the PCs face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.
APL also affects the amount of experience and gold a PC can gain at the end of the adventure. If a player character is three character levels or more either higher or lower than the APL at which this adventure is being played, that character receives only one-half of the experience points and gold for the adventure. This simulates the fact that either the PC was not challenged as much as normal or relied on help by higher-level characters to reach the objectives. 
Furthermore, a PC who is four or more levels higher than the highest APL supported by the adventure may not play the adventure.
 SHAPE  \* MERGEFORMAT 



Living Greyhawk adventures are designed for APL 2 and higher. Four or five 1st-level characters may find the challenge of an APL 2 adventure difficult. Suggest the following to these groups to help increase their chances of success: 

1. Enlist a sixth player.

2. Advise characters to buy riding dogs to help protect them, and fight for them.

Time Units and Upkeep

This is an interactive one or two round Metaregional adventure, set in the Sheldomar Valley Metaregion.  Characters native to the Sheldomar Valley Metaregion pay one Time Unit per round, all others pay two Time Units per round. 

Adventurer’s Standard Upkeep costs 12 gp per Time Unit.  Rich Upkeep costs 50 gp per Time Unit.  Luxury Upkeep costs 100 gp per Time Unit. Characters that fail to pay at least Standard Upkeep will retain temporary ability damage until the next adventure, must buy new spell component pouches and healer’s kits, and may suffer other in-game penalties (or possibly gain in-game benefits) as may be detailed in this adventure.
A character who does not pay for at least Standard Upkeep may also avoid the above-described penalties by living off the wild.  If the character possesses four or more ranks in the Survival skill and succeeds at a Survival check (DC 20), the character will heal temporary ability damage as if he or she paid for Standard Upkeep, may refill spell component pouches and healer’s kits, and may restock up to 20 arrows or bolts if the character has at least four ranks in Craft (bowmaking).  The player is allowed to Take 10 on this roll.

More information about Lifestyle and Upkeep can be found in the “Lifestyle and Upkeep” section of Chapter 3 of the Living Greyhawk Campaign Sourcebook.

Adventure Background

Legend tells of a magnificent Suel city deep in the Suss Forest, lost for centuries and warded from prying eyes by a brotherhood of reclusive rangers. For several years now, spies and freed prisoners have reported that Turrosh Mak’s Pomarj forces are determinedly exploring the Suss in hopes of locating the city and plundering it. 


A little over three years ago, a lost academy of magic was unearthed in the Suss Forest. Some adventurers explored it thoroughly and found both puzzles and some powerful items. The academy was, alas, severely damaged by the very guardians who protected it, and it is now of little use except as an archeological site.


While exploring the academy, a few unlucky adventurers were imprisoned briefly with an insane ghoul, who babbled about his city of Etraika. When the ghoul was slain, PCs stripped him of an unusual medallion he wore about his neck. Forged of an unfamiliar alloy, the medallion has resisted the machinations of metallurgists who examined it in hopes of ferreting out its properties. A few months ago, the medallion began to display a previously unseen property. In the hands of a pureblood Suel human, it is pleasantly warm and emits a very low hum. In the hands of others it is caustic, causing 1 hp of acid damage per minute on exposed skin and discoloring the clothing, leather, or metal it lies in contact with for more than an hour.


Rampaging humanoids have plagued the borders of Celene for decades, first from the Lortmils and now from the Pomarj. Since the elves withdrew to the north banks of the Jewel River, an uneasy truce has reigned. 


Several months ago, elves began to vanish from their fields and steadings around the Twilight Woods (their term for the Suss north of the Jewel). Elven patrols sent to investigate vanished as well. Eventually Lady Amerayne, handmaiden of Queen Yolande, summoned a group of adventurers to unravel this mystery. The adventurers followed a trail made by villagers enslaved by orcs. In the course of a major battle, the PCs learned that the orcs were systemically preying on the elves, using artifact-level magic in the form of rods of mastery. Amerayne thanked the adventurers and dismissed them while the Fey Court studied this issue and rendered a decision.


The Fey Court met and was shaken over the rebirth of this threat, which menaced their entire nation a millennium in the past. Further, they realized that a pure elven group was unlikely to succeed against rod of mastery: elf wielders. Reluctantly, they asked for aid again and a handful of adventurers responded.

The adventurers fought some difficult battles in the elves service, ultimately discovering not one but two ancient sites that the Pomarj orcs were actively plundering for relics and knowledge. This information was given to the elves of Celene, as well as some other influential groups in the Sheldomar Valley. Alas, the elves were unable to prevent the orcs from occupying the scattered ruins of Etraika and making off with many fell treasures.

The elves have drawn on their remaining goodwill to make a serious strike at the orcs’ main base in the Suss Forest, in hopes of smashing the Pomarj forces and recovering the Etraikan materials before the orcs fully employ them. The strongpoint is centered on the old fortress of Nol-Daer and includes thousands of humanoids and their slaves. 

The orcs themselves have forged a powerful alliance with the Earth Dragon, blending its energy with experimental data looted from Etraika. The result is a web of “Ley Lines” generated by an apparatus which extracts the life force from sentient creatures as well as the Oerth itself.  This power is then collected and concentrated in an  unholy ritual conducted by priests of the Earth Dragon to inhibit magic use by those who are enemies of the Earth Dragon.  The Pomarj is hoping to make their forces immune to the magics that their neighbors might throw against them.. 

Environment: The weather is a warm subtropical autumn, 80 degrees and very humid, with clear skies for the next three days. Any traversed portions of the Suss Forest are dank and dark, with wet leaves and deadfalls littering the ground. Any fires set in combat will spread to triple the radius of the initial blaze before burning out. There is no moon (zero moonlight) on the first day of this adventure.

Adventure Summary
Introduction: PCs are contacted and mustered in Celene for the mission briefing.

Encounter 1: PCs meet with Amerayne, a female elven handmaiden from Queen Yolande’s court and the liaison to a War Council of the Knights of Luna and others. She presents the results of the elves’ research and findings regarding the Pomarj threat and asks the PCs to join the strike force assaulting Nol-Daer.

Encounter 2: PCs get the mission briefing and their assignments in the assault. PCs have some prep time and are then moved by an elven magic similar to the spell tree stride on a large scale.

Encounter 3: PCs make their initial assault, which should result in a retreat by the PCs attacking the central fortress area, due to the strong magic-inhibiting effects there. The low-level tables should make progress in their zones. Some tables will have diplomatic encounters with potential allies.

Encounter 4: Some challenges arise that tax the high-level PCs briefly. The War Council interrupts with a brief role-play encounter outlining the nature of Nol-Daer’s magical defenses and how to defeat them.

Encounter 5: The low-level PCs should be deactivating the ley line generators so that the high-level PCs can make a renewed assault on the orc headquarters areas.

Encounter 6: The PCs have a short time to loot some of the Etraikan goods from Nol-Daer as a wave of black dragons erupts onto the scene. 

Encounter 7: The elves ask the PCs to withdraw as the orc reinforcements continue to inflict damage and the helpless liberated slaves are threatened. 

Conclusion: The PCs are debriefed. They learn that the Pomarj seems to be withdrawing from the Nol-Daer area. 

Preparation for Play
The DM should ask each player at his or her table whether he or she has participated in either of the immediately previous events in the series, namely SHE6-02 Brooding Boughs and SHE6-06 Steeped in Atrocity. The DM can review the ARs for those events and note any special circumstances resulting from play of those two events. In particular, the DM should note for reference what relationship level each PC has with the aranea of the Suss Forest (Helpful, Friendly, Indifferent, Unfriendly, Hostile, None) as this will come into play at some tables in the interactive. 

Individual initiative cards are recommended, as PCs have some ability to move between tables during the event. Where map sheets are clustered together (see DM Aid #0) the PCs can physically move from one to another. The map sheets that are clustered together (example: sheets 9-11) are 100 ft. apart for purposes of PC movement between sheets. PCs also have access to magical movement when the sheets are widely separated (example: from sheet 11 to 15). See the new spell coursing the greenway In DM Aid #14 for details. When they move, they can take the card with their relevant information to the new table 
We recommend that tables 1-6 be set up in a format similar to their placement on the overall game map. If possible, the other areas where three map sheets are adjacent (called “clusters”) should be separated from one another by floor space or barriers. Players begin in two separate briefing areas, based on whether or not they have established a positive relationship with Handmaiden Amerayne of Celene or the Knights of Luna before. This is demonstrated when a PC shows a Favor/Boon/Influence/Recommendation/ etc. with Amerayne or the Knights of Luna.
Important: Coordinators must determine whether this event is to be played as a one or two round event and communicate this to the judges. See DM Aid #15 Event Coordinator for details.

Overview of event flow: The authors anticipate the following flow of events. 

1. Mustering, play begins.

2. High-level PCs initially forced to retreat due to magical defenses of Nol-Daer keep area.  Low/mid level PCs successful.

3. Commanders determine that the ley line generators must be destroyed and order PCs to do so. High-level PCs assist other tables in destroying generators.

4. High-level PCs renew assault on weakened central Nol-Daer area (Map Sheets 1-5). Low-level PCs can get additional waves at their table, move to a new map sheet, or aid in the high-level assault on the HQ areas or simply “be done”.
5. Wave of black dragons arrives on scene.
6. All PCs succeed, loot area, withdraw under pressure from orc hordes.

Coordinator Note: 
The critical timing element is to get the high-level PCs back on track assaulting Map Sheets 1 and 5 with enough time to “win” there if they perform well.
Introduction

Player Handouts #1 and 2 are provided to “recruit” PCs into this event. Coordinators can opt to role-play the recruitment messages if preferred. 

The Knights of Luna and several of Queen Yolande’s Court are gravely concerned about the near-certainty that the Pomarj forces are reaping a harvest of powerful Suel artifacts and arcane knowledge from recently discovered ruins of Etraika, the Lost City of the Suel in the Suss Forest. Handicapped by the Pomarj’s use of the rods of mastery (elf), the Knights urge an immediate strike to drive off the humanoids and recover as many artifacts as possible.
The elves initially separate the PCs and welcome them.  
Provide Player Handouts to players according to their race, earned favors, recommendations, etc.  The following qualifications determine which Player Handout to give to players:
Give Player Handout #1 to PCs who are elven, half-elven, or have active favors, influence, or recommendations with Amerayne or the Knights of Luna. These latter are known as elf-friends.
Give Player Handout #2 to all players not qualified for #1 above.

When the PCs are divided into “elves, half-elves and elf-friends” and “other”, proceed to Encounter 1.

Encounter 1: WHAT’S ALL THIS THEN?
The elven leaders prefer to brief the two PC groups separately, but coordinators may decide to combine the groups. If briefed separately, the Knights are more friendly and open with the elf-friend group. The knights make every effort to portray Celene and the elves in the best possible light to the second group, while still being polite and solicitous towards them.  (They really feel the need for help from non-elves, but do not trust them completely… yet.  The briefing for the elven/elf-friend group is conducted by Knight of Luna Laith Filiadir. The briefing for non-elven/elf-friend PCs is conducted by the half-elven Knight of Luna Thayli Nast.
Conditions: Numerous magical restrictions on the Allied Forces (the PCs, Celene elves, etc.) are detailed on each individual Map Sheet. The effects are anti-magical in nature and thus have no detectable auras or appearances. The weather is a warm subtropical autumn, 80 degrees and very humid, with clear skies. 
“Soldiers, adventurers, sellswords and volunteers!” intones the grim-faced Knight of Luna. “We have learned that the Pomarj forces currently running amok in the Suss stage out from the area surrounding the ghost-ridden ruins of Nol-Daer. We march today to break their camps and crush their army. This must be done” he rumbles, “at any cost.”
“As many of you know, the Pomarj delvers have unearthed artifacts from Etraika that they called the rods of mastery. These rods target specific races and are very difficult to resist. Even some of our Knights of Luna have succumbed. For this reason we have again turned to outlanders to request aid in making war on the Pomarj before they solidify their positions beyond our ability to assail them. 

Your assistance in this endeavor is most vital and appreciated.

“We have developed some limited intelligence on the defenses in the mission area, and the news is not good. Our scouts have mapped several locations of interest, but are unable to penetrate deeply to provide detailed schematics and enemy orders of battle. Worse, the airborne scouts we have dispatched cannot fly low enough to glean details. When they have tried, they are targeted by eldritch beams, and they fall from the sky to their doom.”
“We do know that there are numerous camps of various humanoids reinforced by trolls and giants. The camps are miles apart, and are roughly centered on the old fortress of Nol-Daer. Local legends place fiends and dragons in the area as well, but our scouts have seen no trace of these threats as yet. We have found several parties of orcs slain by arrow and blade in the Suss Forest, but to date we have no knowledge of who is behind the deaths.
“I understand that you will want some time to prepare for such a battle. At this point I’ll release you to your mission briefers, and you will have until dawn tomorrow to make your preparations, after which we’ll make our assault.” He motions several junior Knights forward. “Take charge of these heroes and share their missions with them.”
The orcs have been slain by aranea who are battling orc incursions into the deep Suss, but even the elves are uncertain on this point.  Some PCs that have played SHE6-02 Brooding Boughs or SHE6-07 Steeped in Atrocity have some knowledge of the araneas’ activities in the forest.
The event coordinator, in his role as Knight of Luna, should strongly encourage multiracial parties to reduce the threat from the rods of mastery.

The Celene elves supply a “volunteer” to each PC group who will travel with them but who cannot aid them in any way except to transport them around the battlefield. The Celene elves have perfected a magic based on the tree stride spell (see DM Aid: New Rules) and use this magic on behalf of PCs wishing to move about.

Elves and elf-friends are offered the use of cloaks and boots of elvenkind for the duration of this event. There are just enough of the items for those of the elf-friends who desire the use of them. The elves seek the return of these items at the end of the battle.
Development: When the general briefings are concluded proceed to Encounter 2.
Encounter 2: TABLE BREAKDOWN- MISSION BRIEF
PCs are mustered into tables and taken by their table DMs.  The DM gives the players the general terrain of their objective areas and any local intelligence, per the specific instructions on the appropriate Map Sheet. In addition, the briefer (DM) should relay the following information:
1. Teleportation magic is blocked in all of the objective areas. 
2. Scouts that attempted to fly over the areas were targeted by eldritch bolts. Those flying close to the ground plummeted to the earth when they approached the objectives.

3. Windwalking and air walking attempts met with the same results as other types of magical flight.

4. Non-magical flight seems to work fine, as birds and other winged creatures seem unaffected.

5. There is some type of invisibility purge in place as well.

6. The orcs and other foes seem to be unaffected by the anti-magic effects.

7. There are some unusual stone formations in several areas of the Pomarj encampment. These areas are the ones selected for assault by the volunteers, as they appear to be rallying points for the orcs.

Players have 15 minutes of real time to complete spell lists, etc. 
In addition to this scenario, which details the encounters, each table judge should have the following Appendices available at the table for reference:
· APL Appropriate Appendix from Appendices 1-7 - Details opponent stats 

· Appendix 8 - Details NPC stats 

· DM Aid: Map #0 - Nol-Daer Overview - details map clusters 

· DM Aid: Map #  - Map Sheet appropriate for their table - Details physical layout 
· DM Aid: Map Sheet# Addendum - Details terrain and magic modifiers 

· DM Aid 13: Ley Lines and Generators/Collectors 

· Player Handout 1 
· Player Handout 2. 

· Table #1 will also need Map Sheet 5B: Caverns with its Addendum and DM Aid #12: Nol-Daer Castle Description and Defenses.
Development: When the prep time has passed, proceed as a group to Encounter 3.

Encounter 3: TRANSPORT TO BATTLE and FIRST ENGAGEMENT
Knight of Luna Laith Filiadir strides forward and springs up lightly onto the back of his pegasus. He draws his courtblade and whirls it overhead. When he has everyone’s attention, he calls out to the assemblage:
“Our hour of need is at hand! Let the orcs quail at our approach! Slay them swiftly and divest them of the black treasures of Etraika!

“Remember that the Knights can aid you in movement, should you wish to strike in far-flung places.

“Go now and wet your blades, for all the free folk of the Sheldomar Valley!”
The Celene elf accompanying the PC party asks for a “marching order” and transports the PCs when they are ready. Note that only one PC is transported per round, (see DM Aid: New Rules: coursing the greenway) so the order of transport could be important.

The DM begins with a group from the appropriate APL appendix, the standing guard for his or her respective map sheet. Additional NPC reinforcements arrive about every seven rounds. Note that PCs get a little more time when they are disabling ley line generators and collectors (See DM Aid: Ley Line Generators/Collectors).
Development: If the PC party is progressing, they proceed through waves of NPCs per the event coordinator’s discretion. Parties that retreat or are defeated proceed to Encounter 4. Parties that clear their map sheet proceed to Encounter 5.
Encounter 4: FALL BACK!
It is likely that some tables, especially the high-level tables, will need to withdraw and regroup. They should be suffering from the initial restrictions on their magic use. The table DM or coordinator may see that PCs are not “getting the message” to retreat. In this case, read the following text:

Your elven escort pauses, his brow furrowed in concentration. He looks up abruptly and says, “Knight Captain Laith Filiadir has ordered our withdrawl! Please accompany me at once!” 

If PCs travel back to the command post without clearing their map sheet, Knight Laith Filiadir scolds them:
“I am troubled that you have had to leave the field of battle so soon? Your fellow heroes are still striving and bleeding in our cause. I hope that you will not forsake them?”
If the PCs are simply defeated and ready to withdraw, Laith mutters some insincere thanks and hastens off to manage the battle.

If the PCs bring information regarding the numerous magical inhibiting effects that they are facing, Laith responds:
“Hmm, that is dire news and it merits re-thinking our strategy. Clearly we cannot fight at the center of their power base while they have the use of magic and we do not. Give me a few minutes to consult our Elders and see if they can make sense of the information you have gathered.” Laith moves off quickly, waving to nearby Knights to come closer. He opens a saddlebag on his pegasus’ side and withdraws an elegant mirror, bordered by a blend of rare woods. He sets out some components and begins a low chant in front of the mirror. When he looks up again, aged and wise elven faces swim into view in the mirror.
The DM can give the PCs a five-minute break at this point and then have a short role-play encounter when all are reconvened. This role-play event should be demonstrated to all the tables, as those actually unable to “see” it happen would get “the word” of it very soon via the chain of command.
The authors recommend using an empty picture frame to simulate the scrying mirror.

Laith, looking into mirror: “Has the council determined any recourse against the hexes of the Pomarj?”
Elder, gazing out of mirror: “All discussed it, but only Elder Venaus offers a possibility. Hear him.”

Elder Venaus, stepping into focus in the mirror: “My long study of our great foe, the Earth Dragon, and the information your heroes have attained have me thinking. As the Dragon draws power from the earth far away, so too the Pomarj stronghold is drawing power from the natural world nearby. Look for structures or machines that may drain and then focus the powers of the wild.” 
Laith: “What is to be done with these machines when they are located?”

Venaus: “Destroy them, of course, before they sap all the life from the land. The loss of this fell energy may serve to weaken their unnatural defenses.
Laith, turning to PCs: “I urge you to aid one another in eliminating the aberrant structures you have located. Then may we try the strongpoints again.” 

At this point the tables may reshuffle a bit. The Knights can assist with movement between tables via their tree stride-like magic that they call coursing the Greenway (see DM Aid: New Rules). 

Development: When the dialogue above has played out, proceed to Encounter 5.

Encounter 5: disabling the ley line generators
The PCs return to the battle and work to destroy the ley line generators and collectors so that the battle for the central keep and caverns can begin. The DM playing the role of Knight of Luna Laith Filiadir should guide the higher-level PCs to aid a lower APL table as necessary so that the generators begin going off line. 

All PCs may move freely from table to table as they desire, but it takes time. PCs and judges can calculate the movement time needed by referring to the overview map. Assume that all ground-based movement is at half speed due to various terrain factors. The Celene elves working with the Knights of Luna have the ability to use a form of tree stride that they call “coursing the greenway” (see DM Aid: New Rules) between like types of trees that can rapidly move PCs to many (but not all) destinations. PCs can also physically move between map sheets. Map sheets that are clustered together (example: sheets 9-11) are 100 ft. apart, so PCs can move 100 ft. and arrive on the adjacent sheet from the cluster. Sheets that are not clustered together are miles apart, as seen on DM Aid: Map Sheet #0.
Whenever a generator or collector is successfully destroyed, a large plume of eldritch energy is released. The generator plumes vary in color, while the collector plumes are rainbow-hued if released. The plumes shoot skyward for 300 feet and are visible for miles (all tables see any plume with a Spot check DC 5). 
Any effect created by a single generator ceases immediately when the generator is disabled (per the generator entry in DM Aid: Ley Line Generators/Collectors). Any effect created by multiple generators continues at full strength until all the associated generators are disabled.

The NPC Knights should ensure that all tables are informed when anti-magic effects are removed so that the PCs can use their magic to increasingly good effect.

Development: The event coordinator should monitor the time spent in this encounter and the overall progress of the PC groups and determine when to proceed to Encounter 6. The authors recommend at least one hour of table time to play Encounter 6 and 7 and the Conclusion. The dragons absolutely begin their attack if the PCs  enter their caverns.
Encounter 6: a dragon in every pot
A mated pair of black dragons have occupied this area for decades. They have a significant number of offspring scattered about the area in ponds and mires. The parents are supporting the Pomarj forces because they are being bribed with loot and knowledge from Etraika.

The event coordinator should decide when to begin this encounter, based on the time remaining in the slot and the overall progress of the tables. Table judges can bring the dragons in immediately against PCs who are faring well or delay the dragons a couple rounds to allow PCs a better chance to finish their current combat first. The coordinator can call for attention while reading the following:
A mighty ear-piecing cry splits the air from the direction of Nol-Daer. A few moments pass and the cry is answered from dozens of lesser creatures from all points of the compass. Some of them seem to be close to your position! The elves of Celene shudder and look wildly about as dragons of all sizes erupt from several ponds and mires, rainbow-hued water pouring from their scaly hides. In every case, they focus their keen gaze on you and approach, wingtips snapping in the air with their effort to reach you.
The dragons are all of the black variety and are allocated to tables by APL as seen on the individual Map Sheet encounters. As the ponds and mires are all “just off the map”, it takes them one round to get on the board at the edge of each map sheet. They cheerfully join in any ongoing battles, hoping to overwhelm weary or distracted PCs.
APL 2 EL 4

Very Young Black Dragon: hp 69; see Monster Manual, page 70.

APL 4 EL 7

Juvenile Black Dragon: hp 137; see Monster Manual, page 70.

APL 6 EL 9

Young Adult Black Dragon: hp 180; see Monster Manual, page 70.

APL 8 EL 11

Adult Black Dragon: hp 228; see Monster Manual, page 70.

APL 10 EL 13

Adult Black Dragon (2): hp 228; see Monster Manual, page 70.

APL 12 EL 16

Mature Adult Black Dragon: hp 281; see Monster Manual, page 70.

APL 14 EL 16
Old Black Dragon: hp 319; see Monster Manual, page 70.

Development: If the dragon parents (the old and mature adult ones) are defeated, the siblings fight two more rounds and then fly off. The dragons withdraw if the Pomarj forces temporarily break. If this happens, proceed to Encounter 7. If the dragons are not defeated, the Knights of Luna call the retreat and evacuate living PCs via their coursing the Greenway abilities (see DM Aid: New Rules). In that case proceed to Conclusion C.

Encounter 7: get out of dodge
The keep of Nol-Daer and the dragon caverns each have several items from Etraika stored within. If the Pomarj forces are routed, there is a five-minute window in which PCs can search nearby structures, areas, or fallen foes for loot. The Search DCs and possible finds are recorded on the individual Map Sheet encounters. Judges should note time taken in movement and in searching as it is likely that the search will be interrupted.
There is a lull in the battle as the Pomarj forces scatter, with their officers howling in rage as they work to rally them. Dust clouds in nearly every direction attest that the unstruck humanoid divisions are now equipped and making approach marches on Nol-Daer. The battered and bloody Celene elf with your group shouts, “I’ll watch them and signal you when we must depart. Go now and get that which we have fought for.” He draws a shaft and fits it to his bow, sighting in at a wounded ettin. He releases and the ettin cries out and slumps in death. “Hurry!” the elf says, drawing another shaft.
The PCs decide what and how to search. When five in-game minutes pass their guide calls urgently to them, holding his empty quiver inverted in explanation. 
We must leave immediately! Our woodsmen have shepherded the freed slaves into the Suss and are escorting them away. No doubt the orcs will redouble their assault to regain their camps.

He immediately moves to the closest tree and begins his casting. He will wait as long as the PCs are moving at best speed to his position. If the PCs don’t begin moving right away or stop to search he completes the spell and steps through without them. The way will remain open one round per PC. As usual, one PC can step through each round (move action), so if PCs don’t move smartly some may be left behind to face a thousand angry humanoids and their allies.
If the PCs wish to withdraw with the Celene woodsmen and assist in escorting the slaves to freedom, the elf abandons his casting and joins the PCs as they jog into the Forest, remarking on the bravery of the PCs. This action costs the PCs an additional TU, and they gain the Blessings of Liberty on the AR.

Development: Parties who retrieve Etraikan relics proceed to Conclusion A. Parties who stayed in the fight the whole battle but did not retrieve artifacts proceed to Conclusion B. 

Conclusion

The battle won or lost, at some point the PCs withdraw to their start point in the city of Enstad in Celene. 

If the PC party has retrieved Etraikan relics, read and award them Conclusion A. If the PC party has fought valiantly through the entire event, read and award them Conclusion B. If the PC party withdrew from the battle before the end of the event due to casualties or other circumstances, read and award them Conclusion C.
The tone of the Knights of Luna debriefing the PCs is upbeat and enthusiastic in praise if the battle generally went well and some Etraikan relics were recovered by at least one table. The Knights are subdued and despondent if the battle went poorly or no Etraikan relics were recovered by the PCs. Use the tone to color and adjust the phrasing below.

Conclusion: A (Full table success)
You’ve done it! The humanoid forces are in disarray and may well decide to look for greener pastures. The Etraikan relics that you have recovered for us are now safely sequestered in Enstad, well out of Turrosh Mak’s reach. 
For this conclusion, award the PCs the Bequest of Handmaiden Amerayne and the Homage of the Knights of Luna. 
Conclusion: B (partial table success)

Though you recovered no relics of Etraika, your contribution on the field of battle was commendable. The Knights of Luna salute your courage and skill both at arms and in spell craft. 

For this conclusion, award the PCs the Bequest of Handmaiden Amerayne and the Homage of the Knights of Luna. 

Conclusion: c (table failure)

We Knights offer you our heartfelt appreciation for your willingness to take the field in the cause of weal and righteousness. I am sorry that you were overmatched when battle was joined, but we could see that you gave a stout effort.

For this conclusion, award the PCs the Bequest of Handmaiden Amerayne. 

Note: PCs who remained an extra TU to safeguard the liberated slaves receive the Blessings of Liberty on the AR.

Epilogue

Knight Filiadir steps on to the podium and pulls Handmaiden Amerayne up to his level. “To the assembled heroes! Know that what we have wrought is not the end! Mak’s minions still taint the Suss Forest and plumb its secrets for his foul service. Prisoners have revealed that they yet seek a mother lode of Etraikan wonders to reverse their losses to date. Be ready! The final battle for the Suss draws nigh! 
The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award.  Award the total value (objectives plus roleplaying) to each character.

Total possible experience- One round event
APL 2: 225 xp.

APL 4: 338 xp.

APL 6: 450 xp.

APL 8: 563 xp.

APL 10: 675 xp.

APL 12: 788 xp.

APL 14: 900 xp.

Total possible experience- Two round event

APL 2: 450 xp.

APL 4: 675 xp.

APL 6: 900 xp.

APL 8: 1,125 xp.

APL 10: 1,350 xp.

APL 12: 1,575 xp.

APL 14: 1,800 xp.

Treasure Summary

During an adventure, characters encounter treasure, usually finding it in the possession of their foes.  Every encounter that features treasure has a “treasure” section within the encounter description, giving information about the loot, coins, and magic items that make up the encounter’s treasure.

The loot total is the number of gold pieces each character gains if the foes are plundered of all their earthly possessions.  Looting the bodies takes at least 10 minutes per every 5 enemies, and if the characters cannot take the time to loot the bodies, they do not gain this gold.  If you feel it is reasonable that characters can go back to loot the bodies, and those bodies are there (i.e., not carted off by dungeon scavengers, removed from the scene by the local watch, and so on), characters may return to retrieve loot.  If the characters do not loot the body, the gold piece value for the loot is subtracted from the encounter totals given below.

The coin total is the number of gold pieces each character gains if they take the coin available.  A normal adventuring party can usually gather this wealth in a round or so.  If for some reason, they pass up this treasure, the coin total is subtracted from the encounter totals given below.

Next, the magic items are listed.  Magic item treasure is the hardest to adjudicate, because they are varied and because characters may want to use them during the adventure.  Many times characters must cast identify, analyze dweomer or similar spell to determine what the item does and how to activate it.  Other times they may attempt to use the item blindly.  If the magic item is consumable (a potion, scroll, magic bolts, etc.) and the item is used before the end of the adventure, its total is subtracted from the adventure totals below.

Once you have subtracted the value for unclaimed treasure from each encounter add it up and that is the number of gold pieces a characters total and coin value increase at the end of the adventure.  Write the total in the GP Gained field of the adventure certificate.  Because this is a Regional adventure, characters may spend additional Time Units to practice professions or create items immediately after the adventure so this total may be modified by other circumstances.

L = Looted gear from enemy; C = Coin, Gems, Jewelry, and other valuables; M = Magic Items.

Total Possible Treasure (Maximum Reward Allowed) - One round event
APL 2: 225 gp.

APL 4: 325 gp.

APL 6: 450 gp.

APL 8: 650 gp.

APL 10: 1,150 gp.

APL 12: 1,650 gp.

APL 14: 3,300 gp.

Total Possible Treasure (Maximum Reward Allowed) - Two round event

APL 2: 450 gp.

APL 4: 650 gp.

APL 6: 900 gp.

APL 8: 1,300 gp.

APL 10: 2,300 gp.

APL 12: 3,300 gp.

APL 14: 6,600 gp.

Items for the Adventure Record

Special

Blessings of Liberty: PCs who volunteer to escort liberated slaves through the dangers of the Suss to safety spend one additional TU to gain additional gp and xp commensurate with their APL [APL 2: 225 xp, 225 gp; APL 4: 338 xp, 325 gp; APL 6: 450 xp, 450 gp; APL 8: 563 xp, 650 gp; APL 10: 675 xp, 1,150 gp; APL 12: 788 xp, 1,650 gp; APL 14: 900 xp, 3,300 gp.  The grateful families seek out items that would have enabled them to escape and make them available to the PC at a 20% discount.:  Rings of blinking, evasion and freedom of movement, all 3 slick armor enhancements, cape of the mountebank, chime of opening, salve of slipperiness, helm of teleportation, manual of quickness of action +1, vest of escape. Only a single purchase opportunity will be given, though multiple items may be bought at that time.  Cross this favor out when used.
Bequest of Handmaiden Amerayne: In gratitude for their service in the assault upon Nol-Daer, Amerayne bestows a writ of introduction to the eldritch craftsmen in Enstad. The PC may use the writ to have a +2, +4, or +6 stat boosting enhancement (Str, Dex, etc.) placed on any non-armor item which takes a body slot (example: adding a +4 Wisdom enhancement to a circlet of persuasion). The cost is 6,000 gp, 24,000 gp and 54,000 gp respectively (per the DMG, p. 282, sidebar, third paragraph ‘Multiple Different Abilities’).  The item becomes nonstandard and cannot be upgraded without another similar writ from the Celene elves. Mark this portion of the favor “used” when an enhancement is purchased. If you do not already have one, Amerayne also gifts you with her token, a polished opalescent sphere carved into a replica of the moon Celene. If checked, it radiates faint auras of divination and conjuration magic. 

Homage of the Knights of Luna: The Knights recognize your service in the succor of Celene and offer the skills of one of their most renowned weaponsmiths. The PC may have one weapon, shield, or suit of armor re-crafted. For the cost of the new material, one TU, and the surrender of the original item, the weaponsmith will create a like item of adamantine, mithril or darkwood and place the same enchantments on it as those of the original item (example: a +1 holy, frost rapier can be replaced by a +1 adamantine holy, frost rapier for 3,000 gp and 1 TU).  Alternatively, the weaponsmith can re-craft one wooden weapon, shield or armor as permanent ironwood for 7,500 gp.  Mark the favor as USED when one item has been re-crafted.

HUNTED! You have elected to retain a rod of mastery. The elf-mages of Celene send word to the Seekers and the Silent Ones of your actions, and the Pomarj forces seek you as well. While in possession of the rod or Torment, you expend 2 extra TUs per round played avoiding capture by the groups in pursuit. Furthermore, you are considered Hunted by many forces of good in the Sheldomar Valley metaregion and cannot participate in any scenario sponsored by them without first surrendering the rod and/or Torment.  In addition, roll a d6 at the beginning of each scenario with a result of “1” indicating an assault by Pomarj agents that leaves you 1d8 x 10 percent wounded at the scenario Introduction. The Hunted effect remains in place until you surrender the rod and/or ring Torment to a non-evil NPC organization or have the item stripped from you through death, enslavement, etc. PC use of a rod of mastery or the ring Torment is an evil act that should be noted on the character AR and reported to Steven Conforti.

Goods Recovered!: A PC who received the CAPTURED AR in SHE6-02 Brooding Boughs and who completes play of Domino Theory may recover one item that was taken from him or her when enslaved. The item is found on orcs defeated in this event, even though the item is not listed in the scenario text. Judges should refer to the PC’s Master Item List to see what was lost in SHE6-02 and allow the player to select one item to be recovered. If Domino Theory is played as a two round event, the PC may recover a second item, with this second item randomly determined via die roll from the remaining lost items. 

Item Access

APL 2:

· Black dragonhide material for armor or shield (Adv; DMG)
· Vest of resistance +1 (Adv; CAdv)
· +2 Breastplate (Adv; DMG)
APL 4:

· +1 Mithral chain shirt (Adv; DMG)
· +2 Chain shirt (Adv; DMG)
· Bracers of armor +2 (Adv; DMG)
APL 6:

· +1 Keen greatsword (Adv; DMG)

· Wands of hold person, bull’s strength, dispel magic (Adv; DMG)

· +1 Flaming longsword (Adv; DMG)

· Ring of Protection +2 (Adv; DMG)

· Ring of counterspells (Adv; DMG)

· +2 Mithral chain shirt (Adv; DMG)

· Ring of force shield (Adv; DMG)

· Cloak of resistance +2 (Adv; DMG)

· Vest of resistance +2 (Adv; CAdv)

APL 8:

· +1 Frost composite shortbow (Adv; DMG)

· Bracers of archery, lesser (Adv; DMG)

· Ring of evasion (Adv; DMG)

· Cloak of charisma +4 (Adv; DMG)

· Headband of intellect +4 (Adv; DMG)

· +1 Dwarf-bane greataxe (Adv; DMG)

· Amulet of natural armor +2 (Adv; DMG)

· +2 Full plate (Adv; DMG)

· +1 Shocking spiked chain (Adv; DMG)

· Ring of protection +3 (Adv; DMG)

· Large morningstar, +1 greatsword, spiked half-plate, spiked heavy shield, greatclub, javelin, hide armor, MW warmace, chain shirt, adamantine breastplate (Adv; DMG)

· +1 Large flaming mighty (+6 Str) composite longbow (Adv; DMG)

· Metamagic rod of maximize, lesser (Adv; DMG)

· Amulet of health +4 (Adv; DMG)

· Cloak of resistance +3 (Adv; DMG)

· Belt of one mighty blow (Adv; MH)

· Wand of cure moderate wounds (Adv; DMG)

APL 10:

· Eyes of the eagle (Adv; DMG)

· Wands of heroism, shield of faith, enlarge person, polymorph (Adv; DMG)

· Wand of greater mage armor (Adv; SC)

· Pearl of power, 1st (Adv; DMG)

· Adamantine heavy mace and heavy shield (Adv; DMG)

APL 12:

· +1 Wounding orc double axe (Adv; DMG)

· +3 Breastplate (Adv; DMG)

· Winged boots (Adv; DMG)

· Boots of speed (Adv; DMG)

· +1 Thundering dire pick (Adv; CW)

· +1 Adamantine anarchic unholy orc double axe (Adv; DMG)

· Belt of giant strength +4 (Adv; DMG)

· +2 Mithral full plate (Adv; DMG)

· +1 Adamantine full plate (Adv; DMG)

APL 14:

· Large frost glaive (Adv; DMG)

· +1 Keen shocking greatsword (Adv; DMG)

· +1 Shocking heavy mace (Adv; DMG)

· +3 Full plate (Adv; DMG)

· +2 Tower shield (Adv; DMG)

· +1 Large keen merciful falchion (Adv; DMG)

· Headbands of intellect +4 and +6 (Adv; DMG)

· Adamantine dwarf urgrosh (Adv; DMG)

· Vest of resistance +3 (Adv; CAdv)

· +2 Mithral light fortification buckler (Adv; DMG)

· Periapt of wisdom +6 (Adv; DMG)

· +1 Large animated heavy steel shield (Adv; DMG)

· Pearl of power, 2nd (Adv; DMG)

· Wands of silence, haste (Adv; DMG)

· Circlet of persuasion (Adv; DMG)

· Boots of levitation (Adv; DMG)

· +1 Adamantine keen spell storing falchion (Adv; DMG)

· +3 Mithral glamered chain shirt (Adv; DMG)

· Lens of detection (Adv; DMG)

· Goggles of minute seeing (Adv; DMG)

· +3 Mithral breastplate (Adv; DMG)

· Cloak of charisma +6 (Adv; DMG)

· +1 Spell storing quarterstaff (Adv; DMG)

· Strand of prayer beads (healing, karma, smiting) (Adv; DMG)

· Metamagic rods of lesser empower and lesser silence (Adv; DMG)

Appendix 1 – APL 2

Encounter 3, 5, 7




Group A
(EL4)




Goblin Scout
CR 2
Male goblin Warrior 2 Scout 1 

NE Small humanoid (goblinoid)

Init +3; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Common, Goblin. 

AC 16, touch 14, flat-footed 13

(+1 size, +3 Dex, +3 leather armor)

hp 21 (3d8+3 HD); regeneration/fast healing; DR 

Fort +4, Ref +5, Will +0

Speed 30 ft. in leather armor (6 squares), base movement 30 ft.

Melee shortspear +4 (1d4+1) 

Ranged shortbow +6 (1d4/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -1
Atk Options Point Blank Shot, Precise Shot, Skirmish (Ex) A scout relies on mobility to deal an extra 1d6 of damage on all attacks he makes during any round in which he moves at least 10 feet.
Combat Gear Shortbow, Arrows (20),  Shortspear (3), Leather armor.
Abilities Str 12, Dex 17, Con 13, Int 12, Wis 10, Cha 6 
SQ Darkvision 60 ft., goblin subtype
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Point Blank Shot, Precise Shot, Shield Proficiency, Simple Weapon Proficiency. 

Skills Balance +11, Hide +8, Move Silently +8, Ride +7, Swim +5, Tumble +9,
Possessions combat gear plus 

Skirmish (Ex) A scout relies on mobility to deal an extra 1d6 of damage on all attacks he makes during any round in which he moves at least 10 feet.
Darkvision 60 ft. (Ex) 

Skills Goblins have a +4 racial bonus on Move Silently and Ride checks. 
Description 

Sources Material (Source)
Goblins (6) see Monster Manual pg. 133.

Group B (EL4)
Hobgoblin Corporal
CR 3
Male hobgoblin Barbarian 1 Fighter 2 

NE Medium humanoid (goblinoid)

Init +3; Senses Listen +4, Spot +0, darkvision 60 ft.
Languages Common, Goblin. 

AC 18, touch 13, flat-footed 15

(+3 Dex, +5 +1 chain shirt)

hp 30 (1d12+2d10+6 HD)
Fort +8, Ref +4, Will +1

Speed 40 ft. in +1 chain shirt (8 squares), base movement 40 ft.

Melee Masterwork longsword +7 (1d8+3/19-20) 

Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp +5
Atk Options Rage 1/day.
Combat Gear Masterwork longsword, , +1 Chain shirt, Vest of Resistance +1
Abilities Str 15, Dex 16, Con 15, Int 12, Wis 10, Cha 8 
SQ Darkvision 60 ft.
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Improved Overrun, Improved Sunder, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Longsword).
Skills Climb +5, Intimidate +3, Jump +9, Listen +4, Move Silently +6, Swim +4, Tumble +5,
Possessions combat gear plus potion of cure light wounds.
Rage (Ex) 1/day.
Fast Movement 10 (Ex) At 1st level, barbarians gain +10 feet of movement
Skills Hobgoblins have a +4 racial bonus on Move Silently checks.

Description 

Hobgoblins (3) see Monster Manual pg. 153
Group C (EL 5)
Hobgoblin Boss
CR 5
Male hobgoblin Fighter 5 

LE Medium humanoid (goblinoid)

Init +2; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Common, Goblin. 

AC 20, touch 12, flat-footed 18

(+2 Dex, +7 +2 breastplate, +1 amulet of natural armor)

hp 49 (5d10+15 HD) 

Fort +7, Ref +3, Will +1

Speed 20 ft. in +2 breastplate (4 squares), base movement 30 ft.

Melee +1 longsword +10 (1d8+7/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +5; Grp +8
Atk Options Cleave, Great Cleave, Power Attack
Combat Gear +1 longsword, +2 breastplate, amulet of natural armor +1
Abilities Str 16, Dex 15, Con 16, Int 12, Wis 10, Cha 8 
SQ Darkvision 60 ft.
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Cleave, Great Cleave, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (longsword), Weapon Specialization (longsword).
Skills Climb +8, Jump +2, Move Silently +3, Swim +5,
Possessions combat gear plus potion of cure moderate wounds.
Skills Hobgoblins have a +4 racial bonus on Move Silently checks.

Description 

Sources Material (Source)
Group D (EL4)



Orc Corporal
CR 2
Male orc Barbarian 1 Fighter 1
CE Medium humanoid (orc)

Init +1; Senses Listen +1, Spot -1, darkvision 60 ft.
Languages Orc 

AC 15, touch 11, flat-footed 14

(+1 Dex, +4 chain shirt)

hp 22 (1d12+1d10+4 HD) 

Fort +6, Ref +1, Will -1

Weakness Light sensitivity
Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee Masterwork greataxe +8 (1d12+6/x3) 

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +6
Atk Options Power Attack, Rage 1/day
Special Actions 

Combat Gear Masterwork greataxe, chain shirt.
Abilities Str 19, Dex 13, Con 14, Int 10, Wis 8, Cha 6 
SQ Darkvision 60 ft., light sensitivity
Feats Armor Proficiency (heavy), Armor Proficiency: (light), Armor Proficiency (medium), Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Greataxe).
Skills Climb +4, Intimidate +3, Jump +11, Listen +1, Tumble +3
Possessions combat gear plus potion of cure moderate wounds.
Rage (Ex) 1/day
Fast Movement (Ex) At 1st level, barbarians gain +10 feet of movement
Skills 
Description 

Sources Material (Source)
Orcs (4) see Monster Manual pg. 203
Group E (EL4)
Ibork
CR 2
Male Hobgoblin Fighter 2
LE Medium humanoid (goblinoid)

Init +2; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Common, Dwarven, Undercommon, Orc 

AC 16, touch XX, flat-footed XX

(+2 Dex, +4 chain shirt)

Miss Chance 

hp 22 (2d10+6 HD) 

Fort +6, Ref +2, Will +0
Weakness 
Speed 30 ft. in chain shirt (6 squares), base movement 30 ft.

Melee Masterwork spiked chain +6 (2d4+3) 

Ranged Light crossbow +3 (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4
Combat Gear chain shirt, masterwork spiked chain, light crossbow
Abilities Str 15, Dex 14, Con 16, Int 13, Wis 10, Cha 8 
SQ 
Feats Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Combat Expertise.
Skills Climb +7, Intimidate +3, Jump +7.
Possessions combat gear plus potion of cure light wounds (2), potion of barkskin +2
Spellbook spells prepared plus 0—

Darkvision 60 ft (Ex) 

Skills Hobgoblins have a +4 racial bonus on Move Silently checks.
Description 

Sources Material (Source)
Thanh
CR 3
Male hobgoblin Monk 3
LE Medium humanoid (goblinoid)

Init +2; Senses Listen +2, Spot +2, darkvision 60 ft.
Languages Common, Goblin.
AC 15, touch 15, flat-footed 13

(+2 Dex, +1 ring of protection, +2 insight)

hp 24 (3d8+6 HD) 

Fort +5, Ref +5, Will +5
Speed 40 ft. in armor type (8 squares), base movement 40 ft.

Melee masterwork nunchaku +5 (1d6+2) or masterwork nunchaku +3/+3 (1d6+2) or
Melee unarmed strike+4 (1d6+2) or unarmed strike+2/+2 (1d6+2)

Ranged masterwork crossbow +4 (1d8/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +8
Atk Options Flurry of blows
Special Actions Evasion
Combat Gear masterwork nunchaku, light crossbow
Abilities Str 14, Dex 15, Con 14, Int 10, Wis 15, Cha 8 
SQ Darkvision 60 ft.
Feats Improved Unarmed StrikeB, Improved GrappleB , Endurance, Deflect ArrowsB, Combat Reflexes
Skills Balance +10, Jump +10, Knowledge (Religion) +5, Move Silently +7, Tumble +10,
Possessions combat gear plus +1 ring of protection, potion of cure light wounds
Flurry of Blows (Ex) 

Darkvision 60 ft. (Ex) 

Evasion (Ex)
Skills Hobgoblins have a +4 racial bonus on Move Silently checks.
Description 

Sources Material (Source)
Group F (EL4)
Bugbears (2)
CR 2
Male Bugbears
NE Medium humanoid (goblinoid)

Init +1; Senses Listen +4, Spot +4, darkvision 60 ft., scent
Languages Common, Goblin.
AC 17, touch 11, flat-footed 16

(+1 Dex, +2 leather armor, +1 light wooden shield, +3 natural)

hp 16 (3d8+3 HD); regeneration/fast healing; DR 

Fort +2, Ref +2, Will +4
Speed 30 ft. in leather armor (6 squares), base movement 30 ft., other movement mode XX ft.;

Melee morningstar +5 (1d8+2) or
Ranged javelin +3 (1d6+2)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options 

Special Actions 

Combat Gear leather armor, morningstar, 3 javelins.
Abilities Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9 
SQ Darkvision 60 ft., scent.
Feats Alertness, Weapon Focus (morningstar) 

Skills Climb +3, Hide +4, Listen +4, Move Silently +6, Spot +4.
Darkvision 60 ft. (Ex) 

Skills Bugbears have a +4 racial bonus on Move Silently checks.
Description 

Sources Material (Source)
Group G (EL 4)
Dire Boar: hp 58; see Monster Manual, p. 63.
Group H (EL 5)
Ankhegs (2): hp 32; see Monster Manual, p. 14.
Group I (EL 5)
Orc Warrior Ghosts (3)
CR 2
Male Orc Warrior 1
CE Medium Undead (Incorporeal)

Init +2; Senses Listen +0, Spot +0, darkvision 60 ft.
Aura 

Languages Common 

AC 13, touch 13, flat-footed 11

(+2 Dex, +1 deflection)

Miss Chance 50% (incorporeal)
hp 9 (1 HD); regeneration/fast healing 

Immune 
Resist Turn Resistance +4
Fort +2, Ref +2, Will -1
Weakness 
Speed 30 ft. fly (6 squares) (perfect);

Melee Unarmed strike +6 (1d3+5 vs. ethereal only) or
Melee Corrupting touch +3 (1d6)
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +6
Atk Options Corrupting Touch, Manifestation, Frightful Moan (DC 10), Power Attack
Special Actions 

Abilities Str 20, Dex 14, Con --, Int 10, Wis 8, Cha 10 
SQ Rejuvenation, Turn Resistance +4
Feats Power Attack
Skills Intimidate +4, Spot +1,
Corrupting Touch (XX) 

Manifestation (XX) 

Frightful Moan (Sp)
Rejuvenation (XX)
Skills 
Description 

Sources Material (Source)
Group J  (EL 4)
Goblin Rider
CR 2
Male goblin fighter 2
CE Medium humanoid (goblinoid)

Init +3; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Common 

AC 20, touch 14, flat-footed 17

(+1 size, +3 Dex, +4 armor, +2 shield)

hp 20 (2d10+4 HD); regeneration/fast healing 

Fort +5, Ref +3, Will +0
Speed 30 ft. in chain shirt (6 squares), base movement 30 ft.,
Melee Lance +7 (1d6+3/x3 or 1d6+2/x3 while mounted with shield) 

Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +0
Atk Options Ride-by Attack, Spirited Charge
Special Actions Mounted Combat
Combat Gear Lance, chain shirt., large steel shield
Abilities Str 14, Dex 16, Con 14, Int 14, Wis 10, Cha 6 
Feats Mounted Combat, Ride-By Attack, Spirited Charge
Skills Handle Animal +3, Ride +8, Clmb +3, Swim -1(while in armor);
Possessions combat gear plus 

Skills Goblins have a +4 racial bonus on all Move Silently checks.
Description 

Sources Material (Source)
Worg Mount (see Monster Manual pg 256) 
Group K (EL 5) 

Goblin Warriors (3)
CR 1
Male goblin warrior 2
NE SMall humanoid (goblinoid)

Init +1; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Common, Goblin
AC 18, touch 12, flat-footed 14

(+1 size, +1 Dex, +X class, +4 masterwork chain shirt, +2 light shield)

hp 15 (2d8+2 HD) 

Fort +4, Ref +1, Will –1
Speed 30 ft. in masterwork chain shirt (6 squares), base movement 30 ft.,
Melee Masterwork morningstar +3 (1d6) or
Ranged Javelin +4 (1d4)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp –2
Atk Options Mounted Combat
Combat Gear Masterwork chain shirt, +1 light shield, masterwork morning star, 3 javelins
Abilities Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6 
SQ Darkvision 60 ft.
Feats Mounted Combat 

Skills Hide +5, Listen +0, Move Silently +5, Ride +7, Spot +0;
Possessions combat gear plus potion of cure light wounds. (adds +1 to the hyena’s AC)
Darkvision 60 ft. (Ex) 

Skills Goblins have a +4 racial bonus on Move Silently and Ride checks.
Description 

Sources Material (Source)
Hyenas (3): hp 13 each; see Monster Manual, page 274.
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Group A (EL6)





Goblin Boss
CR 4
Male goblin Warrior 2 Scout 3
NE Small humanoid (goblinoid)

Init +5; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Goblin, Common 

AC 22, touch 16, flat-footed 22

(+1 size, +4 Dex, +5 +1 mithral chain shirt, +1 deflection ring of protection +1, +1 natural amulet of natural armor +1)

hp 33 (3d8+5 HD) 

Fort +6, Ref +7, Will +1
Speed 40 ft ft. in mithral chain shirt (8 squares), base movement 40 ft.
Melee shortspear +6 (1d4+1) or 
Ranged +1 composite short bow (+1 Strength bonus) +10 (1d4+2/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +1
Atk Options Skirmish, Point Blank Shot, Precise Shot
Special Actions 

Combat Gear +1 Shortbow, composite (+1 Str Bonus),   Shortspear (3), +1 Mithral Chain shirt, Ring of Protection +1, Amulet of Natural Armor +1
Abilities Str 12, Dex 18, Con 13, Int 12, Wis 10, Cha 6 
SQ Darkvision 60 ft.
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Point Blank Shot, Precise Shot, Shield Proficiency, Simple Weapon Proficiency. 

Skills Balance +14, Hide +13, Jump +15, Move Silently +13, Ride +8, Swim +9, Tumble +14.
Possessions combat gear plus Potion of Cure Light Wounds.
Skirmish (Ex) A scout relies on mobility to deal extra damage.  She deals an extra 1d6 of damage on all attacks she makes during any round in which she moves at least 10 feet.  At 3rd level, a Scout gains a +1 competence bonus to AC during any round in which she moves at least 10 ft. The bonus applies as soon as the scout has moved10 feet and lasts until the start of her next turn.
Battle Fortitude (Ex) At 2nd level, a scout gains a +1 competence bonus on Fortitude saves and initiative checks.
Fast Movement (Ex) At 3rd level, scouts gain +10 feet of movement

Skills Goblins have a +4 racial bonus on Move Silently and Ride checks.
Description 

Sources Material (Source)
Goblin Scout
CR 2
Male goblin Warrior 2 Scout 1 

NE Small humanoid (goblinoid)

Init +3; Senses Listen +0, Spot +0, darkvision 60 ft.
Languages Common, Goblin. 

AC 16, touch 14, flat-footed 13

(+1 size, +3 Dex, +3 leather armor)

hp 21 (3d8+3 HD) 

Fort +4, Ref +5, Will +0

Speed 30 ft. in leather armor (6 squares), base movement 30 ft.

Melee shortspear +4 (1d4+1) 

Ranged shortbow +6 (1d4/x3)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp -1
Atk Options Point Blank Shot, Precise Shot, Skirmish 
Combat Gear Shortbow, Arrows (20),  Shortspear (3), Leather armor.
Abilities Str 12, Dex 17, Con 13, Int 12, Wis 10, Cha 6 
SQ Darkvision 60 ft., goblin subtype
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Point Blank Shot, Precise Shot, Shield Proficiency, Simple Weapon Proficiency. 

Skills Balance +11, Hide +8, Move Silently +8, Ride +7, Swim +5, Tumble +9,
Possessions combat gear plus 

Skirmish (Ex) A scout relies on mobility to deal an extra 1d6 of damage on all attacks he makes during any round in which he moves at least 10 feet.
Darkvision 60 ft. (Ex) 

Skills Goblins have a +4 racial bonus on Move Silently and Ride checks. 
Description 

Sources Material (Source)
Goblins (6) see Monster Manual pg. 133
Group B
(EL 6)




Hobgoblin Boss
CR 4
Male hobgoblin barbarian 1 fighter 3 

NE Medium humanoid (goblinoid)

Init +2; Senses Listen +4, Spot +0, darkvision 60 ft.
Languages Common, Goblin 

AC 16, touch 12, flat-footed 14

(+2 Dex, +4 +1 studded leather)

hp 42 (1d12+3d10+12 HD); 
Fort +8, Ref +3, Will +1
Speed 40 ft. in studded leather (8 squares), base movement 40 ft.

Melee +1 greatsword +9 (2d6+5/19-20)
Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +7
Atk Options Rage 1/day, Intimidating Rage, Power Attack
Combat Gear +1 Greatsword, +1 Studded leather, Cloak of Resistance +1, Potion of Bull`s Strength, Potion of Cure Moderate Wounds.
Abilities Str 16, Dex 15, Con 16, Int 12, Wis 10, Cha 8 
SQ Darkvision 60 ft., fast movement
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Improved Sunder, Intimidating Rage (CW pg 102), Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Greatsword).
Skills Climb +9, Intimidate +3, Jump +9, Listen +4, Move Silently +6, Survival +4, Swim +9,
Possessions combat gear plus 

Darkvision 60 ft (Ex) 

Rage (Ex) 

Fast Movement 10 (Ex) At 1st level, barbarians gain +10 feet of movement
Skills Hobgoblins have a +4 racial bonus on Move Silently checks.
Description 

Sources Material (Source)
Hobgoblin Standard
CR 2
Male hobgoblin barbarian 1 fighter 1 

NE Medium humanoid (goblinoid)

Init +2; Senses Listen +4, Spot +0, darkvision 60 ft.
Languages Common, Goblin 

AC 15, touch 12, flat-footed 13

(+2 Dex, +3 armor)

hp 24 (1d12+1d10+6 HD) 
Fort +7, Ref +2, Will +0
Speed 40 ft. in studded leather (8 squares), base movement 40 ft..

Melee Greatsword +5 (2d6+3/19-20) or
Ranged Javelin +4 (1d6+2)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options Rage 1/day
Special Actions 

Combat Gear Greatsword, Javelin (3), Studded leather.

Abilities Str 15, Dex 15, Con 16, Int 12, Wis 10, Cha 8 
SQ Darkvision 60 ft., fast movement
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (greatsword). 

Skills Climb +7, Intimidate +3, Jump +7, Listen +4, Move Silently +6, Survival +4, Swim +7,
Possessions combat gear plus 

Darkvision 60 ft (Ex) 

Rage (Ex) 

Fast Movement 10 (Ex) At 1st level, barbarians gain +10 feet of movement
Skills Hobgoblins have a +4 racial bonus on Move Silently checks.
Description 

Sources Material (Source)
Hobgoblins (4) see Monster Manual pg. 153
Group C (EL 6)
Duergar Smith
CR 4
Male duergar Wizard 4
LN Medium humanoid (dwarf)

Init +5; Senses Listen +2, Spot +2, darkvision 120 ft., light sensitivity
Languages Undercommon, Dwarven, Common 

AC 13, touch 13, flat-footed 12

(+1 Dex, +2 bracers of armor +2)

hp 25 (4d4+4 HD) 

Fort +4, Ref +2, Will +5
Speed 20 ft. (4 squares), base movement 20 ft.
Melee Base +2 or 
Ranged Base +3
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +2
Atk Options Spell-like Abilities, Enlarge Person, Invisibility, spells
Special Actions Spells
Combat Gear bracers of armor +2
Abilities Str 10, Dex 12, Con 16, Int 16, Wis 13, Cha 4 
SQ Darkvision 120 ft., light sensitivity, duergar traits
Feats Improved Counterspell, Improved Initiative, Scribe Scroll. 

Skills Concentration +10, Craft (armorsmithing) +8, Craft (weaponsmithing) +8, Knowledge (arcana) +4, Listen +2, Move Silently +5, Spellcraft +10, Spot +2.
Possessions combat gear. 



Spell Like Abilities: 1/day: enlarge person, invisibility. These act as spells cast by a wizard of twice the duergar’s class level (minimum CL 3rd). These only affect the duergar and whatever he is carrying.

Duergar Traits: Duergar are immune to paralysis, phantasms, and poison and gain a +2 racial bonus on saves against spells and spell-like abilities.

Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.

Wizard Spells Prepared (4/4/3 Spell DC: 13+ spell level): 0 - daze (s), daze x3, resistance; 1st - charm person, distract assailant (CV pg. 146)*, grease, hypnotism, magic missile; 2nd - flaming sphere, glitterdust, Tasha`s hideous laughter*, web. *School: Enchantment

Sources Material (Source)
Lizard
CR 1/6
N Male Tiny Animal
Init +2; Senses Listen +3, Spot +3, low-light vision
Languages Undercommon, Dwarven, Common 

AC 16, touch 14, flat-footed 14

(+2 Dex, +2 size)

hp 12 (4d8+4 HD) 

Fort +2, Ref +4, Will +4
Speed 20 ft ft. (4 squares), Climb 20 ft.
Melee Bite +7 (1d4-4) 
Space 5 ft.; Reach 5 ft.

Base Atk +3; Grp -9
Atk Options 

Special Actions 

Abilities Str 3, Dex 15, Con 10, Int 7, Wis 11, Cha 2 
SQ Darkvision 120 ft., light sensitivity, duergar traits
Feats Alertness, Weapon Finesse. 

Skills Balance +10, Climb +6, Concentration +10, Hide +10, Listen +3, Move Silently +5, Spot +3.
Sources Material (Source)
Duergar Laborers (4)
CR 1
Male duergar Fighter 1
LN Medium humanoid (dwarf)

Init +1; Senses Listen +1, Spot +1, darkvision 120 ft., light sensitivity
Languages Undercommon, Dwarven, Common 

AC 16, touch 11, flat-footed 15

(+1 Dex, +5 chainmail)

hp 13 (1d10+3 HD) 

Fort +5, Ref +1, Will +0
Speed 20 ft. in chainmail (4 squares), base movement 20 ft.
Melee Warhammer +4 melee (1d8+3/x3) 
Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +3
Atk Options Spell-like Abilities, Enlarge Person, Invisibility 
Special Actions Spells
Combat Gear Chainmail, warhammer.
Abilities Str 10, Dex 12, Con 16, Int 16, Wis 13, Cha 4 
SQ Darkvision 120 ft., light sensitivity, duergar traits
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (warhammer). 

Skills Listen +1, Move Silently +0, Spot +1.
Possessions combat gear. 

Spell Like Abilities: 1/day: enlarge person, invisibility. These act as spells cast by a wizard of twice the duergar’s class level (minimum CL 3rd). These only affect the duergar and whatever he is carrying.

Duergar Traits: Duergar are immune to paralysis, phantasms, and poison and gain a +2 racial bonus on saves against spells and spell-like abilities.

Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.

Wizard Spells Prepared (4/4/3 Spell DC: 13+ spell level): 0 - daze (s), daze x3, resistance; 1st - charm person, distract assailant (CV pg. 146)*, grease, hypnotism, magic missile; 2nd - flaming sphere, glitterdust, Tasha`s hideous laughter*, web. *School: Enchantment

Sources Material (Source)









Group D
(EL6)


Orc Sergeant
CR 4
Male orc Barbarian 1 Fighter 3
CE Medium humanoid (orc)

Init +1; Senses Listen +1, Spot -1, darkvision 60 ft.
Languages Orc 

AC 16, touch 11, flat-footed 15

(+1 Dex, +5 +1 mithral chain shirt)

hp 38 (1d12+3d10+8 HD) 

Fort +7, Ref +2, Will +0
Weakness Light sensitivity
Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee +1 greataxe +11 (1d12+8/x3) 

Space 5 ft.; Reach 5 ft.

Base Atk +4; Grp +9
Atk Options Cleave, Great Cleave, Power Attack, Rage 1/day
Special Actions 

Combat Gear Masterwork greataxe, +1 mithral chain shirt.
Abilities Str 20, Dex 13, Con 14, Int 10, Wis 8, Cha 6 
SQ Darkvision 60 ft., light sensitivity
Feats Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Cleave, Great Cleave, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (greataxe).
Skills Climb +7, Intimidate +5, Jump +14, Listen +1, Tumble +6
Possessions combat gear plus potion of cure moderate wounds, potion of bull’s strength.
Rage (Ex) 1/day
Fast Movement (Ex) At 1st level, barbarians gain +10 feet of movement
Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.
Skills 
Description 

Sources Material (Source)
Orc Elites (4)
CR 1
Male orc Barbarian 1
CE Medium humanoid (orc)

Init +1; Senses Listen +1, Spot -1, darkvision 60 ft.
Languages Orc 

AC 14, touch 11, flat-footed 13

(+1 Dex, +3 studded leather armor)

hp 14 (1d12 HD) 

Fort +4, Ref +1, Will -1
Weakness Light sensitivity
Speed 40 ft. in chain shirt (8 squares), base movement 40 ft.

Melee Greataxe +6 (1d12+6/x3) 

Space 5 ft.; Reach 5 ft.

Base Atk +1; Grp +5
Atk Options Cleave, Great Cleave, Power Attack, Rage 1/day
Special Actions 

Combat Gear Greataxe, studded leather armor
Abilities Str 19, Dex 13, Con 14, Int 10, Wis 8, Cha 6 
SQ Darkvision 60 ft., light sensitivity
Feats Armor Proficiency (light), Armor Proficiency (medium), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (greataxe).
Skills Intimidate +2, Jump +11, Listen +3, Tumble +2
Possessions combat gear
Rage (Ex) 1/day
Fast Movement (Ex) At 1st level, barbarians gain +10 feet of movement
Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.
Skills 
Description 

Sources Material (Source)












Group E (EL6)
Duergar Warriors (3): Male Duergar War2; CR 2; Humanoid; HD 2d8+4; hp 17; Init +0; Spd 20 ft.; AC 18, touch 10, flat-footed 18 (+6 banded mail, +2 Heavy Shield); BA/Grp:+2/+3;  Atk: +4 melee (1d8+1/x3, masterwork warhammer) or +2 ranged (1d8/19-20, light crossbow); Full Atk: +4 melee (1d8+1/x3, masterwork warhammer) or +2 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA spell like abilities; SQ light sensitivity, darkvision 120 ft., duergar traits; AL LE; SV Fort +5, Ref +0, Will +1; Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha 4. Languages: Common, Dwarven, Undercommon.
Skills and Feats: Climb +3, Move Silently +2, Swim +1; Iron Will.
Spell Like Abilities: 1/day: enlarge person, invisibility. These act as spells cast by a wizard of twice the duergar’s class level (minimum CL 3rd). These only affect the duergar and whatever he is carrying.

Duergar Traits: Duergar are immune to paralysis, phantasms and poison and gain a +2 racial bonus on saves against spells and spell-like abilities.

Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.

Possessions: masterwork banded mail, heavy steel shield, masterwork warhammer, light crossbow, potion of cure light wounds (2)

Upas: Male Duergar Ftr2; CR 3; Humanoid; HD 2d10+6; hp 22; Init +1; Spd 20 ft.; AC 19, touch 11, flat-footed 18(+6 mw banded mail, +2 hvy shield, +1 Dex); BA/Grp:+2/+4;  Atk: +6 melee (1d8+2/x3, mw battleaxe) or +3 ranged (1d8/19-20, light crossbow); Full Atk: +6 melee (1d8+2/x3, masterwork battleaxe) or +3 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA spell like abilities; SQ light sensitivity, darkvision 120 ft., duergar traits; AL LE; SV Fort +6, Ref +1, Will +0; Str 15, Dex 13, Con 16, Int 12, Wis 10, Cha 4. Languages: Common, Dwarven, Undercommon, Orc.

Skills and Feats: Climb +5, Move Silently +3, Intimidate +2, Jump +3; Weapon Focus (battleaxe), Power Attack, Cleave.
Spell-Like Abilities: 1/day: enlarge person, invisibility. These act as spells cast by a wizard of twice the duergar’s class level (minimum CL 3rd). These only affect the duergar and whatever he is carrying.

Duergar Traits: Duergar are immune to paralysis, phantasms and poison and gain a +2 racial bonus on saves against spells and spell-like abilities.

Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell.

Possessions: masterwork banded mail, heavy steel shield, masterwork battleaxe, light crossbow, potion of cure light wounds, potion of shield of faith +2
Group F (EL 7)
Ibork: Male Hobgoblin Ftr4; CR 4; Medium Humanoid; HD 4d10+12; hp 40; Init +2; Spd 30 ft.; AC 19, touch 13, flat-footed 17(+6 +1 breastplate, +2 Dex, +1 ring of protection); BA/Grp4/+7; Atk: +9 melee (2d4+6, masterwork spiked chain) or +6 ranged (1d8/19-20, light crossbow); Full Atk: +9 melee (2d4+6, masterwork spiked chain) or +6 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA -; SQ darkvision 60’; AL LE; SV Fort +8, Ref +4, Will +2; Str 16, Dex 14, Con 16, Int 13, Wis 10, Cha 8. Languages: Common, Dwarven, Undercommon, Orc.

Skills and Feats: Climb +7, Intimidate +4, Jump +7, Craft (Weaponcrafting) +5; Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Combat Expertise, Weapon Specialization (spiked chain), Improved Trip

Trip: Ibork’s trip check is a +7 due to his Improved Trip feat. 

Possessions: +1 breastplate, masterwork spiked chain, light crossbow, potion of cure moderate wounds), potion of barkskin +2, potion of cure light wounds, vest of resistance +1

Thanh: Male Hobgoblin Mnk5; CR 5; Medium Humanoid; HD 5d8+10; hp 38; Init +2; Spd 40 ft.; AC 19, touch 17, flat-footed 17(+3 Wis, +2 Dex, ring of protection +1, bracers of armor +2, +1 monk bonus); BA/Grp:+3/+9;  Atk: +5 melee (1d8+2, unarmed strike) or +5 ranged (1d8/19-20, light crossbow); Full Atk: +3/+3 melee (1d8+2, unarmed strike) or +5 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA flurry of blows; SQ darkvision 60’, Evasion, Still Mind, Ki Strike (Magic), Slow Fall 20 ft., Purity of Body; AL LE; SV Fort +7, Ref +7, Will +8; Str 14, Dex 15, Con 14, Int 10, Wis 16, Cha 8. Languages: Common, Goblin.

Skills and Feats: Balance +12, Jump +12, Knowledge (Religion) +7, Move Silently +10, Tumble +12; Improved Unarmed StrikeB, Improved GrappleB , Endurance, Deflect ArrowsB , Combat Reflexes.
Still Mind (Ex): A monk of 3rd level or higher gains a +2 bonus on saving throws against spells and effects from the school of enchantment.

Ki Strike (Su): At 4th level, a monk’s unarmed attacks are treated as magic weapons for purposes of overcoming damage reduction.

Purity of Body (Ex): At 5th level, the monk gains immunity to all diseases except for supernatural and magical diseases (such as mummy rot and lycanthropy).

Possessions: light crossbow, potion of bull’s strength, potion of cure moderate wounds (x2), potion of cat’s grace, ring of protection +1, bracers of armor +2, cloak of resistance +1

Group G (EL 6)
Ogre: CR 3; Large Giant; HD 4d8+11; hp 29; Init -1; Spd 30 ft.; AC 16, touch 8, flat-footed 16(-1 size, -1 Dex, +5 natural, +3 hide armor); BA/Grp:+3/+12;  Atk: +8 melee (2d8+7, greatclub) or +1 ranged (1d8+5, javelin); Full Atk: +8 melee (2d8+7, greatclub) or +1 ranged (1d8+5, javelin); Space/Reach: 10 ft/10 ft.; SQ darkvision 60 ft., low-light vision; AL NE; SV Fort +6, Ref +0, Will +1; Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7. Languages: Giant.

Skills and Feats: Climb +5, Listen +2, Spot +2; Toughness, Weapon Focus (greatclub).
Possessions: large greatclub, 2 large javelins, large hide armor.
Bugbear Ftr1: CR 3; Medium Humanoid; HD 3d8+9+1d10+3; hp 29; Init +3; Spd 30 ft.; AC 18, touch 13, flat-footed 15 (+3 Dex, +3 natural, +2 leather armor); BA/Grp:+3/+6;  Atk: +6 melee (1d8+2/19-20, longsword) or +6 ranged (1d8/x3, longbow); Full Atk +4 melee (1d8+2/19-20, longsword) and +4 melee (1d6+1/x3, handaxe) or +6 ranged (1d8/x3, longbow); Space/Reach: 5 ft/5 ft.; SA --; SQ darkvision 60 ft., scent; AL NE; SV Fort +6, Ref +6, Will +2; Str 14, Dex 16, Con 17, Int 13, Wis 12, Cha 6. Languages: Common, Goblin, Giant.

Skills and Feats: Climb +6, Hide +4, Listen +6, Move Silently +7, Ride +4, Spot +4; Weapon Focus (longsword), Weapon Focus (handaxe), Two-Weapon Fighting.
Possessions: longsword, handaxe, leather armor, longbow, potion of cure light wounds.
Goblin Rog1 (2): CR 1; Small Humanoid; HD 1d6+2; hp 8; Init +2; Spd 30 ft.; AC 17, touch 12, flat-footed 15 (+2 Dex, +3 studded leather, +1 size, +1 small wooden shield); BA/Grp:+0/-3;  Atk: +3 melee (1d4+1/19-20, short sword) or +2 ranged (1d4/x3, shortbow); Full Atk: +3 melee (1d4+1/19-20, short sword) or +2 ranged (1d4/x3, shortbow); Space/Reach: 5 ft/5 ft.; SA sneak attack +1d6; SQ darkvision 60 ft.; AL NE; SV Fort +2, Ref +4, Will +0; Str 12, Dex 15, Con 15, Int 12, Wis 10, Cha 6. Languages: Common, Goblin, Giant.

Skills and Feats: Balance +6, Hide +6, Jump +6, Move Silently +10, Ride +6, Spot +4, Tumble +6; Weapon Focus (short sword).
Possessions: short sword, studded leather armor, small wooden shield, shortbow, 20 arrows.

Group I (EL 8)
Orc warrior ghosts (6), Orc War1 CR 2; Medium undead; HD 1d12; hp 12; Init +2; Spd fly 30 (perfect) ft.; AC 13, touch 13, flat-footed 11 +1 defl., +2 dex; BAB/Grp: +1/+6;  Atk: +6 (1d3+5, only vs ethereal, unarmed strike), +3 (1d6, corrupting touch); Corrupting Touch, Manifestation, Frightful Moan (DC 10) SQ Undead, Rejuvenation, TR +4; AL CE; SV Fort +2, Ref +2, Will -1; Str 20, Dex 14, Con -, Int 10, Wis 8, Cha 10.  


Skills and Feats:  Intimidate +4 (4 ranks), Spot +1 (2 ranks); Power Attack

Crazy Hermit Ghost: Human Druid 2, CR 4; Medium undead; HD 2d12; hp 19; Init +2; Spd fly 30 (perfect) ft.; AC 13, touch 13, flat-footed 11 +2 dex, +1 defl.; BAB/Grp: +1/+1 Atk: +2 (1d3+2, only vs ethereal, unarmed strike), +3 (1d6, corrupting touch); SA Corrupting Touch, Malevolence, Telekinesis; SQ Undead, Rejuvenation, TR +4; AL CE; SV Fort +3, Ref +2, Will +6; Str 10, Dex 14, Con -, Int 12, Wis16, Cha 12.  


Skills and Feats:  Handle Animal +6 (5 ranks), Knowledge +6 (nature) (5 ranks), Concentration +5 (5 ranks), Survival +12 (5 ranks), Spot +8 (5 ranks), Listen +8 (5 ranks); Track, Skill Focus (survival)

Druid Spells Known (4/3, CL 2, DC 13+level); 0- Detect Magic, Naturewatch, Light, Guidance 1st – Entangle, Summon Nature’s Ally I, Produce Flame 

Group I   CR 8

Bugbear riders (2): Bugbear Fighter 2 CR 4; Medium Humanoid (Goblinoid); HD 2d10+3d8+15; hp 45; Init +3; Spd 30 ft.; AC 20, touch 13, flat-footed 17 +4 armor, +3 dex, +3 natural; BAB/Grp: +4/+9;  Atk: +10 melee (1d8+7/x3, masterwork lance); Space/Reach 5 ft./5 ft.; SA; SQ; AL CE; SV Fort +7, Ref +6, Will +1; Str 21, Dex 16, Con 16, Int 12, Wis 10, Cha 6.  


Skills and Feats: Listen +6 (6 ranks), Spot +6 (6 ranks), Hide +9 (6 ranks), Ride +13 (6 ranks); Mounted Combat, Ride-By Attack, Spirited Charge, Skill Focus (ride)


Dire Boar Mounts (2) (see Monster Manual pg. 63) CR 4

Group J (EL 8)
Goblin, Warriors (5): male goblin War3; CR 2; LA +0; Small humanoid (goblinoid); HD 3d8+3; hp 21; Init +1; Spd 30 ft.; AC 18 (+1 size, +1 Dex, +4 mithril chain shirt, +2 light shield), touch 12, flat-footed 14; Base Atk +3; Grp –1; Atk Morningstar +4 melee (1d6) or javelin +5 ranged (1d4); Space/Reach 5 ft./5 ft.; SA —; SQ darkvision 60 ft.;AL NE; SV Fort +4, Ref +2, Will 0; Str 11, Dex 13, Con 12, Int 10, Wis 9, Cha 6.

Skills and Feats: Hide +5, Listen +0, Move Silently +5, Ride +8, Spot +0; Mounted Combat. Ride-by Attack. (Goblins have a +4 racial bonus on Move Silently and Ride checks.)

Possessions: Masterwork mithril chain shirt, +1 light shield, +1 morning star, 3 javelins and a potion of cure light wounds.  Also, padded barding for his hyena (+1 AC). 
Hyena mounts (5): hp 13 each; see Monster Manual, page 274

Appendix 3 – APL 6
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Group A (EL8)
Goblin Big Boss: Male Goblin War2/Sco3/Rog2: CR 6; Small Humanoid (Goblinoid); HD 5d8+5+2d6+2; hp 50; Init +5; Spd 40; AC 22 (23 if moved 10 ft.), Flatfooted 22 Touch 16 (+5 +1 mithral chain shirt, +4 Dex, +1 size +1 ring of protection +1, +1 amulet of natural armor +1); BA/Grp:  +5/+2; Atk +7 melee (1d4+1, Shortspear) or +11 ranged(1d4+2/x3, +1 composite  shortbow, (+1 Str Bonus)); Full Atk: +7 melee (1d4+1, shortspear) or +11 ranged (1d4+2/x3, +1 composite shortbow (+1 Str Bonus)); Space/Reach: 5 ft/5 ft; SA: +1d6 Sneak Attack Damage; SQ: Darkvision 60 ft.; AL NE; SV Fort +6, Ref +10, Will +1; STR 12, DEX 18, CON 13, INT 12, WIS 10, CHA 6; Languages: Goblin, Common.
Skills and Feats: Balance +16, Bluff +2, Hide +17, Jump +15, Move Silently +17, Ride +8, Swim +11, Tumble +16; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Improved Toughness, Point Blank Shot, Precise Shot, Shield Proficiency, Simple Weapon Proficiency.

Skirmish (Ex): A scout relies on mobility to deal extra damage.  She deals an extra 1d6 of damage on all attacks she makes during any round in which she moves at least 10 feet.  At 3rd level, a Scout gains a +1 competence bonus to AC during any round in which she moves at least 10 ft. The bonus applies as soon as the scout has moved 10 feet and lasts until the start of her next turn.

Battle Fortitude (Ex): At 2nd level, a scout gains a +1 competence bonus on Fortitude saves and initiative checks. 

Fast Movement 10 (Ex): At 3rd level, scouts gain +10 feet of movement

Possessions: +1 Shortbow, composite ( +1 Str Bonus), Shortspear (3), +1 Mithral Chain shirt, Ring of Protection +1, Amulet of Natural Armor +1, Potion of Cure Light Wounds.

Goblin Elite: Male Goblin War2/Sco1/Ftr1: CR 3; Small Humanoid (Goblinoid); HD 2d8+1d10+4; hp 28; Init +4; Spd 30; AC:20, Flatfooted 16, Touch 15 (+5 +1 mithral chain shirt, +4 Dex, +1 size); BA/Grp: +3/+0; Atk  +5 melee (1d4+1, Shortspear) or +9 ranged (1d4+2/x3, +1 composite shortbow, (+1 Str Bonus)); Full Atk:   +5 melee (1d4+1, Shortspear) or +9 ranged (1d4+2/x3, +1 Shortbow, composite (+1 Str Bonus)) or +7/+7 ranged (1d4+2/x3, +1 Shortbow, composite (+1 Str Bonus)); Space/Reach: 5 ft/5 ft; SQ: Darkvision (Ex): 60 ft., Subtype: Goblinoid; AL NE; SV Fort +6, Ref +6, Will +0; STR 12, DEX 18, CON 13, INT 12, WIS 10, CHA 6; Languages: Goblin, Common
Skills and Feats: Balance +13, Hide +8, Move Silently +8, Ride +8, Swim +7, Tumble +11; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Point Blank Shot, Precise Shot, Rapid Shot, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency.

Skirmish (Ex): A scout relies on mobility to deal extra damage.  She deals an extra 1d6 of damage on all attacks she makes during any round in which she moves at least 10 feet.

Possesions: +1 Shortbow, composite ( +1 Str Bonus), Shortspear (3), +1 Mithral Chain shirt, Potion of Cat`s Grace, Potion of Cure Moderate Wounds.

Goblin Scout: Male Goblin War2/Sco1: CR 2; Small Humanoid (Goblinoid); HD 3d8+3; hp 21; Init +3; Spd 30; AC 16, Flatfooted 13, Touch 14 (+2 Leather,+3 Dex, +1 Size); BA/Grp: +2/-1; Atk +6 ranged (1d4/x3, Shortbow) or +4 melee (1d4+1, Shortspear); Full Atk: +6 ranged  (1d4/x3, Shortbow) or +4 melee (1d4+1, Shortspear); Space/Reach: 5ft./5ft.;  SQ: Darkvision 60 ft.; AL NE; SV Fort +4, Ref +5, Will +0; STR 12, DEX 17, CON 13, INT 12, WIS 10, CHA 6; Languages: Goblin, Common.

Skills and Feats: Balance +11, Hide +8, Move Silently +8, Ride +7, Swim +5, Tumble +9; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Point Blank Shot, Precise Shot, Shield Proficiency, Simple Weapon Proficiency.

Skirmish (Ex): A scout relies on mobility to deal extra damage.  She deals an extra 1d6 of damage on all attacks she makes during any round in which she moves at least 10 feet.

Possessions: Shortbow, Arrows (20), Shortspear (3), Leather armor.

Goblins (6) see Monster Manual pg. 133

Group B
(EL 8)




Hobgoblin Big Boss:  Male Hobgoblin Bbn1/Ftr5: CR 6; Medium Humanoid ; HD 1d12+5d10+18; hp 60; Init +2; Spd 40; AC:16, Flatfooted 14, Touch 12 (+4 Studded Leather +1, +2 Dex); BA/Grp: +6/+9;  Atk  +11 melee (2d6+7/17-20, +1 keen greatsword); Full Atk:  +11/6 melee (2d6+7/17-20, +1 keen greatsword); Space/Reach: 5 ft/5 ft; SQ: Darkvision (Ex): 60 ft.; AL NE; SV Fort +9, Ref +3, Will +1; STR 16, DEX 15, CON 16, INT 12, WIS 10, CHA 8; Languages: Goblin, Common
Skills and Feats: Climb +12, Intimidate +3, Jump +12, Listen +4, Move Silently +6, Survival +4, Swim +12; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Combat Brute, Improved Sunder, Intimidating Rage (CW pg 102), Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus: Greatsword, Weapon Specialization: Greatsword.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement.

Possessions: +1 Greatsword: Keen, +1 Studded leather, Cloak of Resistance +1, Potion of Bull’s Strength, Potion of Cure Moderate Wounds.

Hobgoblin Clergy (Maglubiyet): Male Hobgoblin Clr4: CR 4; Medium Humanoid; HD 4d8+8(Cleric); hp 31; Init +2; Spd 20; AC:18, Flatfooted 16, Touch 12 (+6 +1 breastplate, +2 Dex); BA/Grp: +3/+5; Atk +5 melee (1d8+3, Mace, heavy); Full Atk: +5 melee (1d8+3, Mace, heavy); Space/Reach: 5 ft/5 ft; SQ: Darkvision (Ex): 60 ft.; AL LE; SV Fort +6, Ref +3, Will +8; STR 14, DEX 14, CON 15, INT 10, WIS 18, CHA 8; Languages: Goblin, Common

Skills and Feats: Concentration +6, Knowledge (Religion) +5, Move Silently +3, Spellcraft +5; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Power Attack, Domain Spontaneity (Trickery) CD pg. 80, Shield Proficiency, Simple Weapon Proficiency.

Cleric Spells Prepared (5/4/3 Spell DC 14+ spell level): 0 - Cure Minor Wounds, Guidance, Inflict Minor Wounds, Resistance, Virtue; 1st - Bane, Bless, Cause Fear, Doom, Inflict Light Wounds* [*TD  Disguise Self]; 2nd - Deific Vengeance CD pg. 161, *TD Invisibility*, Silence, Spiritual Weapon.

*Domain spell. Domains: Destruction (Smite 1/day, +4 to hit, +7 to damage); Trickery (Add Bluff, Disguise, and Hide to class skills).

Possessions: Mace, heavy, +1 Breastplate, Wand of Hold Person (Charges: 4), Wand of Bull`s Strength (3) (Charges: 5), Periapt of Wisdom +2.

Hobgoblin Standards (2)
CR 2

Male hobgoblin barbarian 1 fighter 1 

NE Medium humanoid (goblinoid)

Init +2; Senses Listen +4, Spot +0, darkvision 60 ft.
Languages Common, Goblin 
AC 15, touch 12, flat-footed 13

(+2 Dex, +3 armor)

hp 24 (1d12+1d10+6 HD) 
Fort +7, Ref +2, Will +0

Speed 40 ft. in studded leather (8 squares), base movement 40 ft..

Melee Greatsword +5 (2d6+3/19-20) or
Ranged Javelin +4 (1d6+2)
Space 5 ft.; Reach 5 ft.

Base Atk +2; Grp +4
Atk Options Rage 1/day
Special Actions 

Combat Gear Greatsword, Javelin (3), Studded leather.

Abilities Str 15, Dex 15, Con 16, Int 12, Wis 10, Cha 8 
SQ Darkvision 60 ft., fast movement
Feats Armor Proficiency (heavy), Armor Proficiency (light), Armor Proficiency (medium), Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (greatsword). 

Skills Climb +7, Intimidate +3, Jump +7, Listen +4, Move Silently +6, Survival +4, Swim +7,
Possessions combat gear plus 

Darkvision 60 ft (Ex) 

Rage (Ex) 

Fast Movement 10 (Ex) At 1st level, barbarians gain +10 feet of movement
Skills Hobgoblins have a +4 racial bonus on Move Silently checks.

Description 

Sources Material (Source)
Group C EL9

Hobgoblin Sgt. 1st Class: Male Hobgoblin Bbn1/Ftr7: CR 8; Medium Humanoid ; HD 1d12+2(Barbarian) , 7d10+14(Fighter) ; hp 70; Init +3; Spd 40; AC:21, Flatfooted 18, Touch 15 (+3, Dex, +6 +2 Chain Shirt, +2 Ring of Protection +2); BA/Grp: +8/+11; Atk +13 melee (1d8+7+1d6/17-20, +1 Longsword: Flaming); Full Atk:  +13/8 melee (1d8+7/17-20 plus 1d6 fire, +1 flaming longsword); Space/Reach: 5ft./5ft.; SQ: Darkvision (Ex): 60 ft.; AL NE; SV Fort +10, Ref +6, Will +3; STR 17, DEX 16, CON 15, INT 12, WIS 10, CHA 8; Languages: Goblin, Common

Skills and Feats: Climb +6, Intimidate +9, Jump +17, Listen +4, Move Silently +6, Swim +5, Tumble +9; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Improved Bull Rush, Improved Critical: Longsword, Improved Overrun, Improved Sunder, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus: Longsword, Weapon Specialization: Longsword.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement 

Possessions: +1 Longsword: Flaming, +2 Chain shirt, Gauntlets of Ogre Power, Ring of Protection +2, Vest of Resistance +1, Potion of Cure Serious Wounds, Potion of Blur.

Hobgoblin Sgt.: Male Hobgoblin Bbn1/Ftr5: CR 6; Medium Humanoid (goblinoid); HD 1d12+2+5d10+12; hp 54; Init +3; Spd 40; AC 20, Flatfooted 17, Touch 14 (+3 Dex, +1 ring of protection +1, +6 +2 chain shirt); BA/GRP: +6/+9; Atk +11 melee (1d8+7/19-20, +1 longsword); Full Atk:  +11/6 melee (1d8+7/19-20, +1 longsword); Space/Reach: 5 ft/5 ft.; SQ: Darkvision 60 ft.; AL NG; SV Fort +8, Ref +4, Will +1; STR 17, DEX 16, CON 15, INT 12, WIS 10, CHA 8; Languages: Goblin, Common.

Skills and Feats: Climb +6, Intimidate +5, Jump +15, Listen +4, Move Silently +6, Swim +5, Tumble +8; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Improved Bull Rush, Improved Overrun, Improved Sunder, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (longsword), Weapon Specialization (longsword).

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement 

Possessions: +1 Longsword, +2 Chain shirt, Ring of Protection +1, Gauntlets of Ogre Power, Potion of Cure Moderate Wounds.

Group D (EL9)
Hobgoblin Specialist: Male Hobgoblin Bbn1/Ftr5/Ewm2: CR 8; Medium Humanoid (goblinoid); HD 1d12+7d10+24; hp 78; Init +2; Spd 40 ft.; AC 18, Flatfooted 16, Touch 13 (+5 +1 chain shirt, +2 Dex, +1 ring of protection +1); BA/GRP: +8/+12; Atk +14/9 melee (2d4+9, +1 spiked chain); Full Atk +14/9 melee (2d4+9, +1 spiked chain); Space/Reach: 5ft./5ft.; SQ: Darkvision 60 ft.; AL NE; SV Fort +12, Ref +3, Will +1; STR 18, DEX 14, CON 16, INT 13, WIS 10, CHA 8; Languages: Goblin, Common.
Skills and Feats: Craft (Weaponsmithing) +8, Intimidate +8, Jump +7, Listen +8, Move Silently +5, Swim +11; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Combat Expertise, Exotic Weapon Proficiency: Chain, spiked, Improved Disarm, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (spiked chain), Weapon Specialization (spiked chain).

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement. 

Weapon Stunt: Flurry of Strikes*: When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to make a full attack action to make a flurry of strikes. When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round and until the exotic weapon master’s next turn. The extra attack may be with either end of the double weapon.

Weapon Stunt: Exotic Reach: When wielding an exotic weapon with reach, the character may make an attack of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).

Possessions: +1 spiked chain of disarming, +1 chain shirt, gauntlets of ogre power, ring of protection +1, potion of cure serious wounds.

Goblin Evoker: Male Goblin Wiz6: CR 6; Small Humanoid (Goblinoid); HD 6d4+12(Wizard) ; hp 31; Init +2; Spd 30; AC:13, Flatfooted 11, Touch 13 (+2 Dex, +1 Size); BA/Grp: +3/-2; Atk +3 melee (1d3-1/19-20, dagger) or +6 base ranged; Full Atk: +3 melee (1d3-1/19-20, dagger); Space/Reach: 5ft./5ft.; SQ: Darkvision 60 ft.; AL NE; SV Fort +6, Ref +6, Will +8; STR 8, DEX 15, CON 14, INT 18, WIS 12, CHA 6; Languages: Goblin, Common, Undercommon.

Skills and Feats: Concentration +11, Hide +6, Knowledge (Arcana) +13, Knowledge (Religion) +7, Knowledge (The Planes) +13, Move Silently +6, Ride +6, Spellcraft +15; Maximize Spell, Greater Spell Focus: Evocation, Scribe Scroll, Spell Focus: Evocation, Sudden Maximize.

Wizard Spells Prepared (Wiz 4/4/4/3 Spell DC 14 + spell Level DC 16 + Spell level for Evocation): 0 - Acid Splash, Prestidigitation, Ray of Frost (s), Ray of Frost, Resistance; 1st - Burning Hands, Expeditious Retreat, Swift, Grease, Magic Missile*, Magic Missile; 2nd - Darkness, Flaming Sphere*, Flaming Sphere, Scorching Ray x2; 3rd – Fireball*, Fireball, Fly, Lightning Bolt.
*School: Evocation

Possessions: Dagger, Headband of Intellect +2, Cloak of Resistance +2, Wand of Dispel Magic (Charges: 3), Ring of Counterspells (Magic Missile).
Animal, Raven, Male Animal, Raven : CR 1/6; Tiny Animal ; HD 6d8 ( Animal) ; hp 14; Init + 2; Spd 10, Fly, Average 40; AC 17; Atk + 0 base melee, + 7 base ranged; +7 ( 1d2-5, Claw ); SQ: Low-light Vision (Ex); AL N; SV Fort + 2, Ref + 4, Will + 7; STR 1, DEX 15, CON 10, INT 8, WIS 14, CHA 6.

Skills: Concentration +11, Hide +10, Listen +3, Move Silently +6, Ride +6, Spot +5. Feats: Weapon Finesse.

Group E
(EL9)


Orc Sgt. 1st Class: Male Orc Bbn1/Ftr7: CR 8; Medium Humanoid ; HD 1d12+2(Barbarian) , 7d10+14(Fighter) ; hp 78; Init +2; Spd 40; AC:20, Flatfooted 18, Touch 14(+2 Ring of Force Shield, +6 Mithral Chain Shirt +2, +2 Dex); BA/Grp: +8/+14; Atk +16 melee (1d12+12/19-20x3, +1 Greataxe: Bane: Humanoid, Dwarf); Full Atk: +16/11 melee (1d12+12/19-20x3, +1 Greataxe: Bane: Humanoid, Dwarf); Space/Reach: 5ft./5ft; SQ: Light Sensitivity (Ex), Darkvision (Ex): 60 ft.; AL CE; SV Fort +9, Ref +4, Will +1; STR 22, DEX 14, CON 14, INT 10, WIS 8, CHA 6; Languages: Orc

Skills and Feats: Climb +8, Intimidate +9, Jump +17, Listen +1, Tumble +9; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Cleave, Great Cleave, Improved Critical: Greataxe, Improved Toughness, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus: Greataxe, Weapon Specialization: Greataxe.

Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement
Possessions: +1 Greataxe: Bane: Humanoid, Dwarf, +2 Mithral Chain shirt, Ring of Force Shield, Gauntlets of Ogre Power.
Orc Elites (5), Male Orc Bbn1: CR 1; Medium Humanoid ; HD 1d12+2(Barbarian) ; hp 14; Init +1; Spd 40; AC:14, Flatfooted 13, Touch 11(+1 Dex, +3 Studded Leather); BA/Grp: +1/+5; Atk :  +6 melee (1d12+6/x3, Greataxe); Full Atk:  +6 melee (1d12+6/x3, Greataxe); Space/Reach: 5ft./5ft.; SQ: Light Sensitivity (Ex), Darkvision (Ex): 60 ft.; AL CE; SV Fort +4, Ref +1, Will -1; STR 19, DEX 13, CON 14, INT 10, WIS 8, CHA 6; Languages: Orc.

Skills and Feats: Intimidate +2, Jump +11, Listen +3, Tumble +2; Armor Proficiency: light, Armor Proficiency: medium, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus: Greataxe.

Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement
Possessions: Greataxe, Studded leather 

Group F (EL 8)
Ibork: Male Hobgoblin Ftr6; CR 6; Medium Humanoid; HD 6d10+18; hp 58; Init +2; Spd 20 ft.; AC 21, touch 12, flat-footed 20(+9 +1 full plate, +1 Dex, ring of protection +1); BA/Grp:+6/+9;  Atk: +11 melee (2d4+7, +1 spiked chain) or +8 ranged (1d8/19-20, light crossbow); Full Atk: +11/+6 melee (2d4+7, +1 spiked chain) or +8 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA -; SQ darkvision 60’; AL LE; SV Fort +10, Ref +6, Will +4; Str 16, Dex 14, Con 16, Int 13, Wis 10, Cha 8. Languages: Common, Dwarven, Undercommon, Orc.

Skills and Feats: Climb +8, Intimidate +5, Jump +8, Craft (Weaponcrafting) +4; Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Combat Expertise, Improved Trip, Weapon Specialization (spiked chain), Combat Reflexes, Hold the Line (CW pg. 100)

Trip: When using his spiked chain, Ibork’s trip check is a +7 due to his Improved Trip feat. 

Possessions: +1 full plate, +1 spiked chain, light crossbow, potion of haste, potion of cure moderate wounds (x2), potion of bull’s strength, potion of blur, vest of resistance +2

Thanh: Male Hobgoblin Mnk6/Tattooed Monk 1; CR 7; Medium Humanoid; HD 7d8+14; hp 48; Init +2; Spd 50 ft.; AC 20, touch 19, flat-footed 17(+3 Wis, +2 Dex, ring of protection +1,amulet of natural armor +1, bracers of armor +2, +1 monk bonus); BA/Grp:+4/+11;  Atk: +7 melee (1d8+3, unarmed strike) or +6 ranged (1d8/19-20, light crossbow); Full Atk: +6/+6 melee (1d8+3, unarmed strike) or +6 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA flurry of blows; SQ darkvision 60’, Evasion, Still Mind, Ki Strike (Magic), Slow Fall 30’, Purity of Body, Monk Tattooes (see below); AL LE; SV Fort +11, Ref +11, Will +12; Str 16, Dex 15, Con 14, Int 10, Wis 16, Cha 8. Languages: Common, Goblin.

Skills and Feats: Balance +14, Jump +14, Knowledge (Religion) +10, Move Silently +10, Tumble +14; Improved Unarmed StrikeB, Improved GrappleB , Endurance, Deflect ArrowsB , Combat Reflexes,  Dodge, Improved TripB
Still Mind (Ex): A monk of 3rd level or higher gains a +2 bonus on saving throws against spells and effects from the school of enchantment.

Ki Strike (Su): At 4th level, a monk’s unarmed attacks are treated as magic weapons for purposes of overcoming damage reduction.

Purity of Body (Ex): At 5th level, the monk gains immunity to all diseases except for supernatural and magical diseases (such as mummy rot and lycanthropy).

Improved Trip: Due to this feat, Thanh’s trip check is +7

Dragon tattoo: Once per day per tattoo he possesses, a character with this tattoo can use fire breath as if he had drunk an elixir of fire breath (see page 255 of the Dungeon Master’s Guide). Activating the tattoo is a move action that does not provoke an attack of opportunity.

Possessions: light crossbow, potion of cat’s grace, potion of cure moderate wounds (x2), ring of protection +1, amulet of natural armor +1, bracers of armor +2, gauntlets of ogre power, cloak of resistance +2

Group G  (EL 9)
Troll: CR 5; Large Giant; HD 6d8+36; hp 63; Init +2; Spd 30 ft.; AC 16, touch 11, flat-footed 14(-1 size, +2 Dex, +5 natural); BA/Grp:+4/+14;  Atk: +9 melee (1d6+6, claw); Full Atk: +9/+9 melee (1d6+6, claw) and +4 melee (1d6+3, bite); Space/Reach: 10 ft/10 ft.; SA Rend 2d6+9; SQ darkvision 60’, low-light vision, regeneration 5, scent; AL NE; SV Fort +11, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6. Languages: Giant.

Skills and Feats: Listen +5, +6 Spot; Alertness, Iron Will, Track.
Rend: If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This attack automatically deals an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll. If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Ogres (2): CR 3; Large Giant; HD 4d8+11; hp 29; Init -1; Spd 30 ft.; AC 16, touch 8, flat-footed 16(-1 size, -1 Dex, +5 natural, +3 hide armor); BA/Grp:+3/+12;  Atk: +8 melee (2d8+7, greatclub) or +1 ranged (1d8+5, javelin); Full Atk: +8 melee (2d8+7, greatclub) or +1 ranged (1d8+5, javelin); Space/Reach: 10 ft/10 ft.; SQ darkvision 60 ft., low-light vision; AL NE; SV Fort +6, Ref +0, Will +1; Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7. Languages: Giant.

Skills and Feats: Climb +5, Listen +2, Spot +2; Toughness, Weapon Focus (greatclub)

Possessions: large greatclub, 2 large javelins, large hide armor

Bugbear Ftr2: CR 4; Medium Humanoid; HD 3d8+9+2d10+6; hp 38; Init +3; Spd 30 ft.; AC 21, touch 13, flat-footed 18 (+3 Dex, +3 natural, +5 breastplate); BA/Grp:+4/+6;  Atk: +8 melee (1d8+2/19-20, masterwork longsword) or +7 ranged (1d8/x3, longbow); Full Atk: +6 melee (1d8+2/19-20, masterwork longsword/19-20) and +5 melee (1d6+1/x3, handaxe) or +7 ranged (1d8/x3, longbow); Space/Reach: 5 ft/5 ft.; SQ darkvision 60’, scent; AL NE; SV Fort +7, Ref +6, Will +2; Str 14, Dex 16, Con 17, Int 13, Wis 12, Cha 6. Languages: Common, Goblin, Giant.

Skills and Feats: Climb +7, Hide +5, Listen +6, Move Silently +7, Ride +4, Spot +5; Weapon Focus (longsword), Weapon Focus (handaxe), Two-Weapon Fighting, Combat Expertise

Possessions: mw longsword, handaxe, breastplate, longbow, potion of cure light wounds (x2)
Group H (EL 9)
Orc ghosts (8), Orc War1; CR 2; Medium undead; HD 1d12; hp 12; Init +2; Spd fly 30 (perfect) ft.; AC 13, touch 13, flat-footed 11 +1 defl., +2 dex; BAB/Grp: +1/+6;  Atk: +6 (1d3+5, only vs ethereal, unarmed strike), +3 (1d6, corrupting touch); SA Corrupting Touch, Manifestation, Frightful Moan (DC 10); SQ Undead, Rejuvenation, TR +4; AL CE; SV Fort +2, Ref +2, Will -1; Str 20, Dex 14, Con -, Int 10, Wis 8, Cha 10.  


Skills and Feats:  Intimidate +4 (4 ranks), Spot +1 (2 ranks); Power Attack

Crazy Hermit Ghosts (2) Human Druid 3, CR 5; Medium undead; HD 3d12; hp 26; Init +2; Spd fly 30 (perfect) ft.; AC 13, touch 13, flat-footed 11 +2 dex, +1 defl.; BAB/Grp: +2/+2 Atk: +3 (1d3+2, only vs ethereal, unarmed strike), +4 (1d6, corrupting touch); SA Corrupting Touch, Malevolence, Telekinesis; SQ Undead, Rejuvenation, TR +4; AL CE; SV Fort +3, Ref +3, Will +6; Str 10, Dex 14, Con -, Int 12, Wis16, Cha 12.  


Skills and Feats:  Handle Animal +7 (6 ranks), Knowledge +7 (nature) (6 ranks), Concentration +6 (6 ranks), Survival +13 (6 ranks), Spot +9 (6 ranks), Listen +9 (6 ranks); Track, Skill Focus (survival), Transdimensional Spell

Druid Spells Known (4/3/2, CL 3, DC 13+level); 0- Detect Magic, Naturewatch, Light, Guidance 1st – Entangle, Summon Nature’s Ally I, Produce Flame 2nd – Transdimensional Entangle, Summon Swarm
Group I (EL 10)
Hobgoblin Riders (2): Hobgoblin Ftr6 CR 6; Medium Humanoid (Goblinoid); HD 6d10+42; hp 82; Init +3; Spd 30 ft.; AC 21, touch 13, flat-footed 18 +3 dex, +5 armor, +3 shield; BAB/Grp: +6/+9;  Atk: +11 melee (d8+6/x3, +1 Lance); Space/Reach 5 ft./5 ft.; SA; SQ; AL LE; SV Fort +8, Ref +5, Will +2; Str 17, Dex 16, Con 16, Int 12, Wis 10, Cha 8. 


Skills and Feats: Handle Animal +8 (9 ranks), Intimidate +8 (9 ranks), Ride +16 (9 ranks); Mounted Combat, Weapon Focus (lance), Ride-By Attack, Improved Toughness, Weapon Specialization (lance), Spirited Charge, Skill Focus (ride)

Displacer Beast Mounts (2): CR 6; Huge Magical Beast; HD 12d10+72; hp 148; Init +2; Spd 40 ft.; AC 18, touch 10, flat-footed 16 -2* size, +2* dex, +8* natural; BAB/Grp: +12/+28;  Atk: +18 (2d6+8, tentacle); Full Atk: +18/+18 (2d6+8, tentacles) and +13 (2d6+4, bite); Space/Reach 15 ft./10 ft (15 ft w/tentacles).; SA; SQ Displacement, Resistance to ranged attacks; AL LE; SV Fort +11, Ref +11, Will +5; Str 27, Dex 14, Con 20, Int 5, Wis 12, Cha 8.  


Skills and Feats: Hide +8 (4 ranks), Listen +5 (2 ranks), Move Silently +8 (4 ranks), Spot +5 (2 ranks); Dodge, Stealthy, Alertness, Improved Toughness, Improved Natural Attack (tentacles)

Group J (EL 10)
Goblin, 4th–level warriors (6): CR 3; LA +0; Small humanoid (goblinoid); HD 4d8+4; hp 27; Init +1; Spd 30 ft.; AC 16(+1 size, +2 Dex, +2 leather armor, +1 light shield), touch 13, flat-footed 14; Base Atk +4; Grp +0; Atk Morningstar+5 melee (1d6+1) or javelin +7 ranged (1d4); Space/Reach 5 ft./5 ft.; SA —; SQ darkvision 60 ft.;AL NE; SV Fort +5, Ref +2, Will 0; Str 11, Dex 14, Con 12, Int 10, Wis 9, Cha 6. Languages: Goblin.

Skills and Feats: Hide +5, Listen +0, Move Silently +5, Ride +9, Spot +0; Mounted Combat, Ride By Attack. (Goblins have a +4 racial bonus on Move Silently and Ride checks.)

Possessions: +1 mithril chain shirt, +1 light shield, masterwork morning star, 3 javelins, and one potion of cure light wounds.  
Warbeast Hyenas (6): CR 2; LA —; Medium animal; HD 3d8+15; hp 34; Init +2; Spd 60 ft.; AC 18 (+2 Dex, +2 natural, +4 light chain barding), touch 12, flat-footed 12; Base Atk +2; Grp +5; Atk Bite +4 melee (1d6+4); Space/Reach 5 ft./5 ft.; SA trip; SQ low–light vision, scent; AL N; SV Fort +8, Ref +6, Will +2; Str 17, Dex 15, Con 18, Int 2, Wis 15, Cha 6.

Possessions:  Light chain barding

Skills and Feats: Hide +3, Listen +6, Spot +4; Alertness, Improved Toughness. (Hyenas have a +4 racial bonus on Hide checks in areas of tall grass or heavy undergrowth.)

Combative Mount (Ex): A rider on a trained warbeast mount gets a +2 circumstance bonus on all Ride checks.  A trained warbeast is proficient with light, medium, and heavy armor. 
Scent (Ex): Can detect approaching enemies, sniff out hidden foes, and track by sense of smell.

Trip (Ex): A hyena that hits with its bite attack can attempt to trip the opponent (+2 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the hyena.

Appendix 4 – APL 8

Encounter 3, 5, 7




Group A
(EL10)




Goblin Chief: Male Goblin War2/Sco7: CR 8; Small Humanoid (Goblinoid); HD 9d8+18; hp 66; Init +5; Spd 40; AC 25 (27 if moved 10 ft.) Flatfooted 25,Touch 19 (+6 +2 mithral chain shirt, +4 Dex, +1 size, +2 ring of force shield, +2 ring of protection +2); BAB/Grp +7/+4;  Atk +14 ranged (1d6+2+1d6/x3, +1 composite shortbow (+1 Str Bonus)) or +9 melee (1d4+1, Shortspear); Full Atk +9/4 melee (1d4+1, Shortspear) or +14/9 ranged (1d4+2/x3 plus 1d6 cold, +1 composite shortbow of frost (+1 Str Bonus))  or +12/+12/+7 ranged (1d4+2+1d6/x3, +1 Shortbow, composite (+1 Str Bonus, +1d6 Frost)); Space/Reach: 5 ft/5 ft; SQ: Darkvision 60 ft.; AL NE; SV Fort +8, Ref +9, Will +2; STR 12, DEX 18, CON 14, INT 12, WIS 10, CHA 6; Languages: Goblin, Common.

Skills and Feats: Balance +18, Climb +4, Escape Artist +5, Hide +20, Jump +7, Listen +7, Move Silently +20, Ride +8, Spot +7, Swim +13, Tumble +16; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Dodge, Mobility, Point Blank Shot, Precise Shot, Rapid Shot, Shield Proficiency, Simple Weapon Proficiency.

Skirmish (Ex): A scout relies on mobility to deal extra damage.  She deals an extra 2d6 of damage on all attacks she makes during any round in which she moves at least 10 feet.  At 3rd level, a Scout gains a +2 competence bonus to AC during any round in which she moves at least 10 ft. The bonus applies as soon as the scout has moved10 feet and lasts until the start of her next turn.

Battle Fortitude (Ex): At 2nd level, a scout gains a +1 competence bonus on Fortitude saves and initiative checks.

Evasion (Ex): at 5th level, scouts gain Evasion as per the Rogue class.

Fast Movement 10 (Ex): At 3rd level, scouts gain +10 feet of movement

Possessions: +1 Frost composite shortbow (+1 Str Bonus),  shortspear (3), +2 mithral chain shirt, ring of  force shield, ring of  protection +2, lesser bracers of archery, potion of cure moderate wounds, potion of cat`s grace.
Goblin Clergy: Male Goblin War2/Clr6: CR 7; Small Humanoid (Goblinoid); HD 8d8+16; hp 59; Init +2; Spd 20; AC:23, Flatfooted 21, Touch 16 (+7 breastplate +2, +2 ring of force shield, +2 Dex, +1 ring of protection +1, +1 size); BAB/Grp:+6/+3 Atk +9 melee (1d4+2, +1 Mace, light); Full Atk: +9/4 melee (1d4+2, +1 Mace, light); Space/Reach: 5 ft/5 ft; SQ: Darkvision 60 ft.; AL NE; SV Fort +12, Ref +6, Will +11; STR 12, DEX 14, CON 14, INT 10, WIS 18, CHA 6; Languages: Goblin.
Skills and Feats: Concentration +9, Hide +3, Knowledge (Religion) +2, Move Silently +3, Ride +6, Spellcraft +6, Swim -1; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Domain Spontaneity (Trickery) (CD pg. 80), Combat Casting, rapid reload, Shield Proficiency, Simple Weapon Proficiency.

Cleric Spells Prepared (5/4/4/3 base DC= 14+ spell level): 0 - Cure Minor Wounds, Detect Magic, Guidance, Inflict Minor Wounds, Resistance; 1st - Bane, Cause Fear, Doom, Inflict Light Wounds*, Sanctuary [*TD  Disguise Self]; 2nd - Calm Emotions, Hold Person, *TD Invisibility, Silence, Spiritual Weapon; 3rd - Bestow Curse, Contagion*, Dispel Magic, Ring of Blades CD pg. 121 [*TD  Non-Detection].  Trickery domain spells are marked with *TD, trickery domain spells that have not been preparared appear in brakets [*ED],
*Domain spell. Domains: Destruction (Smite 1/day, +4 to hit, +7 to damage); Trickery (Add Bluff, Disguise, and Hide to class skills).

Possessions: +1 Mace, light, +2 Breastplate, Ring: Protection +1, Periapt of Wisdom +2, Cloak of Resistance +2, Ring of Force Shield.

Goblin Elites (2): Male Goblin War2/Sco1/Ftr1: CR 3; Small Humanoid (Goblinoid); HD 2d8+2(Warrior) , 1d8+1(Scout) , 1d10+1(Fighter) ; hp 28; Init +4; Spd 30; AC:20, Flatfooted 16, Touch 15 (+5 Mithral Chain Shirt +1, +4 Dex, +1 Size); BAB/Grp: +3/+0; Atk +5 melee (1d4+1, Shortspear) or +9 ranged (1d4+2/x3, +1 composite shortbow, (+1 Str Bonus)); Full Atk: +5 melee (1d4+1, Shortspear) or +9 (1d4+2/20x3, +1 composite shortbow (+1 Str Bonus)) or +7/+7 (1d4+2, +1 composite shortbow (+1 Str Bonus)); Space/Reach: 5 ft/5 ft; SQ: Darkvision 60 ft.; AL NE; SV Fort +6, Ref +6, Will +0; STR 12, DEX 18, CON 13, INT 12, WIS 10, CHA 6; Languages: Goblin, Common.
Skills and Feats: Balance +13, Hide +8, Move Silently +8, Ride +8, Swim +7, Tumble +11; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Point Blank Shot, Precise Shot, Rapid Shot, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency.

Skirmish (Ex): A scout relies on mobility to deal extra damage.  She deals an extra 1d6 of damage on all attacks she makes during any round in which she moves at least 10 feet.

Possesions: +1 Shortbow, composite (+1 Str Bonus), Shortspear (3), +1 Mithral Chain shirt, Potion of Cat’s Grace, Potion of Cure Moderate Wounds.

Group B (EL 11_
Hobgoblin Master Sergeant: Male Hobgoblin Warmg 9 CR 9; Medium Humanoid; HD 10d6+20; hp 54; Init +3; Spd 20; AC 23, Flatfooted 22, Touch 13 (+10 +2 full plate, +2 ring of protection +2, +1 Dex); BA/Grp: +4/+4; Atk +4 melee (1d4+1/19-20, +1 dagger) or +7 base ranged; Full Atk: +5 melee (1d4+1/19-20, +1 dagger); Space/Reach: 5ft./5ft.; SQ: Darkvision (Ex): 60 ft.; AL LE; SV Fort +5, Ref +6, Will +5; STR 10, DEX 16, CON 14, INT 20, WIS 8, CHA 18; Languages: Goblin, Common, Orc, Undercommon, Draconic.

Skills and Feats: Concentration +14, Intimidate +16, Knowledge (Arcana) +17, Knowledge (History) +12, Spellcraft +18; Arcane Defense: Evocation CA pg. 73, Battle Caster CA pg. 75, Greater Spell Focus: Evocation, Spell Focus: Evocation, Sudden Empower MH.

Warmage Spells Known (6/7/7/7/5 Spell DC 14 + spell level DC 16 + spell level for Evocation spells): 0 – Acid Splash, Disrupt Undead, Light, Ray of Frost; 1st - Accuracy CA pg. 96, Orb of Acid, Lesser CA pg. 115 , Burning Hands, Chill Touch, Orb of Cold, Lesser CA pg. 116, Orb Of Electricity, Lesser CA pg. 116, Orb of Fire, Lesser CA pg 116, Fist of Stone CA pg. 107, Hail of Stone CA pg. 110, Magic Missile, Shocking Grasp, Sleep, Orb of Sound, Lesser CA pg. 116, True Strike; 2nd - Blades of Fire CA pg. 99, Continual Flame, Fire Trap, Fireburst CA pg. 107, Flaming Sphere, Melf's Acid Arrow, Pyrotechnics, Scorching Ray, Shatter; 3rd - Fire Shield, Fireball, Flame Arrow, Gust of Wind, Ice Storm, Lightning Bolt, Poison, Ring of Blades CA pg. 121, Sleet Storm, Stinking Cloud; 4th - Blast of Flame CA pg. 99, Contagion, Evard's Black Tentacles, Phantasmal Killer, Shout, Wall of Fire  
Possessions: +1 Dagger, +2 Full plate, Cloak of Charisma +4, Headband of Intellect +4, Ring: Protection +2, Potion of Cure Serious Wounds.
Hobgoblin Sergeant 1st Class (2): Male Hobgoblin Bbn1/Ftr7: CR 8; Medium Humanoid; HD 1d12+7d10+16; hp 70; Init +3; Spd 40; AC 21, Flatfooted 18, Touch 15 (+3, Dex, +6 +2 chain shirt, +2 ring of protection +2); BA/Grp: +8/+11; Atk +11/6 base melee, +11/6 base ranged; Full Atk  +13/8 melee (1d8+7/17-20 plus 1d6 fire, +1 flaming longsword:); Space/Reach: 5ft./5ft.; SQ: Darkvision 60 ft.; AL NE; SV Fort +10, Ref +6, Will +3; STR 17, DEX 16, CON 15, INT 12, WIS 10, CHA 8; Languages: Goblin, Common.
Skills and Feats: Climb +6, Intimidate +9, Jump +17, Listen +4, Move Silently +6, Swim +5, Tumble +9; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Improved Bull Rush, Improved Critical: Longsword, Improved Overrun, Improved Sunder, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus: Longsword, Weapon Specialization: Longsword.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement 

Possessions: +1 Longsword: Flaming, +2 Chain shirt, Gauntlets of Ogre Power, Ring of Protection +2, Vest of Resistance +1, Potion of Cure Serious Wounds, Potion of Blur.

Group C EL 10

Orc Master Sergeant: Male Orc Bbn1/Ftr9: CR 10; Medium Humanoid; HD 1d12+2(Barbarian), 9d10+18 (Fighter); hp 96; Init +2; Spd 40; AC 24, Flatfooted 22, Touch 15 (+2 Dex, +7 +3 Mithral Chain Shirt +3, +3 ring of protection +3, +2 Amulet of Natural Armor); BA/Grp: +10/+16; Atk +19 melee (1d12+12/19-20x3, +1 Greataxe: Bane: Humanoid, Dwarf); Full Atk:  +19/14 melee (1d12+12/19-20x3, +1 Greataxe: Bane: Humanoid, Dwarf); Space/Reach: 5ft./5ft.; SQ: Light Sensitivity, Darkvision 60 ft.; AL CE; SV Fort +10, Ref +5, Will +2; STR 22, DEX 14, CON 14, INT 10, WIS 8, CHA 6; Languages: Orc.
Skills and Feats: Climb +8, Intimidate +11, Jump +17, Listen +1, Tumble +10; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Cleave, Great Cleave, Greater Weapon Focus: Greataxe, Improved Critical: Greataxe, Improved Toughness, Power Attack, Power Critical: Greataxe (CW pg. 103), Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus: Greataxe, Weapon Specialization: Greataxe.

Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement

Possessions: +1 Greataxe: Bane: Humanoid, Dwarf, +3 Mithral Chain shirt, Ring of Protection +3, Gauntlets of Ogre Power, Amulet of Natural Armor +2, Potion of Cure Moderate Wounds.

Orc Corporal: Male Orc Bbn1/Ftr1: CR 2; Medium Humanoid ; HD 1d12+1d10+4; hp 22; Init +1; Spd 40; AC 15, Flatfooted 14, Touch 11(+1 Dex, +4 Chain Shirt); BA/Grp: +2/+6; Atk +8 melee (1d12+6/x3, masterwork greataxe); Full Atk: +8 melee (1d12+6/x3, masterwork greataxe); Space/Reach: 5ft./5ft.; SQ: Light Sensitivity, Darkvision 60 ft.; AL CE; SV Fort +6, Ref +1, Will -1; STR 19, DEX 13, CON 14, INT 10, WIS 8, CHA 6; Languages: Orc.
Skills and Feats: Climb +4, Intimidate +3, Jump +11, Listen +1, Tumble +3; Armor Proficiency: heavy, Armor Proficiency: light, Armor Proficiency: medium, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (greataxe).

Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.

Rage (Ex): 1/day 

Fast Movement 10 (Ex): At 1st level, barbarians gain +10 feet of movement
Possessions: Greataxe, Masterwork, Chain shirt, Potion of Cure Moderate Wounds.

Group D (EL 10)
Ibork: Male Hobgoblin Ftr6/Exotic Weapon Master 2; CR 8; Medium Humanoid; HD 8d10+24; hp 76; Init +2; Spd 20 ft.; AC 22, touch 12, flat-footed 21(+10 +2 full plate, +1 Dex, ring of protection +1); BA/Grp: +8/+11;  Atk: +14 melee (2d4+9 +1d6, +1 shocking spiked chain) or +10 ranged (1d8/19-20, light crossbow); Full Atk: +14/+9 melee (2d4+9 plus 1d6 electrical, +1 shocking spiked chain) or +12/+12/+6 melee* (2d4+9 plus 1d6 electrical, +1 shocking spiked chain) or +10 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA Flurry of Strikes, Exotic Reach; SQ darkvision 60’; AL LE; SV Fort +11, Ref +6, Will +4; Str 18, Dex 14, Con 16, Int 13, Wis 10, Cha 8. Languages: Common, Dwarven, Undercommon, Orc.

Skills and Feats: Climb +8, Intimidate +7, Jump +8, Craft (Weaponcrafting) +11; Exotic Weapon Proficiency (spiked chain), Weapon Focus (spiked chain), Combat Expertise, Improved Trip, Weapon Specialization (spiked chain), Combat Reflexes, Hold the Line (CW pg. 100)

Trip: Ibork’s trip check is a +7 due to his Improved Trip feat. 

Weapon Stunt: Flurry of Strikes*: When wielding an exotic double weapon or a spiked chain with both hands, the character can elect to make a full attack action to make a flurry of strikes. When doing so, he may make one extra attack in the round at his full base attack bonus, but this attack takes a –2 penalty, as does each other attack made in that round and until the exotic weapon master’s next turn. The extra attack may be with either end of the double weapon.

Weapon Stunt: Exotic Reach: When wielding an exotic weapon with reach, the character may make an attack of opportunity against a foe that provokes such an attack even if the foe has cover (but not total cover).

Possessions: +2 full plate, +1 shocking spiked chain, masterwork spiked chain, light crossbow, ring of protection +1, potion of blur, potion of cure serious wounds (x2), potion of cure moderate wounds (x2), potion of barkskin +3

Thanh: Male Hobgoblin Mnk6/Tattooed Monk3; CR 9; Medium Humanoid; HD 9d8+18; hp 66; Init +3; Spd 50 ft.; AC 23, touch 21, flat-footed 19(+4 Wis, +3 Dex, ring of protection +3, bracers of armor +2, +1 monk bonus); BA/Grp:+6/+13;  Atk: +9 melee (1d10+3, unarmed strike) or +9 ranged (1d8/19-20, light crossbow); Full Atk: +9/+9/+4 melee (1d10+3, unarmed strike) or +9 ranged (1d8/19-20, light crossbow); Space/Reach: 5 ft/5 ft.; SA flurry of blows; SQ darkvision 60’, Evasion, Still Mind, Ki Strike (Magic), Slow Fall 30’, Purity of Body, Monk Tattoos (see below); AL LE; SV Fort +13, Ref +14, Will +15; Str 16, Dex 16, Con 14, Int 10, Wis 18, Cha 8. Languages: Common, Goblin.

Skills and Feats: Balance +17, Jump +17, Knowledge (Religion) +10, Move Silently +14, Tumble +17; Improved Unarmed StrikeB, Improved GrappleB , Endurance, Deflect ArrowsB , Combat Reflexes,  Dodge, Improved TripB, Mobility

Still Mind (Ex): A monk of 3rd level or higher gains a +2 bonus on saving throws against spells and effects from the school of enchantment.

Ki Strike (Su): At 4th level, a monk’s unarmed attacks are treated as magic weapons for purposes of overcoming damage reduction.

Purity of Body (Ex): At 5th level, the monk gains immunity to all diseases except for supernatural and magical diseases (such as mummy rot and lycanthropy).

Improved Trip: Due to this feat, Thanh’s trip check is +7.

Dragon tattoo: Once per day per tattoo he possesses, a character with this tattoo can use fire breath as if he had drunk an elixir of fire breath (see page 255 of the Dungeon Master’s Guide). Activating the tattoo is a move action that does not provoke an attack of opportunity.

Wasp Tattoo: Once per day per tattoo he possesses, a character with this tattoo can use haste on himself.  The benefit lasts for one round per class level. Activating the tattoo is a move action that does not provoke an attack of opportunity.

Possessions: light crossbow, potion of moderate  wounds (x2), potion of blur,  ring of protection +3, bracers of armor +2, gauntlets of ogre power, cloak of resistance +2, periapt of wisdom +2

Group E
(EL 10)
Skullcrusher Ogre: CR 5; Large Giant; HD 8d8+24; hp 60; Init +0; Spd 30 ft.; AC 20, touch 9, flat-footed 20(-1 size, +2 natural, +7 spiked half-plate, +2 spiked heavy shield); BA/Grp:+6/+21;  Atk: +12 melee (2d6+7, morningstar) or +12 melee (1d8+3, shield spike) or +6 ranged (2d6+7, rock); Full Atk: +8/+3 melee (2d6+7, morningstar) and +8 melee (1d8+3, shield spike) or +6 ranged (2d6+7, rock); Space/Reach: 10 ft/10 ft.; SA Rock Throwing; SQ darkvision 60’, low-light vision; AL NE; SV Fort +9, Ref +2, Will +2; Str 25, Dex 11, Con 17, Int 10, Wis 10, Cha 9. Languages: Giant and Common.

Skills and Feats: Craft (armorsmithing) +5, Handle animal +4, Intimidate +1, Knowledge (architecture and engineering) +5, Ride +7, Search +0 (+2 for secret doors); Improved Grapple, Improved Shield Bash, Mounted Combat, Power Attack, Two-Weapon Fighting

Grapple: Because of his spiked armor, the Skullcrusher Ogre deals 1d4+7 non-lethal damage plus 1d8 lethal piercing damage

Possessions: large morningstar, large spiked half-plate, large spiked heavy shield, 5 rocks

Troll: CR 5; Large Giant; HD 6d8+36; hp 63; Init +2; Spd 30 ft.; AC 16, touch 11, flat-footed 14(-1 size, +2 Dex, +5 natural); BA/GRP:+4/+14;  Atk: +9 melee (1d6+6/20x2, claw); Full Atk: +9/+9 melee (1d6+6/20x2, claw) and +4 melee (1d6+3/20x2, bite); Space/Reach: 10 ft/10 ft.; SA Rend 2d6+9; SQ darkvision 60 ft., low-light vision, regeneration 5, scent; AL NE; SV Fort +11, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6. Languages: Giant.

Skills and Feats: Listen +5, +6 Spot; Alertness, Iron Will, Track

Rend: If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This attack automatically deals an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll. If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes.  The creature can reattach the severed member instantly by holding it to the stump.

Ogres (2): CR 3; Large Giant; HD 4d8+11; hp 29; Init -1; Spd 30 ft.; AC 16, touch 8, flat-footed 16(-1 size, -1 Dex, +5 natural, +3 hide armor); BA/GRP:+3/+12;  Atk: +8 melee (2d8+7, greatclub) or +1 ranged (1d8+5, javelin); Full Atk: +8 melee (2d8+7, greatclub) or +1 ranged (1d8+5, javelin); Space/Reach: 10 ft/10 ft.; SA --; SQ darkvision 60’, low-light vision; AL NE; SV Fort +6, Ref +0, Will +1; Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7. Languages: Giant.

Skills and Feats: Climb +5, Listen +2, Spot +2; Toughness, Weapon Focus (greatclub)

Possessions: large greatclub, 2 large javelins, large hide armor
Bugbear Ftr2, (4): CR 4; Medium Humanoid; HD 3d8+9+2d10+6; hp 38; Init +3; Spd 30 ft.; AC 21, touch 13, flat-footed 18(+3 Dex, +3 natural, +5 breastplate); BA/Grp:+4/+6;  Atk: +8 melee (1d8+2/19-20, masterwork longsword) or +7 ranged (1d8/x3, longbow); Full Atk: +6 melee (1d8+2/19-20, masterwork longsword) and +5 melee (1d6+1/20x3, handaxe) or +7 ranged (1d8/x3, longbow); Space/Reach: 5 ft/5 ft.; SA --; SQ darkvision 60’, scent; AL NE; SV Fort +7, Ref +6, Will +2; Str 14, Dex 16, Con 17, Int 13, Wis 12, Cha 6. Languages: Common, Goblin, Giant.

Skills and Feats: Climb +7, Hide +5, Listen +6, Move Silently +7, Ride +4, Spot +5; Weapon Focus (longsword), Weapon Focus (handaxe), Two-Weapon Fighting, Combat Expertise

Possessions: mw longsword, handaxe, breastplate, longbow, potion of cure light wounds (x2)

Group F (EL 10)
The orc Marshal gives his allies a free move action as they enter the battle.

Orc  Barbarians (8): Male Orc Barbarian 2; CR 2; Medium HUMANOID; HD 2d12+10; hp 29; Init +2 (+2 Dex, +0 Misc); Spd Walk 40'; AC 13 (flatfooted 13, touch 8); Base Atk +2; Grp +8; Atk +8 Melee (1d6+6, Throwing Axe); Atk +4 Ranged (1d6, Throwing Axe (Thrown), Range 10' ); Atk +8 Melee (1d10+9/x3, *Glaive); Atk +8 Melee (1d12+9/x3, Greataxe); SA: Illiterate, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (8 rounds), Uncanny Dodge (Dex bonus to AC); Vision: Darkvision 60 ft., Normal; AL CE; SV: Fort +8, Ref +2, Will +2; STR 22, DEX 14, CON 20, INT 8, WIS 10, CHA 6
Skills and Feats: Climb +5, Jump +5, Listen +5, Armor Proficiency (Light), Armor Proficiency (Medium), Distracting Attack (MH p. 25), Martial Weapon Proficiency, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Chainmail; Throwing Axe; Glaive; Greataxe

These folks act as fire support for the orc waves

Orc Marshall: Male Orc Marshal 4; CR 4; Medium HUMANOID; HD (4d8)+4; hp 27; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 17 (flatfooted 17, touch 10); Base Atk +3; Grp +4; Atk +3 Ranged (1d8/19-20, Light Crossbow , Range 80 ft.); Atk +4 Melee (1d8+1, *Heavy Mace); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Major Aura:  Motivate Attack, Minor Aura (Ex), Minor Aura:  Master of Tactics, Minor Aura:  Over the Top; Vision: Darkvision 60 ft., Grant Move action 1/day.; AL: CE; SV: Fort +5, Ref +1, Will +3; STR 12, DEX 10, CON 12, INT 10, WIS 8, CHA 16
Skills and Feats: Diplomacy +13, Intimidate +9, Listen +6, Speak Common, Orc and Ancient Suloise, Spot +6, Point Blank Shot, Precise Shot, Skill Focus (Diplomacy).
Possessions: Crossbow Bolts (10); Heavy Shield (Metal); Chainmail; Heavy Mace; Light Crossbow

Druid counter speller (1): Male Orc Druid 5; CR 5; Medium HUMANOID; HD (5d8)+5; hp 33; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 13 (flatfooted 13, touch 10); Base Atk +3; Grp +4; Atk +4 Melee (1d6+1, *Club ); Atk +3 Ranged (1d6, *Club (Thrown) , Range 10' ); SA: Animal Companion (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Nature Sense (Ex), Resist Nature's Lure (Ex), Spontaneous Casting ~ May lose a prepared spell to cast Summon Nature's Ally of equal or lower level, Trackless Step (Ex), Wild Empathy (Ex), Wildshape (Su) ~ 1/day, Woodland Stride (Ex); Vision: Darkvision (60'), Normal; AL: NE; SV: Fort +5, Ref +1, Will +7; STR 12, DEX 10, CON 12, INT 7, WIS 17, CHA 10
Skills and Feats: Concentration +9, Spellcraft +9, Armor Proficiency (Light), Armor Proficiency (Medium), Improved Counterspell, Shield Proficiency, Skill Focus (Spellcraft).
Possessions: Club; Leather; Light Shield (Wood); Case (Map or Scroll) [ ]; Belt Pouch [ Case (Map or Scroll); Scroll of Dispel Magic; ]; 

Spells per Day: (5/4/3/2 DC:13+spell level)
0 - Create Water, Cure Minor Wounds, Detect Magic, Know Direction, Light; 1st - Cure Light Wounds, Entangle, Longstrider, Vigor (Lesser) CD pg. 186 ; 2nd - Briar Web, Fog Cloud, Heat Metal; 3rd -  Infestation of Maggots CD pg. 166, Spike Growth 

Orc Mage counter speller: Male Orc Wizard 5; CR 5; Medium HUMANOID; HD (5d4)+10; hp 26; Init +4 (+0 Dex, +4 Misc); Spd Walk 0'; AC 10 (flatfooted 10, touch 10); Base Atk +2; Grp +3; Atk +3 Melee (1d4+1/19-20, dagger); Atk +2 Ranged (1d4/19-20, Dagger (Thrown) , Range 10 ft.); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Summon Familiar; Vision: Darkvision 60 ft., Normal; AL: CE; SV: Fort +3, Ref +1, Will +4; STR 12, DEX 10, CON 14, INT 16, WIS 10, CHA 6 
Skills and Feats: Craft Wand, Improved Counterspell, Improved Initiative, Scribe Scroll.
Possessions: Dagger; Potion of Blur; Wand of Dispel Magic;
Spells per Day: (4/4/3/2 DC: 13+spell level)
0: Detect Magic, Light, Prestidigitation, Touch of Fatigue; 1st - Cause Fear, Grease, Ray of Enfeeblement X2; 2nd - Earthen Grasp CA pg. 104, Glitterdust, Web; 3rd - Fireball, Lightning Bolt 

Group G:  Goblin Cavalry of the Wolf Brother Tribe (EL 10)
Goblin Wolf rider (5) :Male Goblin Warrior 3 Fighter 1; CR 2; Small HUMANOID; HD (3d8)+(1d10)+8; hp 32; Init +3 (+3 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 16, touch 14); Base Atk +4; Grp +2; Atk +8 Melee (1d6+3/x3, *Lance (Masterwork/Small)); Atk +7 Melee (1d6+2/19-20, Longsword (Small)); Atk +8 Ranged (1d4/x3, Shortbow (Composite/Small) , Range 70'); SA: Humanoids eat and sleep and breathe; Vision: Darkvision (60'), Normal; AL: NE; SV: Fort +7, Ref +4, Will +2; STR 15, DEX 16, CON 14, INT 10, WIS 12, CHA 6
Skills and Feats: Handle Animal +5, Ride +11, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Mounted Combat, Power Attack, Ride-By Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency.
Possessions: Arrows (20/Small); Breastplate (Small); Masterwork Lance (Small); Longsword (Small); Composite Shortbow (Small) 

Worg Mount (5) :Male Worg Magical beast 4; CR 2; Medium MAGICAL BEAST; HD (4d10)+8; hp 30; Init +2 (+2 Dex, +0 Misc); Spd Walk 40'; AC 14 (flatfooted 12, touch 12); Base Atk +4; Grp +7; Atk +7 (1d6+3, *Bite ); SA: Magical Beasts eat and sleep and breathe, Scent (Ex), Trip (Ex); Vision: Darkvision (60'), Low-light, Normal; AL: NE; SV: Fort +6, Ref +6, Will +3; STR 16, DEX 14, CON 14, INT 6, WIS 14, CHA 10
Skills and Feats: Alertness, Track, Listen +7, Speak Goblin and Worg, Spot +7, Survival +3.
Possessions: Military Saddle; Waterskin; Saddlebags [Waterskin] 

Group H

Hill Giant Mercenaries (3):Male Hill Giant; CR 7; Large Giant; HD (12d8)+48; hp 106; Init -1 (-1 Dex, +0 Misc); Spd Walk 40'; AC 20 (flatfooted 20, touch 8); Base Atk +9/+4; Grp +20/+15; Atk +15/+10 Melee (3d6+10, *Warmace (Large) ); Atk +7 Ranged (2d6, Rock , Range 120' ); Atk +15/+15 (1d4+7, *Slam ); SA: Giants eat and sleep and breathe, Rock Catching (Ex), Rock Throwing (Ex); Vision: Low-light, Normal; AL: CE; SV: Fort +12, Ref +3, Will +4; STR 25, DEX 8, CON 19, INT 6, WIS 10, CHA 7
Skills and Feats: Listen +7, Spot +8, Combat Brute, Greater Powerful Charge MH pg. 27, Improved Sunder, Power Attack, Powerful Charge MH pg. 27.
Possessions: Chain Shirt (Large); Warmace (Large); Rock; Slam. 

Group I:  Orcs of the Wild Coast, Remnants of the Salburner Tribe (EL 10)
Orcish Warriors (7):  CR 3; Male Orc Warrior level 3; HD 3d8+3;  hp 20 each;  Init +0; Spd 30 feet; AC 14, Touch 10, flat footed 14;  Base atk: +3;  Grp: +6; Atks +7 melee (2d4+4/18-20, falchion) or +3 ranged (1d6+3, javelin); Full atk: same;  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight);  AL--CE;  SV:  Fort +4, Ref +1, Will 0;  Str 17, Dex 11, Con 12, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +5, Jump +4; Alertness, Weapon Focus (Falchion).
Possessions:  chain shirt, falchion, 3 javelins, dagger.

Orc Barbarian (4):  CR 4; Male Orc Barbarian level 4;  HD 4d12+8 (16 when raging); hp 41 (49 when raging); Init + 0; Spd 30 feet; AC 15 (13 when raging), touch 10 (8 when raging), flat footed 15 (13 when raging);  Base atk: +4; Grp +8 (+10 when raging) Atks +10 melee (+12 when raging) (2d4+6/+9 when raging [crit 18-20], falchion) or +4 ranged (1d6+4/+6 when raging, javelin); Full atk: same;  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight), Uncanny Dodge, Rage, Trap Sense +1;  AL--CE;  SV:  Fort +6, Ref +1, Will +0 (+2 when raging);  Str 19, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats: Speak Orc, Common; Listen +2, Spot +2, Climb +6, Jump +6; Alertness, Power Attack

Possessions:  chainmail, mw falchions, 3 javelins, dagger

Orc Barbarian Leader:  Male Orc Barbarian level 5;  HD 5d12+10 (20 when raging); hp 50 (60 when raging); Init + 0; Spd 30 feet; AC 16 (14 when raging), touch 11 (9 when raging), flat footed 16 (14 when raging);  Base atk: +5; Grp +9 (11 when raging) Atks +10 melee (+12 when raging) (2d4+7/18-20 -- +10 when raging, falchion) or +3 ranged (1d6+4/+6 when raging, javelin); Full atk: same;  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight) ), Uncanny Dodge, Rage2/ day, Trap Sense +1, Improved Uncanny Dodge;  AL--CE;  SV:  Fort +6, Ref +1, Will +0 (+2 when raging);  Str 18, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats: Speak Orc, Common;  Listen +2, Spot +2, Climb +7, Jump +6;  Alertness, Power Attack

Possessions:  Suit of +1 chainmail, +1 falchion, 3 javelins, 2 daggers

Group J  (EL 11)
Ogre Mage (3):  Male Ogre Mage Giant 5; CR 8; Large GIANT; HD (5d8)+25; hp 51; Init +3 (+3 Dex, +0 Misc); Spd Walk 40', Fly 40'; AC 21 (flatfooted 18, touch 12); Base Atk +3; Grp +13; Atk +6 Ranged (2d6+7/x3, +1 Mighty Composite Flaming Longbow (+6/Large), Range 110' ); Atk +8 Melee (3d6+9/19-20, Large Greatsword); SA: Flight (Su), Giants eat and sleep and breathe, Regeneration 5 (Ex); Vision: Low-light, Normal; AL: LE; SV: Fort +9, Ref +4, Will +3; STR 22, DEX 16, CON 20, INT 14, WIS 14, CHA 18 
Skills and Feats: Concentration +11, Listen +8, Spellcraft +8, Spot +8, Point Blank Shot, Rapid Shot.
Possessions: Arrow (Large); Chain Shirt; Large Greatsword; +1 Mighty Composite Flaming Longbow (+6/Large) 
Spells-like Abilities: Darkness (At Will per day), Invisibility (At Will per day), Charm Person DC 15 (1 per day), Cone of Cold DC 19 (1 per day), Gaseous Form (1 per day), Polymorph (1 per day), Sleep DC 15 (1 per day).
Group K:  Earth Dragon Cultists (EL 10)
Favored Soul War Chief: Male Half-orc Favored Soul 5 Warchief 2; CR 7; Medium HUMANOID; HD (4d8)+(2d10)+30; hp 65; Init +6 (+2 Dex, +4 Misc); Spd Walk 30', AC 22 (flatfooted 20, touch 14); Base Atk +4; Grp +7; Atk +6 Ranged (1d6, Javelin , Range 30'); Atk +10 Melee (1d6+6/x4, *Heavy Pick (under effects of magic weapon); SA: Orc Blood, Tribal Frenzy (STR +2); Vision: Darkvision (60'), Normal; SD:  Energy Resistance: Fire/10; AL: LE; SV: Fort +11 Ref +6 Will +9 STR 20, DEX 14, CON 18, INT 6, WIS 15, CHA 12
Skills and Feats: Concentration +13; Armor Proficiency (Light), Armor Proficiency (Medium), Close-Quarters Fighting, Improved Initiative, Improved Toughness, Martial Weapon Proficiency (Heavy Pick), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Heavy Pick).
Possessions: +1 Chainmail; Heavy Shield (Metal); Javelin (x3); Heavy Pick; Potion of Cure Serious Wounds;
 Spells per Day: (6/7 5/5 3 DC:12+spell level)
0 - Create Water, Cure Minor Wounds, Detect Magic, Disrupt Undead, Resistance, Virtue;
1st - Bless, Cure Light Wounds, Magic weapon, Shield of Faith, Vigor, Lesser CD pg. 186; 2nd - Bear’s Endurance, Bull’s Strength, Cure Moderate Wounds
Precast Bull’s Strength, Bear’s Endurance, Magic Weapon, and Shield of Faith, in that order.

Followers are also under the effects of Tribal frenzy giving a +2 bonus to strength.  Each person affected by the tribal frenzy takes 3 hp/rd.

Cultist Berserkers (8):  Male Human Barbarian 3; CR 3; Medium HUMANOID; HD (3d12)+12; hp 38; Init +1 (+1 Dex, +0 Misc); Spd Walk 0'; AC 13 (flatfooted 13, touch 8); Base Atk +3; Grp +9; Atk +9 Melee (1d6+6, Throwing Axe ); Atk +4 Ranged (1d6, Throwing Axe (Thrown) , Range 10' ); Atk +10 Melee (1d8+8/20/x4, *Dire Pick ); SA: Illiterate, Rage (Ex) 1 times/day (7 rounds), Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Uncanny Dodge (Dex bonus to AC); Vision: Normal; AL: NE; SV: Fort +7, Ref +2, Will +4; STR 22, DEX 12, CON 18, INT 10, WIS 12, CHA 10
Skills and Feats: Climb +11, Intimidate +6, Listen +7, Ride +6, Survival +7, Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Power Attack, Reckless Charge (MH pg. 27), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Pick (Dire/Martial)).
Possessions: Throwing Axe; Chainmail; Dire Pick

Raging and under the effects of tribal frenzy.  +6 Strength and taking 3 hp a round 

Group L:  Pomarj Warmage and Troll Bodyguards (EL 9) 

Warmage:  Male Human Warmage 6; CR 6; Medium HUMANOID; HD (6d6)+12; hp 38; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 17 (flatfooted 15, touch 12); Base Atk +3; Grp +3; Atk +4 Melee (1d8/x3, *Spear (Masterwork)); Atk +6 Ranged (1d8/x3, *Spear (Masterwork/Thrown), Range 20 ft.); SA: +4 to Concentration to use spell or spell like ability on the defensive, Advanced Learning 1 (Ex), Advanced Learning 2 (Ex), Armored Mage (light) (Ex); Vision: Normal; AL: NE; SV: Fort +5, Ref +5, Will +6; STR 10, DEX 14, CON 14, INT 10, WIS 10, CHA 19
Skills and Feats: Concentration +11, Knowledge (Arcana) +9, Spellcraft +11, Armor Proficiency (Light), Combat Casting, Endurance, Improved Initiative, Improved Toughness, Shield Proficiency, Simple Weapon Proficiency.
Possessions: +1 Mithral Chain Shirt; Spear (Masterwork); Cloak of Charisma +2; Rod of Maximize (Lesser); Vest of Resistance +1. 

Spells per Day: (6/7/6/4 DC:14+spell level)
 0: Acid Splash, Disrupt Undead, Light, Ray of Frost; 1st: Accuracy CA pg. 96, Orb of Acid, Lesser CA pg. 115 , Burning Hands, Chill Touch, Orb of Cold, Lesser CA pg. 116, Orb Of Electricity, Lesser CA pg. 116, Orb of Fire, Lesser CA pg 116, Fist of Stone CA pg. 107, Hail of Stone CA pg. 110, Magic Missile, Shocking Grasp, Sleep, Orb of Sound, Lesser CA pg. 116, True Strike; 2nd: Blades of Fire CA pg. 99, Continual Flame, Fire Trap, Fireburst CA pg. 107, Flaming Sphere, Melf's Acid Arrow, Pyrotechnics, Scorching Ray, Shatter; 3rd: Fire Shield, Fireball, Flame Arrow, Gust of Wind, Ice Storm, Lightning Bolt, Poison, Ring of Blades CA pg. 121, Sleet Storm, Stinking Cloud 
Troll Fighters (3): Male Troll Giant 6 Fighter1; CR 6; Large GIANT; HD (6d8)+(1d10)+35; hp 74; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 21 (flatfooted 20, touch 10); Base Atk +5; Grp +14; Atk +7 (1d6+2, *Bite ); Atk +9/+9 (1d6+5, *Claw); Atk +10 Melee (2d8+8/x3, large +1 Glaive); SA: Giants eat and sleep and breathe, Regeneration 5 (Ex), Rend (Ex), Scent (Ex); Vision: Darkvision (90'), Low-light, Normal; AL: CE; SV: Fort +12, Ref +3, Will +4; STR 20, DEX 13, CON 20, INT 4, WIS 10, CHA 4
Skills and Feats: Listen +5, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Iron Will, Martial Weapon Proficiency, Multiattack, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Glaive).
Possessions: Potion of Protection from Energy/Fire, +1 large chainmail, +1 large glaive, large greatsword. 
Group M EL 12

Special Sinkhole Temple Guards, Map Sheet 3 Only

NOTE: ALL STATS MODIFIED with most precast spells EXCEPT for Heroism’s +2 morale bonus on Attacks, Skills and Saves, AND Enlarge Person on Monks 1 and 4 these are NOT included in the stats as written.
Monk1: Male Suel Human Mk4/Wiz1/TMk3; CR 8; Medium humanoid; HD 7d8+1d4+40; hp 78; Init +2; Spd 50 ft.; AC 39, touch 19, flat-footed 37 (+6 armor (greater mage armor 5th), +4 shield (shield spell 8th) +2 wis, +1 monk, +2 dex, +10 natural (4 from barkskin 9th, 6 from Trog Chameleon SU), +4 deflection (shield of faith 12th)); BAB/Grp: +5/+10;  Atk: +6 melee (d8+1/x2, unarmed strike); Full Atk: +4/+4 melee (d8+1/x2, unarmed strike) and +2 melee (d4/x2, bite) or +6 melee (d8+1/x2, unarmed strike) and +4 melee (d4/x2, bite); Space/Reach 5 ft./5 ft.; SA Alter self (2/day 3 hours each); SQ Mountain Tattoo (2/day 3rounds each); AL LE; SV Fort +11, Ref +9, Will +11; Str 12, Dex 14, Con 16(18), Int 14, Wis 14, Cha 8.  

Skills and Feats: Knowledge Religion +10 (8 ranks) Spot +14 (7 ranks) +16 (w/ bat familiar) Listen +11 (9 ranks) +16 (w/ bat familiar) Tumble +15 (11 ranks) Balance +9 (5 ranks) Concentration +14 (11 ranks) Hide +13 (11 ranks) +17 trog (+4 racial bonus) Spellcraft +5 (4 ranks) Jump +16 (5 ranks); Endurance, Combat Expertise, Improved Unarmed Strike(m), Improved Grapple(m), Combat reflexes(m), Scribe scroll(w), Practiced Caster, Improved Toughness, (Multiattack from Alter Self/Chameleon Tattoo), Alertness (when within 5' of bat familiar).

Wizard Spells Prepared (3/3; base DC = 12 + spell level, transmutation specialist- illusion and enchantment banned; CL 5): 0—message, touch of fatigue, read magic; 1st- Shocking grasp, chill touch, ray enfeeblement.
Possessions: Eyes of the Eagle, Amulet of Health, Potion of Barkskin +4, Wand of Heroism (5th, 8 charges), Arcane Scroll Fist of Stone (1st).
Monk2: Male Suel Human Mk2/Clc4/SFst2; CR 8; Medium humanoid; HD 8d8+16; hp 56; Init +2; Spd 30 ft.; AC 31, touch 21, flat-footed 30 (+6 armor (greater mage armor 5th), +6 wis, +1 monk, +1 dex, +4 natural (from barkskin 9th), +3 deflection (Shield of Faith 12th)); BAB/Grp: +6/+6;  Atk: +6 melee (d8, unarmed strike); Full Atk: +4/+4 melee (d8, unarmed strike) or +6 melee (1d8, unarmed strike); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +13, Ref +6, Will +14; Str 10, Dex 12, Con 14, Int 8, Wis 20(22), Cha 8.   

Skills and Feats: Knowledge Religion +7 (8 ranks), Concentration +13 (11 ranks), Spot +11 (5 ranks), Listen +11, Jump +1, Spellcraft +3 (4 ranks), Heal +7 (1 rank), Tumble +2; Stunning Fist(m), Improved Unarmed strike(m), Improved Grapple, Combat Casting, Combat Reflexes(m), Practiced Caster, Weakening Touch.

Cleric Spells Prepared (5/5+1/5+1/3+1;Base DC= 16 + Spell Level, Domains Earth and Law, CL 8): 0—Create Water, Detect Magic, Guidance, Mending, Read Magic; 1st- Bless, Divine Favor, Omen of Peril, Resurgencex2, Protection from Chaos (D); 2nd- Brambles, Cure Moderate Wounds x2, Silence, Spiritual Weapon, Calm Emotions (D); 3rd- Insignia of Healing, Mass Lesser Vigor, Spikes, Stone Shape (D).
Possessions: Periapt of Wisdom +2, Pearl of Power 1st x2, Cloak of Resistance +1, Potion of Barkskin +4, wand of shield of faith (12th, 8 charges), wand of cure light wounds (1st, 4 charges), Divine Scroll of Bull's Strength (3rd).   

Monk3: Male Suel Human Mk1/Sorc4/EnFst3; CR 8; Medium humanoid; HD 4d8+4d4+24; hp 56; Init +0; Spd 40 ft.; AC 36, touch 22, flat-footed 35 (+6 armor (greater mage armor 5th), +4 shield (shield spell 8th), +6 cha, +1 monk, +4 natural (from barkskin 9th), +4 deflection (shield of faith 12th)); BAB/Grp: +4/+4;  Atk: +4 melee (1d10, unarmed strike); Full Atk: +2/+2 melee (1d10, unarmed strike) or +4 melee (1d10, unarmed strike); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +6, Ref +8, Will +8 ; Str 10, Dex 10, Con 14, Int 10, Wis 8, Cha 20(22).  

Skills and Feats: Concentration  +13 (11 ranks), Knowledge Arcana +5 (5 ranks), Spot +5 (6 ranks) +7 with weasel familiar, Tumble +13 (11 ranks), Diplomacy +10 (4 ranks), Jump +11 (5 ranks), Spell Craft +7 (5ranks); Improved Unarmed Strike(m), Stunning Fist(m), Combat Casting, Practiced Caster, Improved Toughness, Ascetic Mage, Alertness when within 5’ of weasel familiar.

Sorcerer Spells Known (6/8/6/4 per day; Base DC=15 + Spell Level, CL 8; 7/4/2/1 known): 0- Dancing Lights, Mage Hand, Mending, Message, Prestidigitation, Resistance, Touch of Fatigue; 1st- Shield, Ray of Enfeeblement, Chill Touch, Alarm; 2nd- Bladeweave, Swift fly; 3rd- Vampiric Touch.

Items:  Cloak of Charisma +2, Potion of Barkskin +4, wand of greater mage armor (5th, 8 charges), wand of bull’s strength (3rd, 8 charges), wand of enlarge person (4th, 8 charges), wand of mage armor (1st, 29 charges), Arcane Scroll of Displacement (5th), Arcane Scroll of Fist of Stone (1st).
Monk4: Male Suel Human Mk6/Ftr1/ThiefAcrobat1; CR 8; Medium humanoid; HD 6d8+1d10+1d6+24; hp 49; Init +3; Spd 50 ft.; AC 26, touch 16, flat-footed 24 (+6 armor (greater mage armor 5th), +1 wis, +3 dex, +1 monk, +4 natural (from barkskin 9th), +4 deflection (shield of faith 12th)); BAB/Grp: +5/+11;  Atk: +7 melee (1d8+2, unarmed strike) or +9 melee (1d6+11/19-20, spiked (8th) staff); Full Atk: +5/+5 melee (1d8+2, unarmed strike) or +7 melee (1d8+2, unarmed strike) or +7/+7 melee (1d6+10/19-20, spiked (8th) staff) or +9 melee (1d6+11/19-20, spiked (8th) staff); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +10, Ref +9, Will +6; Str 14, Dex 16, Con 14(16), Int 14, Wis 12, Cha 8.  

Skills and Feats: Tumble +16 (11 ranks), Balance +13 (8 ranks), Climb +10 (8 ranks), Jump +21 (9 ranks), Spot +12 (11 ranks), Listen +12 (11 ranks), Hide +14 (11 ranks), Move Silently +14 (11 ranks); Improved Unarmed Strike(m), Improved Grapple(m), Dodge, Mobility, Combat Reflexes(m), Combat Expertise, Improved Trip(m), Spring Attack, Whirlwind(f).
Possessions: Amulet of Health +2, Ring of Counterspells (Dispel Magic),  Potion of Barkskin +4, Potion of Bull's Strength (3rd).
Group N:  Orc Cleric and Retinue  (EL 10)
Half-Orc Warpriest:  Male Half-orc Cleric 7 Warpriest (Rebukes Undead)2; CR 9; Medium HUMANOID; HD (7d8)+(2d10)+45; hp 95; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 22, touch 14); Base Atk +9/+4; Grp +15/+10; Atk +17/+12 Melee (1d8+11/x3, *Spear of retribution); Atk +12/+7 Ranged (1d8+2/x3, *Spear of retribution (Thrown) , Range 20 ft.); SA: +4 to Concentration to use spell or spell-like ability on the defensive, Aura (Ex), Domain Spontaneity~Domination, Inflame (Ex) +2, Orc Blood, Rally (Ex), Rebuke Undead (Su) ~ 5/day (Turn Level 9 ~ Turn Damage 2d6+7), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +15, Ref +6, Will +12; STR 22, DEX 12, CON 18, INT 10, WIS 18, CHA 6. 

Skills and Feats: Concentration +10, Diplomacy +8, Sense Motive +9, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Divine Met magic ~ Power Attack, Extra Turning, Domain Spontaneity (Domination)CD pg.80, Shield Proficiency, Simple Weapon Proficiency, True Believer CD pg. 86, Weapon Focus (Halfspear).
Possessions: Amulet of Health +4; Wand of Cure Moderate Wounds; Cloak of Resistance +3; Full Plate (Masterwork/+1 (Armor)); Gauntlets of Ogre Power; Spear of retribution Rod of Metamagic (Quicken).
Spear of Retribution is a +2 Returning spear.  It becomes +4 Returning against anyone who has wounded the cleric.

 Deity: Gruumsh; Domains: War (Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.); Domination (You gain the Spell Focus (Enchantment) feat.)

Spells per Day: (6/5+1/4+1/4+1/3+1 DC:14+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Mending, Purify Food and Drink; 1st - Cause Fear, *Command Dom Spon, Divine Favor, Remove Fear, Shield of Faith, Vigor (Lesser) CD pg. 186; 2nd - Deific Vengeance CD pg. 161, Hold Person, Resist Energy, Silence, *Spiritual Weapon, [Enthrall Dom Spon); 3rd: Dispel Magic, Magic Circle Against Good, Vigor (Mass Lesser) CD pg. 186, *Suggestion, Wrack CD pg. 190 Dom Spon; 4th - Divine Power, *Dominate Person Dom Spon, Freedom of Movement, Recitation  Domination domain spells are marked with *DD, domination spells that have not been preparared appear in brakets [*DD],
Magic Circle Against Good, Freedom of Movement and Divine Power cast before entering combat in that order.

Orc Spearmen (6): Male Orc Fighter4; CR 4; Medium HUMANOID; HD (4d10)+12; hp 40; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 23 (flatfooted 22, touch 11); Base Atk +4; Grp +8; Atk +8 Melee (1d6+4/x3, Handaxe); Atk +10 Melee (1d6+7/x3,  +1 Shortspear); Atk +7 Ranged (1d6+3/x3, handaxe, Range 10 ft.); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.; Vision: Darkvision 60 ft., Normal; AL: CE; SV: Fort +7, Ref +2, Will +1; STR 19, DEX 12, CON 16, INT 10, WIS 10, CHA 6
Skills and Feats: , Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Phalanx Fighting (CW pg. 103), Shield Proficiency, Shieldmate (MH pg. 28), Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Shortspear), Weapon Specialization (Shortspear).
Possessions: Full Plate; Handaxe; Tower Shield (Wood); +1 Shortspear 

When adjacent to other spearmen, AC goes to 28 (+2 from Shieldmate, and +3 from Phalanx fighting)

Group O:  Ogre and Minders (EL 10)
Ogre War Hulk:  Male Ogre Giant 4 Barbarian 2 War Hulk 3; CR 8; Large GIANT; HD (4d8)+(2d12)+(3d12)+63; hp 121; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 18, touch 9); Base Atk +5; Grp +23; Atk +19 Melee (3d6+20/19-20, +1 Greatsword); SA: Giants eat and sleep and breathe, Great Swing (Ex), Mighty Rock Throwing (Ex), No Time To Think (Ex), Rage (Ex) 1 times/day (10 rounds), Uncanny Dodge (Dex bonus to AC); Vision: Low-light, Normal; AL: CE; SV: Fort +19, Ref +5, Will +8; STR 37, DEX 12, CON 24, INT 4, WIS 10, CHA 4

Skills and Feats: Listen +6, Spot +4, Survival +2, Armor Proficiency (Light), Armor Proficiency (Medium), Improved Buckler Defense (CW pg. 100), Iron Will, Martial Weapon Proficiency, Power Attack, Powerful Charge MH pg. 27, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Adamantine Breastplate (DR/2-); Belt of One Mighty Blow, Potion of Aid; +1 Greatsword; Ring of Protection +1; Vest of Resistance +2

Under the effects of Protection from Good and Resist Energy (Fire/10) 

Minder:  Male Goblin Cleric3 Wizard3 Mystic Theurge2; CR 8; Small HUMANOID; HD (3d8)+(3d4)+(2d4)+14; hp 47; Init +3 (+3 Dex, +0 Misc); Spd Walk 20'; AC 18 (flatfooted 16, touch 13); Base Atk +4; Grp -3; Atk +3 Melee (1d4-2, *Club (Masterwork/Small) ); Atk +9 Ranged (1d4, *Club (Masterwork/Small/Thrown), Range 10' ft.); SA: Aura (Ex), Humanoids eat and sleep and breathe, Rebuke Earth (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Rebuke Undead (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Spontaneous Casting, Summon Familiar, Turn Air (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3); Vision: Darkvision (60'), Normal; AL: LE; SV: Fort +4, Ref +5, Will +13; STR 6, DEX 16, CON 10, INT 18, WIS 18, CHA 10.

Skills and Feats: Concentration +11, Decipher Script +12, Diplomacy +4, Knowledge (Arcana) +15, Knowledge (Religion) +14, Spellcraft +17, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Extra Turning, Practiced Spellcaster (Wizard)CD pg.80, Improved Counterspell, Scribe Scroll, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Buckler (Mithral/Small); Chain Shirt (Mithral/Small); Club (Masterwork/Small); Periapt of Wisdom +2; Scroll of Greater Invisibility; 
Deity: Earth Dragon; Domains: Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities 3 times per day|3+CHA); Evil (You cast evil spells at +1 caster level.);
Cleric Spells per Day: (5/4+1/3+1/2+1 DC:14+spell level); 0 - Create Water, Detect Poison, Light, Mending, Read Magic; 1st - Cure Light Wounds, Protection from Good, Remove Fear, Resurgence, Vigor (Lesser) CD pg 186; 2nd - Cure Moderate Wounds, Remove Paralysis, Resist Energy, Silence; 3rd - Briar Web, Dispel Magic, Stone Shape 
Wizard Spells per Day: (4/4/3/2 DC:14+spell level); 0 - Detect Magic, Disrupt Undead, Ray of Frost, Read Magic; 1st - Charm Person, Expeditious Retreat, Ray of Enfeeblement, Orb of Sound, Lesser CA pg. 116; 2nd - Cat's Grace, False Life, Glitterdust, Scorching Ray; 3rd - Fireball, Stinking Cloud 

Protection from Good and resist energy cast on Warhulk

False Life, Greater Invisibility, and Cat’s Grace cast on self
The Minder will delay and counter spell as needed to protect his charge.  Note that improved counterspell allows counter spell with a spell of the same school.

Group P EL 12

Orc Riders (2): Orc Barbarian 4/Fighter 4, CR 8; Medium Humanoid (Orc); HD 4d12+4d10+24(40); hp 81(97); Init +2; Spd 40 ft.; AC 18(16), touch 13(11), flat-footed 16(14) +5 armor, +1 ring, +2 dex; BAB/Grp: +8/+14;  Atk: +15(17) (1d8+10(13)/x3, +1 Lance); Space/Reach 5 ft./5 ft.; SA Rage (2/day); SQ Uncanny dodge; AL CE; SV Fort +10(12), Ref +4, Will +0(2); Str 22(26), Dex 14, Con 14(18), Int 12, Wis 6, Cha 6. 


Skills and Feats: Intimidate +9 (11 ranks), Ride +17 (11 ranks), Listen +5 (7 ranks), Handle Animal +9 (11 ranks), Survival +5 (7 ranks); Mounted Combat, Power Attack, Ride-By Attack, Spirited Charge, Skill Focus (ride), Improved Toughness.
Parenthetical numbers are the rage statistics.

Dire Boar mounts (2): CR 8; Huge animal; HD 19d8+133; hp 331; Init -1; Spd 40 ft.; AC 17, touch 7, flat-footed 17 -2 size, -1 dex, +10 natural; BAB/Grp: +14/+35;  Atk: +25 (3d6+13, gore); Space/Reach 15 ft./10 ft.; SA; SQ; AL N; SV Fort +17, Ref +10, Will +9; Str 37, Dex 8, Con 22, Int 2, Wis 13, Cha 8.  


Skills and Feats: Listen +14 (11 ranks), Spot +14 (11 ranks); Alertness, Endurance, Iron Will, Improved Toughness, Power Attack, Improved Natural Attack, Improved Natural Armor.
Group Q - EL 10
Hobgoblin, 5th–level warriors (6): CR 4; LA +1; Medium humanoid (goblinoid); HD 5d8+10; hp 38; Init +2; Spd 30 ft.; AC 19 (+2 Dex, +5 mithral chain shirt, +2 light shield), touch 12, flat-footed 17; Base Atk +5; Grp +6; Atk Longsword+7 melee (1d8+2/19–20) or javelin +6 ranged (1d6+1); Space/Reach 5 ft./5 ft.; SA —; SQ darkvision 60 ft.; AL  LE; SV Fort +6, Ref +3, Will 0; Str 13, Dex 14, Con 14, Int 10, Wis 9, Cha 8. Languages: Common and Goblin.

Skills and Feats: Hide +2, Listen +2, Move Silently +2, Ride + 10,  Spot +2; Mounted Combat, Ride by Attack (Hobgoblins have a +4 racial bonus on Move Silently checks.).
Possessions:  + 1 mithril chain shirt, +1 light shield, a longsword + 1, 3 javelins, and one potion of cure light wounds. 
Advanced Hyena Mounts (6): CR 2; LA -; Large animal; HD 5d8 + 30; hp 58; Init +1; Spd 50ft; AC 15 (+1 Dex, +4 natural, +1 padded barding, -1 size), touch 10, flat-footed 13; Base Atk + 3; Grp +13; Atk Bite +8 melee (1d8 +6); Space/Reach 10 ft./10 ft.; SA trip; SQ low-light vision, scent; AL  N; SV Fort + 8, Ref + 8, Will + 2; Str 22, Dex 13, Con 20, Int 2, Wis 13, Char 6

Skills and Feats: Hide + 3; Listen + 7, Spot + 5; Alertness, Improved Toughness (Hyenas have a +4 racial bonus on Hide checks in areas of tall grass or heavy undergrowth.)
Possessions:  padded barding. 

Scent (Ex): Can detect approaching enemies, sniff out hidden foes, and track by sense of smell.

Trip (Ex): A hyena that hits with its bite attack can attempt to trip the opponent (+2 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the hyena.

Special Aranea Group, Map Sheets 8 & 14 Only

APL 8 EL 12

Aranea Rangers (2): Aranea Ranger 4; CR 8; Medium Magical Beast (Shapechanger); HD 3d10+4d8+28; hp 70; Init +8; Spd 50 ft, Climb 25 ft..; AC 19, touch 14, flat-footed 15 +1 natural, +4 Dex, +4 Mage Armor); BAB/Grp: +7/+9;  Atk: +9 (d6+2 plus poison, bite), +9 (d6+2s, sap), + 12 (d8+2, MW Mty. Comp. Bow (+2)),; Full Attack +9 (d6+2s, sap), + 12/+7 (d8+2, MW Mty. Comp. Bow (+2)), +10/+10/5(d8+2/x3 Mt. L. Bow)); Space/Reach 5 ft./5 ft.; SA Poison (DC 17 1d6 Str/2d6 Str), Web (DC 17 Esc. Art. DC 21 Str); SQ; AL N; SV Fort +11, Ref +11, Will +6; Str 14, Dex 19, Con 18, Int 12, Wis 14, Cha 18.  

Skills and Feats: Climb +12 (2 ranks), Escape Artist +10 (6 ranks), Jump +14 (2 ranks), Listen +14 (10 ranks), Spot +14 (10 ranks), Survival +12 (10 ranks), Tumble +9 (3 ranks); Iron Will, Improved Initiative, Dodge, Track (r), Rapid Shot (r), Favored Enemy (Orc+2), Point Blank Shot, Endurance.
Sorcerer Spells Known (6/6; CL 3, DC 14+level): 0- Daze, Detect Magic, Ghost Sound, Light, Resistance, Read Magic, Touch of Fatigue; 1st –Mage Armor, Shield, Hypnotism
Ranger Spells (1; CL 2, DC 12+level) 1st - Entangle

Aranea Sorcerers (2): Aranea Sorcerer 4; CR 7; Medium Magical Beast (Shapechanger); HD 3d10+4d4+28; hp 62; Init +8; Spd 50 ft, Climb 25 ft..; AC 19, touch 14, flat-footed 15 +1 natural, +4 Dex, +4 Mage Armor); BAB/Grp: +5/+7;  Atk: +7 (d6+2 plus poison, bite), + 10 (1d8/x3, Longbow); Space/Reach 5 ft./5 ft.; SA Poison (DC 17 1d6 Str/2d6 Str), Web (DC 17 Esc. Art. DC 21 Str); SQ; AL N; SV Fort +8, Ref +8, Will +8; Str 12, Dex 18, Con 18, Int 12, Wis 12, Cha 21.  

Skills and Feats: Climb +10 (2 ranks), Concentration +12 (8 ranks), Jump +10 (0 ranks), Listen +10 (6 ranks), Spot +10 (6 ranks), Knowledge (Arcana) +3 (2 ranks); Iron Will, Improved Initiative, Dodge, Spell Focus (enchantment). 
Sorcerer Spells Known (6/8/7/5; CL 7, DC 15+level, DC 16+level ench.): 0- Daze, Detect Magic, Ghost Sound, Light, Resistance; 1s –Mage Armor, Shield, Magic Missle, Color Spray, Hypnotism; 2nd – Glitterdust, Scorching Ray, Blindness/Deafness, 3rd – Ray of Exhaustion, Haste

 Appendix 5 – APL 10

Encounter 3, 5, 7




Group A – EL 11

The orc Marshal will give the first wave a free move action as they enter the battle.

Orc  Barbarians (10): Male Orc Barbarian 2; CR 2; Medium HUMANOID; HD (2d12)+10; hp 29; Init +2 (+2 Dex, +0 Misc); Spd Walk 40'; AC 13 (flatfooted 13, touch 8); Base Atk +2; Grp +8; Atk +8 Melee (1d6+6, Throwing Axe ); Atk +4 Ranged (1d6, Throwing Axe (Thrown) , Range 10 ft.); Atk +8 Melee (1d10+9/x3, *Glaive); Atk +8 Melee (1d12+9/x3, Greataxe); SA: Illiterate, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (8 rounds), Uncanny Dodge (Dex bonus to AC); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +8, Ref +2, Will +2; STR 22, DEX 14, CON 20, INT 8, WIS 10, CHA 6
Skills and Feats: Climb +5, Jump +5, Listen +5, Armor Proficiency (Light), Armor Proficiency (Medium), Distracting Attack (MH p. 25), Martial Weapon Proficiency, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Chainmail; Throwing Axe; Glaive; Greataxe

These folks act as fire support for the orc waves

Orc Marshall (2): Male Orc Marshal 4; CR 4; Medium HUMANOID; HD (4d8)+4; hp 27; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 17 (flatfooted 17, touch 10); Base Atk +3; Grp +4; Atk +3 Ranged (1d8/19-20/x2, Light Crossbow , Range 80' ); Atk +4 Melee (1d8+1, *Heavy Mace); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Major Aura:  Motivate Attack, Minor Aura (Ex), Minor Aura:  Master of Tactics, Minor Aura:  Over the Top; Vision: Darkvision (60'), Grant Move action 1/day.; AL: CE; SV: Fort +5, Ref +1, Will +3; STR 12, DEX 10, CON 12, INT 10, WIS 8, CHA 16
Skills and Feats: Diplomacy +13, Intimidate +9, Listen +6, Speak Common, Orc and Ancient Suloise, Spot +6, Point Blank Shot, Precise Shot, Skill Focus (Diplomacy).
Possessions: Crossbow Bolts (10); Heavy Shield (Metal); Chainmail; Heavy Mace; Light Crossbow

Druid counter speller (2): Male Orc Druid 5; CR 5; Medium HUMANOID; HD (5d8)+5; hp 33; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 13 (flatfooted 13, touch 10); Base Atk +3; Grp +4; Atk +4 Melee (1d6+1, *Club ); Atk +3 Ranged (1d6, *Club (Thrown) , Range 10 ft.); SA: Animal Companion (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Nature Sense (Ex), Resist Nature's Lure (Ex), Spontaneous Casting ~ May lose a prepared spell to cast Summon Nature's Ally of equal or lower level, Trackless Step (Ex), Wild Empathy (Ex), Wildshape (Su) ~ 1/day, Woodland Stride (Ex); Vision: Darkvision (60'), Normal; AL: NE; SV: Fort +5, Ref +1, Will +7; STR 12, DEX 10, CON 12, INT 7, WIS 17, CHA 10
Skills and Feats: Concentration +9, Spellcraft +9, Armor Proficiency (Light), Armor Proficiency (Medium), Improved Counterspell, Shield Proficiency, Skill Focus (Spellcraft).
Possessions: Club; Leather; Light Shield (Wood); Case (Map or Scroll); Belt Pouch; Scroll of Dispel Magic. 

Spells per Day: (5/4/3/2 DC:13+spell level)
0 - Create Water, Cure Minor Wounds, Detect Magic, Know Direction, Light; 1st - Cure Light Wounds, Entangle, Longstrider, Vigor (Lesser) CD pg. 186; 2nd - Briar Web, Fog Cloud, Heat Metal; 3rd - infestation of Maggots CD pg. 166, Spike Growth 

Orc Mage counter speller (2): Male Orc Wizard 5; CR 5; Medium HUMANOID; HD (5d4)+10; hp 26; Init +4 (+0 Dex, +4 Misc); Spd Walk 0'; AC 10 (flatfooted 10, touch 10); Base Atk +2; Grp +3; Atk +3 Melee (1d4+1/19-20, Dagger); Atk +2 Ranged (1d4/19-20, Dagger (Thrown) , Range 10 ft.); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Summon Familiar; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +3, Ref +1, Will +4; STR 12, DEX 10, CON 14, INT 16, WIS 10, CHA 6.

Skills and Feats: Craft Wand, Improved Counterspell, Improved Initiative, Scribe Scroll.
Possessions: Dagger; Potion of Blur; Wand of Dispel Magic. 

Spells per Day: (4/4/3/2 DC:13+spell level)
0 - Detect Magic, Light, Prestidigitation, Touch of Fatigue; 1st - Cause Fear, Grease, Ray of Enfeeblement X2; 2nd - Earthen Grasp CA pg 104, Glitterdust, Web; 3rd - Fireball, Lightning Bolt. 

Group B EL 12

Orcs of the Wild Coast:  Flaming Skull Tribe. These orcs feature a flaming skull on their shields

The orc Marshal will give the first wave a free move action as they enter the battle.

Barbarians (5): Male Orc Barbarian 5; CR 5; Medium HUMANOID; HD (5d12)+20; hp 60; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 14 (flatfooted 13, touch 9); Base Atk +5; Grp +13; Atk +14 Melee (1d12+12/x3, Greataxe ); Atk +11 Melee (1d8+12/x3, *Spear); Atk +6 Ranged (1d8/x3, *Spear (Thrown), Range 20' ); SA: Illiterate, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 3 times/day (12 rounds), Uncanny Dodge (Dex bonus to AC); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +8, Ref +1, Will +0; STR 26, DEX 13, CON 18, INT 6, WIS 6, CHA 6.

Skills and Feats: Intimidate +4, Listen +4, Armor Proficiency (Light), Armor Proficiency (Medium), Extend Rage CW pg. 97, Extra Rage CW pg. 98, Martial Weapon Proficiency, Shield Proficiency, Simple Weapon Proficiency.

Possessions: Chainmail; Masterwork Greataxe; Spear

Stats assume rage is active

Fighters (3): Male Orc Fighter 5; CR 5; Medium HUMANOID; HD (5d10)+15; hp 49; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 20 (flatfooted 18, touch 12); Base Atk +5; Grp +9; Atk +11 Melee (1d8+6/20/x3, *Battleaxe (Masterwork) ); Atk +9 Melee (1d6+4, Throwing Axe ); Atk +7 Ranged (1d6, Throwing Axe (Thrown) , Range 10 ft.); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +7, Ref +3, Will +2; STR 18, DEX 14, CON 16, INT 6, WIS 12, CHA 6. 

Skills and Feats: Intimidate +5, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Improved Bull Rush, Improved Sunder, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Battleaxe), Weapon Specialization (Battleaxe).
Possessions: Battleaxe (Masterwork); +1 Heavy Shield (Metal); Chainmail; Throwing Axe

Cleric (1): Male Orc Cleric 6; CR 6; Medium HUMANOID; HD (6d8)+6; hp 49; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 23 (flatfooted 22, touch 13); Base Atk +2; Grp +6; Atk +6 Melee (1d4+2/19-20/x2, Dagger ); Atk +3 Ranged (1d4/19-20/x2, Dagger (Thrown) , Range 10' ); Atk +7 Melee (1d6+4/x3, *Shortspear ); Atk +4 Ranged (1d6/x3, *Shortspear (Thrown), Range 20'); SA: +4 to Concentration to use spell or spell-like ability on the defensive, Aura (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rebuke Undead (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+6), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +7, Ref +3, Will +8; STR 18, DEX 12, CON 12, INT 10, WIS 15, CHA 10.

Skills and Feats: Concentration +10, Knowledge: Religion +8,  Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Domain Spontaneity - StrengthCD, Improved Initiative, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Shortspear).
Possessions: Breastplate; Dagger; +1 Heavy Shield; Shortspear
 Deity: Gruumsh; Domains: War (Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.); Strength (You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.); 
Spells per Day: (5/4+1/4+1/3+1 DC:12+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Resistance; 1st - Bless, Cure Light Wounds, Cure Light Wounds, *Enlarge Person, Shield of Faith, Vigor (Lesser) CD pg 186; 2nd -  *Bull's Strength, Cure Moderate Wounds, Deific Vengeance CD pg. 161, Hold Person, Silence; 3rd -  Cure Serious Wounds, Dispel Magic, *Magic Vestment,  Prayer
Magic Vestment, Bull’s Strength and Shield of Faith pre-cast in that order.

Orc Marshall (1): Male Orc Marshal 4; CR 4; Medium HUMANOID; HD (4d8)+4; hp 27; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 17 (flatfooted 17, touch 10); Base Atk +3; Grp +4; Atk +3 Ranged (1d8/19-20, Light Crossbow , Range 80 ft.); Atk +4 Melee (1d8+1, *Heavy Mace); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Major Aura:  Motivate Attack, Minor Aura (Ex), Minor Aura:  Master of Tactics, Minor Aura:  Over the Top; Vision: Darkvision (60'), Grant Move action 1/day.; AL: CE; SV: Fort +5, Ref +1, Will +3; STR 12, DEX 10, CON 12, INT 10, WIS 8, CHA 16.

Skills and Feats: Diplomacy +13, Intimidate +9, Listen +6, Speak Common, Orc and Ancient Suloise, Spot +6, Point Blank Shot, Precise Shot, Skill Focus (Diplomacy).
Possessions: Crossbow Bolts (10); Heavy Shield (Metal); Chainmail; Heavy Mace; Light Crossbow

Druid counter speller (1): Male Orc Druid 5; CR 5; Medium HUMANOID; HD (5d8)+5; hp 33; Init +0 (+0 Dex, +0 Misc); Spd Walk 30'; AC 13 (flatfooted 13, touch 10); Base Atk +3; Grp +4; Atk +4 Melee (1d6+1, *Club ); Atk +3 Ranged (1d6, *Club (Thrown), Range 10 ft.); SA: Animal Companion (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Nature Sense (Ex), Resist Nature's Lure (Ex), Spontaneous Casting ~ May lose a prepared spell to cast Summon Nature's Ally of equal or lower level, Trackless Step (Ex), Wild Empathy (Ex), Wildshape (Su) ~ 1/day, Woodland Stride (Ex); Vision: Darkvision (60'), Normal; AL: NE; SV: Fort +5, Ref +1, Will +7; STR 12, DEX 10, CON 12, INT 7, WIS 17, CHA 10.

Skills and Feats: Concentration +9, Spellcraft +9, Armor Proficiency (Light), Armor Proficiency (Medium), Improved Counterspell, Shield Proficiency, Skill Focus (Spellcraft).
Possessions: Club; Leather; Light Shield (Wood); Scroll of Dispel Magic; 

Spells per Day: (5/4/3/2 DC:13+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Know Direction, Light; 1st - cure Light Wounds, Entangle, Longstrider, Vigor (Lesser) CD pg. 186; 2nd - briar Web, Fog Cloud, Heat Metal; 3rd - Infestation of Maggots CD pg. 166, Spike Growth 
Orc Mage counter speller (1): Male Orc Wizard 5; CR 5; Medium HUMANOID; HD (5d4)+10; hp 26; Init +4 (+0 Dex, +4 Misc); Spd Walk 0'; AC 10 (flatfooted 10, touch 10); Base Atk +2; Grp +3; Atk +3 Melee (1d4+1/19-20, Dagger ); Atk +2 Ranged (1d4/19-20, Dagger (Thrown) , Range 10' ); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Summon Familiar; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +3, Ref +1, Will +4; STR 12, DEX 10, CON 14, INT 16, WIS 10, CHA 6.

Skills and Feats: Craft Wand, Improved Counterspell, Improved Initiative, Scribe Scroll.
Possessions: Dagger; Potion of Blur; Wand of Dispel Magic.
Spells per Day: (4/4/3/2 DC:13+spell level);
0 - Detect Magic, Light, Prestidigitation, Touch of Fatigue; 1st - Cause Fear, Grease, Ray of Enfeeblement X2; 2nd - Earthen Grasp CA pg 104, Glitterdust, Web; 3rd - Fireball, Lightning Bolt 

Group C (CR12)
Goblin Cavalry of the Wolf Brother Tribe

Goblin Wolf riders (8) :Male Goblin Warrior 3 Fighter 4; CR 5; Small HUMANOID; HD (3d8)+(4d10)+14; hp 56; Init +3 (+3 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 16, touch 14); Base Atk +7; Grp +6; Atk +12 Melee (1d6+6/x3, *Lance (Masterwork/Small) ); Atk +11 Melee (1d6+3/19-20, Longsword (Small) ); Atk +11 Ranged (1d4/x3, Shortbow (Composite/Small) , Range 70' ); SA: Humanoids eat and sleep and breathe; Vision: Darkvision (60'), Normal; AL: NE; SV: Fort +8, Ref +5, Will +3; STR 16, DEX 16, CON 14, INT 10, WIS 12, CHA 6.

Skills and Feats: Handle Animal +8, Ride +14, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cavalry Charger CW pg. 108 , Martial Weapon Proficiency, Mounted Combat, Power Attack, Ride-By Attack, Shield Proficiency, Simple Weapon Proficiency, Trample, Tower Shield Proficiency, Weapon Specialization: Lance.
Possessions: Arrows (20/Small); Breastplate (Small); Masterwork Lance (Small); Longsword (Small); Composite Shortbow (Small) 

Worg Mounts (8) :Male Worg Magical beast 4; CR 2; Medium MAGICAL BEAST; HD (4d10)+8; hp 30; Init +2 (+2 Dex, +0 Misc); Spd Walk 40'; AC 14 (flatfooted 12, touch 12); Base Atk +4; Grp +7; Atk +7 (1d6+3, *Bite ); SA: Magical Beasts eat and sleep and breathe, Scent (Ex), Trip (Ex); Vision: Darkvision (60'), Low-light, Normal; AL: NE; SV: Fort +6, Ref +6, Will +3; STR 16, DEX 14, CON 14, INT 6, WIS 14, CHA 10.

Skills and Feats: Alertness, Track, Listen +7, Speak Goblin and Worg, Spot +7, Survival +3.
Possessions: Military Saddle; Waterskin; Saddlebags [Waterskin] 

Group D  (CR 12)
Fire Giant Soldier:  Male or female fire giant fighter 2; CR12; Large giant (fire); HD 15d8+75 plus 2d10+10; hp 167; Init +3; Spd 30 ft; AC 23, touch 8, flat-footed 23; Base Atk +13; Grp +27; Atk +24 melee (3d6+16/19-20 plus 1d6 fire; +1 flaming greatsword) or +22 melee (1d4+10, slam) or +12 ranged (2d6+10+2d6 fire, rock); Full Atk +24/+19/+14 melee (3d6+16/19-20 plus 1d6 fire; +1 flaming greatsword), or +22 melee (1d4+10, slam) or +12 ranged (2d6+10+2d6 fire, rock); SA rock throwing; SQ immunity to fire, low-light vision, rock catching, vulnerability to cold; AL LE; SV Fort +17, Ref +4, Will +9; Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11.

Skills and Feats:  Climb +10, Craft (Weaponsmithing) +7, Intimidate +7, Jump _10, Spot +14; Cleave, Great Cleave, Improved Initiative, Improved Overrun, Improved Sunder, Iron Will  Power Attack, Weapon Focus (greatsword).
Possessions: +1 flaming greatsword  
Group E:  Orcs of the Wild Coast Remnants of the Saltburner Tribe Unit E: (CR 13)
Orcish Warriors (10):  CR 3 Male Orc Warrior level 4; HD 4d8+4;  hp 27 each;  Init +0; Spd 30 feet; AC 14, Touch 10, flat footed 14;  Base atk: +4;  Grp: +7; Atks +9 melee (2d4+4/18-20, falchion) or +4 ranged (1d6+3, javelin); Full atk: same;  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight);  AL--CE;  SV:  Fort +5, Ref +1, Will 0;  Str 17, Dex 11, Con 12, Int 8, Wis 8, Cha 6

Skills and Feats:  Listen +2, Spot +2, Climb +5, Jump+5;  Alertness, WF: Falchion

Possessions: chain shirt, MW falchion, 3 javelins, dagger, potion of cure light wounds

Orc Barbarian (3):  Male Orc Barbarian level 5;  HD 5d12+10 (20 when raging); hp 50 (60 when raging); Init + 0; Spd 30 feet; AC 16 (14 when raging), touch 11 (9 when raging), flat footed 16 (14 when raging);  Base atk: +5; Grp +9 (+11 when raging) Atks +10 melee (+12 when raging) (2d4+6/+9 when raging [crit 18-20], falchion) or +5 ranged (1d6+4/+6 when raging [crit 20], javelin); Full atk: same;  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight), Uncanny Dodge, Rage 2/day, Trap Sense +1, Improved Uncanny Dodge;  AL--CE;  SV:  Fort +6, Ref +1, Will +0 (+2 when raging);  Str 19, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +7, Jump +6; Alertness, Power Attack

Possessions:  +1 chainmail, master work falchions, 3 javelins, dagger, potion of cure moderate wounds.

Orc Barbarian Leader:  Male Orc Barbarian level 6;  HD 6d12+12 (24 when raging); hp 59 (71 when raging); Init + 0; Spd 30 feet; AC 17 (15 when raging), touch 12 (10 when raging), flat footed 16 (14 when raging);  Base atk: +6/1; Grp +10 (12 when raging) Atks +12 melee (+14 when raging) (2d4+7/+10 when raging [crit 18-20], falchion) or +6 ranged (1d6+4/+6 when raging [crit 20], javelin); Full atk: +12/7 melee (+14/9 when raging) (2d4+7/+10 when raging [crit 18-20], falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight) , Uncanny Dodge, Rage, Trap Sense +2, Improved Uncanny Dodge;  AL--CE;  SV:  Fort +7, Ref +2, Will +1 (+3 when raging);  Str 18, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +7, Jump +7; Alertness, Power Attack, Weapon Focus: Falchion.
Possessions:  +1 chainmail, +1 falchion, 3 javelins, 2 daggers, +1 ring of protection, potion of shield of faith +2.

Potion of Shield of Faith Consumed

Group F (EL 13)
Ogre Mage (4):  Male Ogre Mage Fighter 2; CR 9; Large GIANT; HD (5d8)+(2d10)+35; hp 73; Init +3 (+3 Dex, +0 Misc); Spd Walk 40', Fly 40'; AC 21 (flatfooted 18, touch 12); Base Atk +5; Grp +15; Atk +10 Ranged (2d6+7/x3, +1 Mighty Composite Flaming Longbow (+6/Large), Range 110 ft.); Atk +10 Melee (3d6+9/19-20, Large Greatsword); SA: Flight (Su), Giants eat and sleep and breathe, Regeneration 5 (Ex); Vision: Low-light, Normal; AL: LE; SV: Fort +13, Ref +4, Will +3; STR 22, DEX 16, CON 20, INT 14, WIS 14, CHA 18.

Skills and Feats: Concentration +11, Listen +9, Spellcraft +9, Spot +8, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Longbow).
Possessions: Arrow (Large); Chain Shirt; Large Greatsword; +1 Mighty Composite Flaming Longbow (+6/Large) 
Spell-like Abilities: Darkness (At will per day), Invisibility (At will per day), Charm Person DC 15 (1 per day), Cone of Cold DC 19 (1 per day), Gaseous Form (1 per day), Polymorph (1 per day), Sleep DC 15 (1 per day).

Group G:  Earth Dragon Cultists  (EL 12)
Favored Soul War Chief:  Male Half-orc Favored Soul 6 Warchief 3; CR 9; Medium HUMANOID; HD (5d8)+(3d10)+40; hp 86; Init +6 (+2 Dex, +4 Misc); Spd Walk 30', AC 22 (flatfooted 20, touch 14); Base Atk +6/+1; Grp +8/+3; Atk +8 Ranged (1d6, Javelin, Range 30 ft.); Atk +12/+7 Melee (1d6+6/x4, *Heavy Pick (under effects of magic weapon); SA: Orc Blood, Tribal Frenzy (STR +4); Vision: Darkvision 60 ft., Normal; SD:  Energy Resistance: Fire/10; AL: LE; SV: Fort +11 Ref +7 Will +9 STR 20, DEX 14, CON 18, INT 6, WIS 16, CHA 12.

Skills and Feats: Concentration +14/17; Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Close-Quarters Fighting CW pg. 97, Improved Initiative, Improved Toughness, Martial Weapon Proficiency (Heavy Pick), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Heavy Pick).
Possessions: +1 Chainmail; Heavy Shield (Metal); Javelin (x3); Heavy Pick; Potion of Cure Serious Wounds.
Spells per Day: (6/7 5/6 4/4 2 DC:12+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Disrupt Undead, Resistance, Virtue; 1st - Bless, Cure Light Wounds, Magic weapon, Shield of Faith, Vigor, Lesser CD pg 186; 2nd - Bear’s Endurance, Bull’s Strength, Cure Moderate Wounds, Silence; 3rd - Cure Serious Wounds, Magic Vestment, Mass Lesser Vigor CD pg. 186.
Precast Magic Vestment on shield, Bull’s Strength, Bear’s Endurance, Magic Weapon, and Shield Of Faith, and Mass Lesser Vigor, in that order.

Followers are also under the effects of Tribal frenzy giving a +4 bonus to strength.  Each person affected by the tribal frenzy takes 4 hp/rd (reduced by one by mass lesser vigor).

Cultist Berserkers (8):  Male Human Barbarian 5; CR 5; Medium HUMANOID; HD (5d12)+20; hp 60; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 13 (flatfooted 13, touch 8); Base Atk +5; Grp +12; Atk +12 Melee (1d6+8, Throwing Axe ); Atk +6 Ranged (1d6, Throwing Axe (Thrown) , Range 10 ft); Atk +13 Melee (1d8+10/x4, *Dire Pick); SA: Illiterate, Imporved Uncanny Dosge, Rage (Ex) 2 times/day (7 rounds), Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Uncanny Dodge (Dex bonus to AC); Vision: Normal; AL: NE; SV: Fort +8, Ref +2, Will +4; STR 25, DEX 12, CON 18, INT 10, WIS 12, CHA 10.

Skills and Feats: Climb +11, Intimidate +7, Listen +8, Ride +7, Survival +8, Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Power Attack, Reckless Charge MH pg. 27, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Pick (Dire/Martial)).
Possessions: Throwing Axe; Chainmail; Dire Pick

Raging and under the effects of tribal frenzy.  +8 Strength and taking 4 hp a round (reduced by one by mass lesser vigor) 

Group H:  Pomarj Warmage and Troll Bodyguards (EL 12)
Warmage:  Male Human Warmage8; CR 8; Medium HUMANOID; HD (8d6)+40; hp 74; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 17 (flatfooted 15, touch 12); Base Atk +4; Grp +4; Atk +5 Melee (1d8/x3, *Spear (Masterwork) ); Atk +7 Ranged (1d8/x3, *Spear (Masterwork/Thrown) , Range 20 ft.); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Advanced Learning 1 (Ex), Advanced Learning 2 (Ex), Armored Mage (light) (Ex), Armored Mage (medium) (Ex); Vision: Normal; AL: NE; SV: Fort +7, Ref +5, Will +7; STR 10, DEX 14, CON 18, INT 10, WIS 10, CHA 20.
 Skills and Feats: Concentration +15, Knowledge (Arcana) +11, Spellcraft +13, Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Endurance, Improved Initiative, Improved Toughness, Shield Proficiency, Simple Weapon Proficiency, Sudden EmpowerMH
Possessions: Amulet of Health +4, +1 Mithral Chain Shirt; Spear (Masterwork); Rod of Maximize (Lesser); Cloak of Charisma +2; Vest of Resistance +1; 

Spells per Day: (6/8/7/6/4 DC:15+spell level); 0 - Acid Splash, Disrupt Undead, Light, Ray of Frost; 1st - Accuracy CA pg. 96, Orb of Acid, Lesser CA pg. 115), Burning Hands, Chill Touch, Cold Orb of Cold, Lesser CA pg. 116, Orb Of Electricity, Lesser CA pg. 116, Orb of Fire, Lesser CA pg 116, Fist of Stone CA pg. 107, Hail of Stone CA pg. 110, Magic Missile, Shocking Grasp, Sleep, Orb of Sound, Lesser CA pg. 116, True Strike; 2nd - Blades of Fire CA pg. 99, Continual Flame, Fire Trap, Fireburst CA pg. 107, Flaming Sphere, Melf's Acid Arrow, Pyrotechnics, Scorching Ray, Shatter; 3rd - Fire Shield, Fireball, Flame Arrow, Gust of Wind, Ice Storm, Lightning Bolt, Poison, Ring of Blades CA pg. 121, Sleet Storm, Stinking Cloud; 4th - Blast of Flame CA pg. 99, Contagion, Evard's Black Tentacles, Phantasmal Killer, Shout, Wall of Fire.

Troll Fighters (4): Male Troll Giant6 Fighter3; CR 8; Large GIANT; HD (6d8)+(3d10)+45; hp 96; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 23 (flatfooted 21, touch 10); Base Atk +7/+2; Grp 2+16/+11; Atk +9 (1d6+2, *Bite ); Atk +11/+11 (1d6+5, *Claw ); Atk +12/+7 Melee (2d8+8/x3, +1 Glaive (Large)); SA: Giants eat and sleep and breathe, Regeneration 5 (Ex), Rend (Ex), Scent (Ex); Vision: Darkvision (90'), Low-light, Normal; AL: CE; SV: Fort +13, Ref +5, Will +5; STR 20, DEX 14, CON 20, INT 4, WIS 10, CHA 4
 Skills and Feats: Intimidate +2, Listen +5, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Reflexes, Improved Initiative, Iron Will, Martial Weapon Proficiency, Multiattack, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Glaive).
Possessions: Potion of Protection from Energy/Fire; +1 Chainmail; +1 Glaive  

Group I EL 12

Orc Barbarians (8) (Raging):  Male Orc Barbarian1 Fighter4 Rogue1; CR 6; Medium HUMANOID; HD (1d12)+(4d10)+(1d6)+30; hp 70; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 14 (flatfooted 14, touch 8); Base Atk +5; Grp +13; Atk +13 Melee (1d6+8, Throwing Axe ); Atk +7 Ranged (1d6, Throwing Axe (Thrown) , Range 10' ); Atk +15 Melee (2d4+15/18-20, *Falchion (+1 (Weapon/Ammunition)/Masterwork)); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (7 rounds), Sneak Attack +1d6, Trapfinding ~ Can use Search skill to find traps with DC > 20; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +10, Ref +5, Will +3; STR 26, DEX 14, CON 18, INT 6, WIS 6, CHA 6.

Skills and Feats: Tumble +8, Spot +4, Survival +1, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Improved Sunder, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Falchion), Weapon Specialization (Falchion).
Possessions: Throwing Axe; +1,Falchion, Belt of One Mighty Blow; +1 Breastplate, Potion of Cure Moderate Wounds; 

Group J:  Orc Cleric and Retinue   (EL 12)
Half-Orc Warpriest:  Male Half-orc Cleric7 Warpriest (Rebukes Undead)4; CR 11; Medium HUMANOID; HD (7d8)+(4d10)+75; hp 137; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 28 (flatfooted 26, touch 14); Base Atk +11/+6/+1; Grp +20/+15/+10; Atk +22/+17/+12 Melee (1d8+17/x3, *Spear of retribution); Atk +13/+8/+3 Ranged (1d8+2/x3, *Spear of retribution (Thrown) , Range 20 ft.); SA: Aura (Ex), Domain Spontaneity - Domination, Inflame (Ex) +4, Orc Blood, Rally (Ex), Rebuke Undead (Su) ~ 5/day (Turn Level 11 ~ Turn Damage 2d6+9), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +18, Ref +7, Will +13; STR 30, DEX 12, CON 22, INT 10, WIS 18, CHA 6.

Skills and Feats: Concentration +16, Diplomacy +8, Sense Motive +9, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Domain Spontaneity (Domination)CD pg.80 , Extra Turning, Power Attack, Shield Proficiency, Simple Weapon Proficiency, True Believer CD pg. 86, Weapon Focus (Halfspear).
Possessions: Amulet of Health +4; +2 Full Plate; Cloak of Resistance +3; Gauntlets of Ogre Power; Spear of Retribution; Wand of Cure Moderate Wounds.

Deity: Gruumsh Domains: War(Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.) Domination (You gain the Spell Focus (Enchantment) feat.)
Spells per Day: (6/5+1/5+1/4+1/3+1/1+1 DC:14+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Mending, Purify Food and Drink; 1st - Cause Fear, *DD Command, Divine Favor, Remove Fear, Shield of Faith, Vigor (Lesser) CD pg. 186; 2nd - Deific Vengeance CD pg. 161,  [*DD Enthrall], Hold Person, Resist Energy, Silence, Spiritual Weapon, Wave of Grief  CD pg. 188; 3rd - Dispel Magic, Magic Circle Against Good, *DD Suggestion, Vigor (Mass Lesser) CD pg. 186, Wrack CD pg. 190; 4th - Divine Power, *DD Dominate Person, Freedom of Movement, Recitation; 5th - *Flame Strike, Righteous Might.[*Greater Command] Domination domain spells are marked with *DD, domination spells that have not been preparared appear in brakets [*DD],
Magic Circle Against Good, Freedom of Movement, Divine Power and Righteous Might cast before entering combat in that order.

Spear of Retribution is a +2 Returning spear.  It becomes +4 Returning against anyone who has wounded the cleric.

Orc Spearmen (6): Male Orc Fighter4 Barbarian1; CR 5; Medium Humanoid; HD 4d10+1d12+25; hp 60; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 21, touch 9); Base Atk +5; Grp +11; Atk +11 Melee (1d6+6/x3, Handaxe ); Atk +13 Melee (1d6+9/x3, +1 Shortspear); Atk +8 Ranged (1d6+3/x3, handax, Range 10'); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (8 rounds); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +11, Ref +2, Will +3; STR 23, DEX 12, CON 20, INT 10, WIS 10, CHA 6.

Skills and Feats: Intimidate +6, Listen +4, Spot +3, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Phalanx Fighting CW pg. 103, Shield Proficiency, Shieldmate MH pg. 28, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Shortspear), Weapon Specialization (Shortspear)

.Possessions: Full Plate; +1 tower shield, handaxe; +1 .shortspear.
When adjacent to other spearmen, AC goes to 27 (+2 from Shieldmate MH pg. 28, and +3 from Phalanx fighting. 

Group K:  Ogre and Minder EL 12

Ogre War Hulk: Male Ogre Giant4 Barbarian2 War Hulk4 Fighter1; CR 10; Large GIANT; HD (4d8)+(2d12)+(4d12)+(1d10)+77; hp 148; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 19 (flatfooted 18, touch 9); Base Atk +6/+1; Grp +25/+20; Atk +21/+16 Melee (3d6+22/17-20, +1 Keen Greatsword); SA: Giants eat and sleep and breathe, Great Swing (Ex), Mighty Rock Throwing (Ex), Mighty Swing (Ex), No Time To Think (Ex), Rage (Ex) 1 times/day (10 rounds), Uncanny Dodge (Dex bonus to AC); Vision: Low-light, Normal; AL: CE; SV: Fort +22, Ref +5, Will +8; STR 39, DEX 12, CON 24, INT 4, WIS 10, CHA 4.

Skills and Feats: Intimidate +1, Listen +6, Spot +4, Survival +2, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cleave, Combat Reflexes, Iron Will, Martial Weapon Proficiency, Power Attack, Powerful Charge MH pg. 27, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency.
Possessions: Adamantine Breastplate (DR/2-); Belt of One Mighty Blow; Potion of Aid; +1 Keen Greatsword; Ring of Protection +1; Vest of Resistance +2
Under the effects of Protection from Good, Freedom of Movement and Resist Energy (Fire/10) 

Minder:  Male Goblin Cleric3 Wizard3 Mystic Theurge4; CR 10; Small HUMANOID; HD (3d8)+(3d4)+(4d4)+14; hp 53; Init +3 (+3 Dex, +0 Misc); Spd Walk 20'; AC 20 (flatfooted 17, touch 15); Base Atk +5; Grp -2; Atk +4 Melee (1d4-2, *Club (Masterwork/Small) ); Atk +10 Ranged (1d4, *Club (Masterwork/Small/Thrown) , Range 10' ); SA: Aura (Ex), Domain Spontaneity (Evil)CD pg.80 ~Quicken, Humanoids eat and sleep and breathe, Rebuke Earth (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Rebuke Undead (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Spontaneous Casting, Summon Familiar, Turn Air (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3); Vision: Darkvision (60'), Normal; AL: LE; SV: Fort +5, Ref +6, Will +14; STR 6, DEX 16, CON 10, INT 18, WIS 18, CHA 10.

Skills and Feats: Concentration +13, Decipher Script +17, Diplomacy +4, Knowledge (Arcana) +15, Knowledge (Religion) +17, Spellcraft +19, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Extra Turning, Improved Counterspell, Point Blank Shot, Precise Shot, Scribe Scroll, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Buckler (Mithral/Small); Ring of Protection +1; Chain Shirt (Mithral/Small); Club (Masterwork/Small); Periapt of Wisdom +2; Scroll of Greater Invisibility Lesser Rod of Metamagic, Quicken .

Deity: Earth Dragon; Domains: Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities % times per day|3+CHA); Evil (You cast evil spells at +1 caster level.)
Cleric Spells per Day: (6/4+1/4+1/3+1/2+1/1+1 DC:14+spell level); 0 - Create Water, Cure Minor Wounds, Detect Poison, Light, Mending, Read Magic; 1st - Cure Light Wounds, Obscuring Mist, *EDProtection from Good, Remove Fear, Resurgence, Vigor (Lesser) CD pg. 186; 2nd - Cure Moderate Wounds, Hold Person, Remove Paralysis, Resist Energy, Silence,; 3rd - Briar Web, Dispel Magic, Remove Curse, Stone Shape,]; 4th - Freedom of Movement, *EDUnholy Blight.

 Wizard Spells per Day: (4/5/4/3/2 DC:14+spell level); 0 - Detect Magic, Disrupt Undead, Light, Message; 1st - Charm Person, Expeditious Retreat, Magic Missile, Ray of Enfeeblement, Orb of Sound, Lesser CA pg. 116; 2nd - Cat's Grace, False Life, Glitterdust, Mirror Image, Scorching Ray ; 3rd - Dispel Magic, Fireball, Lightning Bolt, Stinking Cloud; 4th - Confusion, Otiluke's Resilient Sphere 

Protection from Good, Freedom of Movement and Resist Energy cast on Warhulk

False Life, Greater Invisibility, and Cat’s Grace cast on self
The Minder will delay and counter spell as needed to protect his charge.  Note that improved counterspell allows counter spell with a spell of the same school.

Group L EL 13

Earth Dragon Shrine Head Cleric :Male Human Cleric 9; CR 9; Medium HUMANOID; HD (9d8)+61; hp 109; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 27 (flatfooted 27, touch 13); Base Atk +7/+2; Grp +14/+9; Atk +15/+10 Melee (1d8+8, *Heavy Mace (Adamantine)); Atk +15/+10 Melee (1d8+9, *Heavy Mace (Adamantine) [Magic Weapon (Greater)] ); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Aura (Ex), Domain Spontaneity (Evil)CD pg.80, Rebuke Earth (Su) ~ 4/day (Turn Level 9 ~ Turn Damage 2d6+10), Rebuke Undead (Su) ~ 4/day (Turn Level 9 ~ Turn Damage 2d6+10), Spontaneous Casting, Turn Air (Su) ~ 4/day (Turn Level 9 ~ Turn Damage 2d6+10); Vision: Normal; AL: LE; SV: Fort +14, Ref +5, Will +13; STR 26, DEX 10, CON 22, INT 10, WIS 20, CHA 12. 

Skills and Feats: Concentration +18, Knowledge (Religion) +12, Spellcraft +12, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Domain Spontaneity (Evil) CD PG. 80, Extra Turning, Power Attack, Shield Proficiency, Simple Weapon Proficiency.
Possessions: rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6 non-Suel humans; see DM Aid: New Rules), Cloak of Resistance +2; Wand of Cure Moderate Wounds; Full Plate (Masterwork); Heavy Mace (Adamantine); Heavy Mace (Adamantine); Heavy Shield (Metal); Periapt of Wisdom +2, Rod of Metamagic (Quicken).

Deity: Earth Dragon; Domains: Evil (You cast evil spells at +1 caster level.); Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities # times per day 3+CHA).

 Spells per Day: (6/6+1/5+1/4+1/3+1/2+1/0/0/0/ DC:15+spell level); 
0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Purify Food and Drink, Resistance; 1st - Detect Good, Divine Favor, Doom, *EDProtection from Good, Resurgence, Shield of Faith, Vigor (Lesser) CD pg. 186; 2nd - Bear's Endurance, Hold Person, Shatter, Silence, Soften Earth and Stone, Wave of Grief CD pg. 188 [*ED  Desecrate]; 3rd - Dispel Magic, Invisibility Purge, Magic Vestment, Stone Shape, Wrack CD pg. 190 [*ED  Magic Circle Against Good]; 4th - Divine Power, Greater Magic Weapon, Recitation, *EDUnholy Blight; 5th - Flame Strike, Righteous Might, Wall of Stone, [*ED  Dispel Good]. (Domination domain spells are marked with *DD, domination spells that have not been preparared appear in brakets [*DD],)
Bear’s Endurance, Magic Vestment, Greater Magic Weapon, Divine Power, and Righteous Might pre-cast in that order

Earth Dragon Shrine Defender (2):  Male Half-orc Cleric7; CR 7; Medium HUMANOID; HD (7d8)+35; hp 73; Init +6 (+2 Dex, +4 Misc); Spd Walk 20'; AC 26 (flatfooted 25, touch 14); Base Atk +6/+1; Grp +17/+12; Atk +18/+13 Melee (1d8+10, +1 Heavy Mace; SA: +4 to Concentration to use spell or spelllike ability on the defensive, Aura (Ex), Orc Blood, Rebuke Undead (Su) ~ 1/day (Turn Level 7 ~ Turn Damage 2d6+5), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: LE; SV: Fort +11, Ref +6, Will +10; STR 26, DEX 14, CON 18, INT 6, WIS 17, CHA 6.

Skills and Feats: Concentration +16, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Improved Initiative, Power Attack, Shield Proficiency, Simple Weapon Proficiency.
Possessions: +1 Full Plate; +1 Heavy Shield; +1 Heavy Mace; Potion of Heroism. 

 Deity: Earth Dragon; Domains: Evil (You cast evil spells at +1 caster level.); Law (You cast law spells at +1 caster level.). 

Spells per Day: (6/5+1/4+1/3+1/1+1 DC:13+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Inflict Minor Wounds, Light, Mending; 1st - Cause Fear, Cure Light Wounds(2), Divine Favor, Protection from Good, Shield of Faith; 2th - Bear's Endurance, Bull's Strength, Calm Emotions, Cure Moderate Wounds, Silence; 3rd - Dispel Magic, Magic Circle Against Chaos, Cure Serious Wounds, Ring of Blades CD pg. 121; 4th - Divine Power, Unholy Blight 
Magic Circle Against Chaos, Bull’s Strength, Bear’s Endurance, Ring of Blades, Divine Favor, Shield of Faith and Divine Power pre-cast in that order

Temple Guards (4):  Male Human Fighter 7; CR 7; Medium HUMANOID; HD (7d10)+21; hp 67; Init +4 (+0 Dex, +4 Misc); Spd Walk 20'; AC 27 (flatfooted 27, touch 11); Base Atk +7/+2; Grp +11/+6; Atk +13/+8 Melee (2d6+6/x4, +1 Thundering Dire Pick (+3d8 sonic damage on a crit, DC 14 Fort or be deafened); Vision: Normal; AL: LE; SV: Fort +8, Ref +3, Will +5; STR 21, DEX 10, CON 14, INT 8, WIS 10, CHA 8.

Skills and Feats: Intimidate +9, Ride +5, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Exotic Weapon Proficiency, Improved Initiative, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Power Critical (Pick (Dire/Exotic)) CW PG. 103, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Pick (Dire/Exotic)), Weapon Specialization (Pick (Dire/Exotic)).
Possessions: Cloak of Resistance +1; +1 Thundering Dire Pick; +1 Full Plate; Potion of Barkskin +2; Potion of Enlarge Person; Potion of Shield of Faith +2; +1 Tower Shield 

Group M EL 14

Orc Riders (2): Orc Barbarian 6/Fighter 4, CR 10; Medium Humanoid (Ord); HD 6d12+4d10+30(50); hp 107(127); Init +2; Spd 40 ft.; AC 19(17), touch 14(12), flat-footed 17(15) +5 armor, +2 ring, +2 dex; BAB/Grp: +10/+16;  Atk: +17(19) (d8+10(13)/19-20x3, +1 Lance); Space/Reach 5 ft./5 ft.; SA Rage (2/day); SQ Improved Uncanny dodge; AL CE; SV Fort +11(13), Ref +5, Will +1(3); Str 22(26), Dex 14, Con 14(18), Int 12, Wis 6, Cha 6.  


Skills and Feats: Intimidate +11 (13 ranks), Ride +19 (13 ranks), Listen +5 (7 ranks), Handle Animal +11 (13 ranks), Survival +5 (7 ranks); Mounted Combat, Power Attack, Ride-By Attack, Spirited Charge, Skill Focus (ride), Improved Toughness, Improved Critical (lance).
Parenthetical numbers are the rage statistics.

Legendary Horse mount: CR 10; Large Animal; HD 24d8+240; hp 363; Init +2; Spd 80 ft.; AC 23, touch 11, flat-footed 21 -1 size, +2 dex, +8 natural, +4 chain shirt barding; BAB/Grp: +18/+32;  Atk: +28 melee (3d6+10, hoof) or +28 (2d6+10, bite); Full Atk: +28/+28 (2d6+10, hooves) and +23 (2d6+5, bite); Space/Reach 10 ft./5 ft.; AL N; SV Fort +23, Ref +16, Will +10; Str 30, Dex 14, Con 28, Int 2, Wis 15, Cha 10.  


Skills and Feats: Listen +16 (12 ranks), Spot +17 (13 ranks); Alertness, Dodge, Weapon Finesse, Improved Toughness, Improved Natural Attack (hooves, bite), Run, Endurance, Diehard.
Group N  EL 13
Hobgoblin, 6th–level warriors (10): CR 5; LA +1; Medium humanoid (goblinoid); HD 6d8+12; hp 45; Init +2; Spd 30 ft.; AC 19 (+2 Dex, +5 studded leather, +2 light shield), touch 12, flat-footed 14; Base Atk +6/+1; Grp +7; Atk Longsword+8/+3 melee (1d8+2/19–20) or javelin +7 ranged (1d6+1); Space/Reach 5 ft./5 ft.; SA —; SQ darkvision 60 ft.; AL  LE; SV Fort +7, Ref +4, Will 1; Str 13, Dex 14, Con 14, Int 10, Wis 9, Cha 8. Languages: Common and Goblin.

Skills and Feats: Hide +2, Listen +2, Move Silently +2, Ride + 9, Spot +2; (Hobgoblins have a +4 racial bonus on Move Silently checks.);   Mounted Combat, Ride by Attack, Spirited Charge.

Possessions: + 1 mithril chain shirt, + 1 light shield, +1 longsword, 3 javelins, 2 potions of cure light wounds.
Advanced Warbeast Hyenas (10): CR 3; LA -; Large animal; HD 6d8 + 42; hp 85; Init +1; Spd 60ft; AC 18(+1 Dex, +4 natural, + 4 chain barding,  -1 size), touch 10, flat-footed 13; Base Atk + 4; Grp + 16; Atk Bite + 11 melee (2d6 + 8); Space/Reach 10 ft./10 ft.; SA trip; SQ low-light vision, scent; AL N; SV Fort + 8, Ref + 8, Will + 2; Str 26, Dex 13, Con 22, Int 2, Wis 15, Cha 6

Skills and Feats: Hide + 3; Listen + 8, Spot + 6; Alertness, Improved Toughness, Improved Natural. 
Possessions:  chain light barding ( +4 AC)
Attack (bite), (Hyenas have a +4 racial bonus on Hide checks in areas of tall grass or heavy undergrowth. A warbeast receives a +1 racial bonus on Listen and Spot checks

Combative Mount (Ex): A rider on a trained warbeast mount gets a +2 circumstance bonus on all Ride checks.  A trained warbeast is proficient with light, medium, and heavy armor. 
Scent (Ex): Can detect approaching enemies, sniff out hidden foes, and track by sense of smell.

Trip (Ex): A hyena that hits with its bite attack can attempt to trip the opponent (+2 check modifier) as a free action without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the hyena.

APL (EL 12)
Special Sinkhole Temple Guards, Map Sheet 3 Only

NOTE: ALL STATS MODIFIED with most precast spells EXCEPT for Heroism’s +2 morale bonus on Attacks, Skills and Saves, AND Enlarge Person on Monks 1 and 4 these are NOT included in the stats as written.
Monk1: Male Suel Human Mk4/Wiz1/TMk3; CR 8; Medium humanoid; HD 7d8+1d4+40; hp 78; Init +2; Spd 50 ft.; AC 39, touch 19, flat-footed 37 (+6 armor (greater mage armor 5th), +4 shield (shield spell 8th) +2 wis, +1 monk, +2 dex, +10 natural (4 from barkskin 9th, 6 from Trog Chameleon SU), +4 deflection (shield of faith 12th)); BAB/Grp: +5/+10;  Atk: +6 melee (d8+1, unarmed strike); Full Atk: +4/+4 melee (d8+1, unarmed strike) and +2 melee (d4, bite) or +6 melee (d8+1, unarmed strike) and +4 melee (1d4, bite); Space/Reach 5 ft./5 ft.; SA Alter self (2/day 3 hours each); SQ Mountain Tattoo (2/day 3rounds each); AL LE; SV Fort +11, Ref +9, Will +11; Str 12, Dex 14, Con 16(18), Int 14, Wis 14, Cha 8.  

Skills and Feats: Knowledge Religion +10 (8 ranks) Spot +14 (7 ranks) +16 (w/ bat familiar) Listen +11 (9 ranks) +16 (w/ bat familiar) Tumble +15 (11 ranks) Balance +9 (5 ranks) Concentration +14 (11 ranks) Hide +13 (11 ranks) +17 trog (+4 racial bonus) Spellcraft +5 (4 ranks) Jump +16 (5 ranks); Endurance, Combat Expertise, Improved Unarmed Strike(m), Improved Grapple(m), Combat reflexes(m), Scribe scroll(w), Practiced Caster, Improved Toughness, (Multiattack from Alter Self/Chameleon Tattoo), Alertness (when within 5' of bat familiar).

Wizard Spells Prepared (3/3; base DC = 12 + spell level, transmutation specialist- illusion and enchantment banned; CL 5): 0—message, touch of fatigue, read magic; 1st- Shocking grasp, chill touch, ray enfeeblement.

Possessions: Eyes of the Eagle, Amulet of Health, Potion of Barkskin +4, Wand of Heroism (5th, 8 charges), Arcane Scroll Fist of Stone (1st).
Monk2: Male Suel Human Mk2/Clc4/SFst2; CR 8; Medium humanoid; HD 8d8+16; hp 56; Init +2; Spd 30 ft.; AC 31, touch 21, flat-footed 30 (+6 armor (greater mage armor 5th), +6 wis, +1 monk, +1 dex, +4 natural (from barkskin 9th), +3 deflection (Shield of Faith 12th)); BAB/Grp: +6/+6;  Atk: +6 melee (1d8, unarmed strike); Full Atk: +4/+4 melee (1d8, unarmed strike) or +6 melee (1d8, unarmed strike); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +13, Ref +6, Will +14; Str 10, Dex 12, Con 14, Int 8, Wis 20(22), Cha 8.  

Skills and Feats: Knowledge Religion +7, Concentration +13, Spot +11, Listen +11, Jump +1, Spellcraft +3, Heal +7, Tumble +2; Stunning Fist(m), Improved Unarmed strike(m), Improved Grapple, Combat Casting, Combat Reflexes(m), Practiced Caster, Weakening Touch.

Cleric Spells Prepared (5/5+1/5+1/3+1;Base DC= 16 + Spell Level, Domains Earth and Law, CL 8): 0—Create Water, Detect Magic, Guidance, Mending, Read Magic; 1st- Bless, Divine Favor, Omen of Peril, Resurgencex2, Protection from Chaos (D); 2nd- Brambles, Cure Moderate Woundsx2, Silence, Spiritual Weapon, Calm Emotions (D); 3rd- Insignia of Healing, Mass Lesser Vigor, Spikes, Stone Shape (D).
Possessions: Periapt of Wisdom +2, Pearl of Power 1st x2, Cloak of Resistance +1, Potion of Barkskin +4, wand of shield of faith (12th, 8 charges), wand of cure light wounds (1st, 4 charges), Divine Scroll of Bull's Strength (3rd).   

Monk3: Male Suel Human Mk1/Sorc4/EnFst3; CR 8; Medium humanoid; HD 4d8+4d4+24; hp 56; Init +0; Spd 40 ft.; AC 36, touch 22, flat-footed 35 (+6 armor (greater mage armor 5th), +4 shield (shield spell 8th), +6 cha, +1 monk, +4 natural (from barkskin 9th), +4 deflection (shield of faith 12th)); BAB/Grp: +4/+4;  Atk: +4 melee (1d10, unarmed strike); Full Atk: +2/+2 melee (1d10, unarmed strike) or +4 melee (1d10, unarmed strike); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +6, Ref +8, Will +8 ; Str 10, Dex 10, Con 14, Int 10, Wis 8, Cha 20(22).  

Skills and Feats: Concentration  +13 (11 ranks) Knowledge Arcana +5 (5 ranks) Spot +5 (6 ranks) +7 with weasel familiar Tumble +13 (11 ranks) Diplomacy +10 (4 ranks) Jump +11 (5 ranks), Spell Craft +7 (5ranks); Improved Unarmed Strike(m), Stunning Fist(m), Combat Casting, Practiced Caster, Improved Toughness, Ascetic Mage, Alertness when within 5’ of weasel familiar.

Sorcerer Spells Known (6/8/6/4 per day; Base DC=15 + Spell Level, CL 8; 7/4/2/1 known): 0- Dancing Lights, Mage Hand, Mending, Message, Prestidigitation, Resistance, Touch of Fatigue; 1st- Shield, Ray of Enfeeblement, Chill Touch, Alarm; 2nd- Bladeweave, Swift fly; 3rd- Vampiric Touch.

Possessions:  Cloak of Charisma +2, Potion of Barkskin +4, wand of greater mage armor (5th, 8 charges), wand of bull’s strength (3rd, 8 charges), wand of enlarge person (4th, 8 charges), wand of mage armor (1st, 29 charges), Arcane Scroll of Displacement (5th), Arcane Scroll of Fist of Stone (1st).

Monk4: Male Suel Human Mk6/Ftr1/ThiefAcrobat1; CR 8; Medium humanoid; HD 6d8+1d10+1d6+24; hp 49; Init +3; Spd 50 ft.; AC 26, touch 16, flat-footed 24 (+6 armor (greater mage armor 5th), +1 wis, +3 dex, +1 monk, +4 natural (from barkskin 9th), +4 deflection (shield of faith 12th)); BAB/Grp: +5/+11;  Atk: +7 melee (d8+2, unarmed strike) or +9 melee (d6+11/19-20, spiked (8th) staff); Full Atk: +5/+5 melee (d8+2, unarmed strike) or +7 melee (d8+2, unarmed strike) or +7/+7 melee (d6+10/19-20, spiked (8th) staff) or +9 melee (d6+11/19-20, spiked (8th) staff); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +10, Ref +9, Will +6; Str 14, Dex 16, Con 14(16), Int 14, Wis 12, Cha 8.  

Skills and Feats: Tumble +16 (11 ranks), Balance +13 (8 ranks), Climb +10 (8 ranks), Jump +21 (9 ranks), Spot +12 (11 ranks), Listen +12 (11 ranks), Hide +14 (11 ranks), Move Silently +14 (11 ranks); Improved Unarmed Strike(m), Improved Grapple(m), Dodge, Mobility, Combat Reflexes(m), Combat Expertise, Improved Trip(m), Spring Attack, Whirlwind(f).
Possessions: Amulet of Health +2, Ring of Counterspells (Dispel Magic), Potion of Barkskin +4, Potion of Bull's Strength (3rd).
Special Aranea Group, Map Sheets 8 & 14 Only

EL 14

Aranea Rangers (2): Aranea Ranger 6; CR 9; Medium Magical Beast (Shapechanger); HD 3d10+6d8+36; hp 88; Init +9; Spd 50 ft, Climb 25 ft..; AC 20, touch 15, flat-footed 15 +1 natural, +5 Dex, +4 Mage Armor); BAB/Grp: +9/+11;  Atk: +11 (d6+2 plus poison, bite), +11 (d6+2s, sap), + 15 (d8+2, MW Mty. Comp. Bow (+2)),; Full Attack +11 (1d6+2s, sap), + 15/+10 (1d8+2/x3, MW Mty. Comp. Bow (+2)), +15/+15/+10 (1d8+2/x3 Mt. L. Bow)); Space/Reach 5 ft./5 ft.; SA Poison (DC 18 1d6 Str/2d6 Str), Web (DC 18 Esc. Art. DC 22 Str); SQ; AL N; SV Fort +12, Ref +12, Will +7; Str 14, Dex 20, Con 18, Int 12, Wis 14, Cha 18.  

Skills and Feats: Climb +12 (2 ranks), Escape Artist +13 (8 ranks), Jump +16 (2 ranks), Listen +16 (12 ranks), Spot +16 (12 ranks), Survival +14 (12 ranks), Tumble +13 (6 ranks); Iron Will, Improved Initiative, Dodge, Track (r), Rapid Shot (r), Favored Enemy (Orc+4, Goblin+2), Point Blank Shot, Endurance, Manyshot, Improved Rapid Shot.
Sorcerer Spells Known (6/6; CL 3, DC 14+level): 0- Daze, Detect Magic, Ghost Sound, Light, Resistance; 1s –Mage Armor, Shield, Hypnotism

Ranger Spells (2; CL 3, DC 12+level) 1st – Entangle, Longstrider
Aranea Sorcerers (2): Aranea Sorcer 6; CR 9; Medium Magical Beast (Shapechanger); HD 3d10+6d4+36; hp 74; Init +8; Spd 50 ft, Climb 25 ft..; AC 19, touch 14, flat-footed 15 +1 natural, +4 Dex, +4 Mage Armor); BAB/Grp: +5/+7;  Atk: +7 (1d6+2 plus poison, bite), + 10 (1d8/x3, Longbow); Space/Reach 5 ft./5 ft.; SA Poison (DC 17 1d6 Str/2d6 Str), Web (DC 17 Esc. Art. DC 21 Str); SQ; AL N; SV Fort +8, Ref +8, Will +6; Str 12, Dex 18, Con 18, Int 12, Wis 12, Cha 22.  

Skills and Feats: Climb +10 (2 ranks), Concentration +16 (12 ranks), Jump +10 (0 ranks), Listen +10 (6 ranks), Spot +10 (6 ranks), Knowledge (Arcana) +5 (4 ranks); Iron Will, Improved Initiative, Dodge, Spell Focus(enchantment), Greater Spell Focus(enchantment).
Sorcerer Spells Known (6/8/8/7/5; CL 9, DC 16+level, DC 18+level enchn): 0- Daze, Detect Magic, Ghost Sound, Light, Resistance, Read Magic, Touch of Fatigue, Mending; 1s –Mage Armor, Shield, Magic Missle, Color Spray, Charm Person; 2nd – Glitterdust, Scorching Ray, Blindness/Deafness, Tasha’s Hideous Laughter, 3rd – Ray of Exhaustion, Haste, 4th – Confusion, Enervation

Special Commander, Map Sheet 1 Only

APL 10 (1 commander, 1 occult slayer, 2 little thugs)

Commander Mik-Bragge: Male Rakshasa Monk 2/ Marshal 1/ SpellSword 2; CR 13; Medium outsider; HD 12d8+98; hp 135 (+27 temp hps); Init +16; Spd 30 ft.; AC 47, touch 28, flat-footed 41 (+6 (greater mage armor, CL 12), +4 shield (shield spell, CL 12), +6 dex, +8 cha, +13 natural (+4 from Barkskin, CL 9), +4 deflection (Shield of Faith, CL 12)); BAB/Grp: +10/+19; Atk: +18 melee (1d6+18, Brambled staff); Full Atk: +18/+13/+8 melee (1d6+18, Brambled staff) or +16/+16/+11/+6 melee (1d6+16; Brambled staff); Space/Reach 5 ft./5 ft.; SA Detect Thoughts, Minor Aura (Motivate Dexterity +10), Flurry of Blows; SQ darkvision 60 ft, Ignore Spell Failure 10%, Evasion, SR 32, DR 15/good and piercing; AL LE; SV Fort +25, Ref +19, Will +18; Str 16 (20), Dex 18 (22), Con 20 (24), Int 10, Wis 10, Cha 23 (27).  

Skills and Feats: (Note: all skills include +2 morale from heroism, CL 5) Bluff +27, Concentration +19, Diplomacy +24, Disguise +27, Hide +16, Intimidate +14, Knowledge Arcana +8, Listen +14, Move Silently +26, Perform (oratory) +18, Sense Motive +12, Spellcraft +7, Spot +14, Use Magic Device +16 (+18 scrolls); Power Attack, Hold the Line, Arcane Strike, Ascetic Mage, Quickdraw, Practiced Caster (Sorcerer), Improved Unarmed Strike (m), Improved Grapple (m), Combat reflexes (m), Skill Focus: Diplomacy (M), and Alertness with familiar and via Heroics (CL 14th): Improved Sunder, Improved Bullrush, Combat Brute, Shock Trooper, Improved Initiative.
Sorcerer Spells Per day (remaining) (6/8(7)/8(0)/7(6)/5(4)), Spells Known (8/5/3/2/1; base DC = 18 + spell level, CL 12): 0—Arcane Mark, Dancing Lights, Detect Magic, Mending, Message, Prestidigitation, Read Magic, Touch of Fatigue; 1st—Blockade (CScoundrel), Master’s Touch(sc), Blades of Fire(sc), Ray of Enfeeblement, Shield; 2nd___ Bladeweave(sc), Heroics(sc), False Life; 3rd___ Greater Mage Armor(sc), Vampiric Touch; 4th___ Greater Mirror Image(ph2).
Possessions: rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6  non-Suel humans; see DM Aid: New Rules, Cloak of Charisma +4, Amulet of Health +4, Circlet of Persuasion, Vest of Resistance +3, +1 spell storing/MW quarterstaff (Empowered 12th CL Vampiric Touch stored, brambled 10th CL), lesser rod of empower (used once), ring of counterspells (dispel magic), ring of counterspells (feeblemind), wand of heroism (10ch, 5th CL), potion of barkskin +4, potion of shield of faith +4 x2 (1 used), arcane scroll of haste (5th CL) x2, divine scroll of freedom of movement (7th CL) x2 (1 used), arcane scroll of displacement (10th CL), arcane scroll of cat’s grace (6th CL) x2 (1 used), 2xMW/MW quarterstaff (brambled 10th), divine scroll of extended Brambles (10th CL) x3 (3 used), arcane scroll of fly (11th CL) (used), arcane scroll of extended bull’s strength (6th CL) (used), arcane scroll of anticipate teleportation (5th CL) (used).

Active Spells: Greater Mirror Image (12th CL), Greater Mage Armor (12th CL), Empowered False Life (+27hps, 12th CL), 5x Heroics (12th CL, Improved Sunder, Improved Bullrush, Combat Brute, Shock Trooper), Shield (12th CL), Shield of Faith (12th CL), Fly (11th CL), Barkskin (9th CL), Freedom of Movement (7th CL), Energy Resistance (Acid 20, 7th CL), Extended Bull’s Strength (6th CL), Cat’s Grace (6th CL), Anticipate Teleportation (5th CL), Heroism (5th CL).

Male Hobgoblin Ftr4/Bar1/ExWp1/OccultSlayer5; CR 11; Medium humanoid; HD 1d12+10d10+33; hp 108 (141 raging); Init +10 (+18 w/ aura); Spd 40 ft.; AC 32, touch 19, flat-footed 23 (+8 armor, +4 Dex, +5 natural (barkskin, CL 12), +5 deflection (shield of faith, CL 15)); BAB/Grp: +11/+18; Atk: +22 melee (2d4+13, +1 spiked chain); Full Atk +20/+20/+15/+10 melee (2d4+13, +1 spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt, Reckless Rage 3/day, Instantaneous Rage, Class abilities; SQ darkvision 60 ft, Class abilities; AL NE; SV Fort +17 (+9+3+3+2), Ref +11 (+2+4+3+2), Will +10 (+5+0+3+2); Str 20(24), Dex 17(19), Con 14(16), Int 10, Wis 10, Cha 8. 

Skills and Feats: (Note: all skills +2 from heroism, CL 5th): Knowledge Arcana +7 (5 ranks), Spellcraft +15 (11 ranks), Craft: weaponsmith +6 (4 ranks), Listen +3 (1 rank), jump +18 (5 ranks), tumble +7/+15 (with marshal aura bonus) (1 rank).  Improved Initiative, EWP: Spiked Chain (f), WF: Spiked Chain (f), Extra Rage, Power Attack (f), Reckless Rage, Combat Reflexes, Instantaneous Rage.

Possessions: +1 spiked chain, MW cold iron spiked chain, MW cold iron spiked gauntlets, Girdle of Giant Strength +4, Amulet of Health +2, Gloves of Dexterity +2, +3 cloak of resistance, +3 mithral breastplate, potion of barkskin +5 (used), potion of shield of faith +5 (used), potion of displacement (5th CL), potion of enlarge person (5th CL).
Active spells: Shield of Faith (18th CL), Heroics (14th CL, Weapon Specialization: Spiked Chain), Barkskin (12th CL), and Heroism (5th CL).
Male Hobgoblin Ftr6/ExWp1; CR 7; Medium humanoid; HD 7d10+21; hp 63; Init +5 (+13 with marshal aura); Spd 30 ft.; AC 29, touch 18, flat-footed 21 (+6 armor, +3 dex, +5 natural (Barkskin, 12th CL), +5 deflection (shield of faith, 5th CL)); BAB/Grp: +7/+12; Atk: +16 melee (2d4+8, +1 spiked chain); Full Atk: +14/+14/+9 melee (2d4+8, +1 spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt; SQ darkvision 60 ft; AL LE; SV Fort +13 (7+3+1+2), Ref +8 (2+3+1+2), Will +4 (2+-1+1+2); Str 19 (21), Dex 16, Con 14 (16), Int 14, Wis 8, Cha 8.  

Skills and Feats: (Note: all skills +2 from heroism, CL 5th): Jump +18 (9 ranks), tumble +12/+20 (with marshal aura) (5 ranks), craft weaponsmith +14 (10 ranks), swim +14 (9 ranks); EWP Spiked Chain (f), WF: Spiked Chain, Combat Reflexes (f), Close Quarters Fighting, Combat Expertise (f), Power Attack, Improved Trip (f).

Items: +1 spiked chain, +1 mithral breastplate, +1 cloak of resistance, +2 gauntlets of ogre power, +2 amulet of health, potion of barkskin +5 (used), potion of shield of faith +5 (used), potion of  displacement, NonMagical MW Belt.

Active spells: Shield of Faith (18th CL), Heroics (14th CL, Improved Disarm), Barkskin (12th CL), and Heroism (5th CL).
Appendix 6 – APL 12
Encounter 3, 5, 7



Group A:  Orcs of the Wild Coast Flaming Skull Tribe (EL 14)
These orcs feature a flaming skull on their shields

Barbarian (2): Male Orc Barbarian 10; CR 10; Medium HUMANOID; HD (10d12)+40; hp 105; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 16 (flatfooted 14, touch 10); Base Atk +10/+4; Grp +18/+13; Atk +20/+15 Melee (1d12+13/20/x3, +1 Greataxe); Atk +16/+11 Melee (1d8+12/x3, *Spear ); Atk +11 Ranged (1d8/x3, *Spear (Thrown), Range 20'); SA: Damage reduction 2/-, Illiterate, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 5 times/day (12 rounds), Trap Sense +2, Uncanny Dodge (Dex bonus to AC); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +11, Ref +3, Will +2; STR 26, DEX 14, CON 18, INT 6, WIS 6, CHA 6.

Skills and Feats: Intimidate +9, Listen +9, Armor Proficiency (Light), Armor Proficiency (Medium), Extend Rage CW pg. 97, Extra Rage CW pg. 98, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Great Axe).

Possessions: +1 Chainmail; +1 Greataxe; Spear

Stats assume rage is active

Fighter (1): Male Orc Fighter 10; CR 10; Medium HUMANOID; HD (10d10)+40; hp 104; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 21 (flatfooted 19, touch 12); Base Atk +10/+5; Grp +15/+10; Atk +18/+13 Melee (1d8+8/19-20x3, *Battleaxe (Masterwork)); Atk +14/+9 Melee (1d6+4, Throwing Axe); Atk +12 Ranged (1d6, Throwing Axe (Thrown), Range 10'); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +10, Ref +5, Will +4; STR 20, DEX 14, CON 16, INT 6, WIS 12, CHA 6.

Skills and Feats: Intimidate +10, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Brute, Formation Expert, Greater Weapon Focus, Improved Bull Rush, Improved Critical (Battle Axe), Improved Toughness, Improved Sunder, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Battleaxe), Weapon Specialization (Battleaxe).
Possessions: +1 Battleaxe; +1 Heavy Shield (Metal); +1 Chainmail; Throwing Axe

Cleric (1): Male Orc Cleric 11; CR 11; Medium HUMANOID; HD (11d8)+11; hp 79; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 24 (flatfooted 23, touch 13); Base Atk +8/+3; Grp +12/+7; Atk +12/+7 Melee (1d4+2/19-20, Dagger ); Atk +8 Ranged (1d4/19-20, Dagger (Thrown) , Range 10' ); Atk +15/+10 Melee (1d6+6/x3, *Shortspear ); Atk +9 Ranged (1d6/x3, *Shortspear (Thrown) , Range 20'); SA: +4 to Concentration to use spell or spell-like ability on the defensive, Aura (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rebuke Undead (Su) ~ 6/day (Turn Level 3 ~ Turn Damage 2d6+6), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +11, Ref +6, Will +12; STR 18, DEX 12, CON 12, INT 10, WIS 16, CHA 10. 

Skills and Feats: Concentration +10, Knowledge: Religion +8,  Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Domain Spontaneity (Domination)CD pg.80 Power Attack *DD Domination domain spells are marked with *DD, domination spells that have not been preparared appear in brakets [*DD],
*ED [*ED  Desecrate] Domain Spontaneity (Evil)CD pg.80 ~ QuickenedCD, Extra Turning, Improved Initiative, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Shortspear).
Possessions: Cloak of Protection +2, Breastplate; Dagger; +1 Heavy Shield; Shortspear.

Deity: Gruumsh; Domains: War (Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.); Strength (You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.).

Spells per Day: (6/6+1/5+1/5+1/3+1/2+1/1+1 DC:12+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Read Magic, Resistance, Virtue; 1st - Bless, Cure Light Wounds, Cure Light Wounds, Doom, Enlarge Person,  Shield of Faith, Vigor (Lesser) CD pg. 186; 2nd - Bull's Strength, Cure Moderate Wounds, Deific Vengeance CD pg. 161, Hold Person, Remove Paralysis, Silence; 3rd - Bestow Curse, Cure Serious Wounds, Dispel Magic, Dispel Magic, Magic Vestment,  Prayer; 4th - Cure Critical Wounds, Freedom of Movement, Greater Magic Weapon, Unholy Blight; 5th - Flame Strike, True Seeing, Wall of Stone; 6th - Harm, Stoneskin.
Magic Vestment, Greater Magic Weapon, Bull’s Strength, Shield of Faith and Stoneskin are pre-cast in that order.

Group B EL 14

Fire Giant Soldier (2):  Male and female fire giant fighter 2; CR12; Large giant (fire); HD 15d8+75 plus 2d10+10; hp 167; Init +3; Spd 30 ft; AC 23, touch 8, flat-footed 23; Base Atk +13; Grp +27; Atk +24 melee (3d6+16/19-20 plus 1d6 fire; +1 flaming greatsword) or +22 melee (1d4+10, slam) or +12 ranged (2d6+10+2d6 fire, rock); Full Atk +24/+19/+14 melee (3d6+16/19-20 plus 1d6 fire; +1 flaming greatsword), or +22 melee (1d4+10, slam) or +12 ranged (2d6+10+2d6 fire, rock); ; SA rock throwing; SQ immunity to fire, low-light vision, rock catching, vulnerability to cold; AL LE; SV Fort +17, Ref +4, Will +9; Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11.

Skills and Feats: Climb +10, Craft (Weaponsmithing) +7, Intimidate +7, Jump _10, Spot +14; Cleave, Great Cleave, Improved Initiative, Improved Overrun, Improved Sunder, Iron Will  Power Attack, Weapon Focus (greatsword)

Possessions: +1 flaming greatsword  
Group C:  Orcs of the Wild Coast, Remnants of the Saltburner Tribe  (EL 14)
Orcish Warriors (8):  Male Orc Warrior level 6; CR 5; HD 6d8+6;  hp 39 each;  Init +0; Spd 30 feet; AC 14, Touch 10, flat footed 14;  Base atk: +6/1;  Grp: +9; Atks +11 melee (2d4+4/18-20, falchion) or +6 ranged (1d6+3, javelin); Full atk +11/6 melee (2d4+4/18-20, falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight);  AL CE;  SV:  Fort +6, Ref +2, Will +1;  Str 17, Dex 11, Con 12, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +6, Jump+6; Alertness, WF: Falchion, Power Attack

Possessions: chain shirt, MW falchion, 3 javelins, dagger, potions of cure light wounds

Orc Barbarian (2):  Male Orc Barbarian level 10;  HD 10d12+20 (40 when raging); hp 95 (115 when raging); Init + 0; Spd 30 feet; AC 16 (14 when raging), touch 11 (9 when raging), flat footed 16 (14 when raging);  Base atk: +10/+5; Grp +15 (+17 when raging) Atks +17 melee (+19 when raging) (2d4+8/+11 when raging [crit 18-20], falchion) or +10 ranged (1d6+5/+7 when raging [crit 20], javelin); Full atk: +17/12 melee (+19/14 when raging) (2d4+7/+10 when raging [crit 18-20], falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight), Uncanny Dodge, Rage 3/day, Trap Sense +3, Improved Uncanny Dodge, Damage Reduction 2/-;  AL--CE;  SV:  Fort +9, Ref +3, Will +2 (+4 when raging);  Str 20, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +10, Jump +10; Alertness, Power Attack, Improved Sunder, WF: Falchion

Possessions:  +1 chainmail, +1 falchion, 3 javelins, dagger, potion of cure moderate wounds
Orc Barbarian Leaders (2):  Male Orc Barbarian level 11;  HD11d12+22 (55 when raging); hp 104 (137 when raging); Init + 0; Spd 30 feet; AC 18 (16 when raging), touch 13 (11 when raging), flat footed 18 (16 when raging);  Base atk: +11/6/1; Grp +16 (19 when raging) Atks +18 melee (+21 when raging) (2d4+7/+12 when raging [crit 18-20], falchion) or +11 ranged (1d6+5/+8 when raging [crit 20], javelin); Full atk: +18/13/8 melee (+21/16/11 when raging) (2d4+8/+11 when raging [crit 18-20], falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight) , Uncanny Dodge, Greater Rage 3/day, Trap Sense +3, Improved Uncanny Dodge, Damage Reduction 3/--;  AL--CE;  SV:  Fort +8, Ref +3, Will +2 (+4 when raging);  Str 20, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +11, Jump +10;  Alertness, Power Attack, Improved Sunder, WF: Falchion

Possessions:  +2 chainmail, +1 falchion, 3 javelins, 2 daggers, +1 ring of protection, potion of shield of faith +2,.

Potion of Shield of Faith consumed.

Group D  EL 14

Ogre Mage (4):  Male Ogre Mage Fighter 4; CR 10; Large GIANT; HD (5d8)+(4d10)+45; hp 95; Init +3 (+3 Dex, +0 Misc); Spd Walk 40', Fly 40'; AC 21 (flatfooted 18, touch 12); Base Atk +7; Grp +17; Atk +12 Ranged (2d6+9/x3, +1 Mighty Composite Flaming Longbow (+6/Large), Range 110 ft.); Atk +12 Melee (3d6+9/19-20, Large Greatsword ); SA: Flight (Su), Giants eat and sleep and breathe, Regeneration 5 (Ex); Vision: Low-light, Normal; AL: LE; SV: Fort +14, Ref +5, Will +6; STR 22, DEX 16, CON 21, INT 14, WIS 14, CHA 18. 

Skills and Feats: Concentration +11, Listen +10, Spellcraft +9, Spot +10, Iron Will, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Longbow), Weapon Specialization (longbow).

Possessions: Arrow (Large); Chain Shirt; Large Greatsword; +1 Mighty Composite Flaming Longbow (+6/Large) 
Spell-like Abilities: Darkness (At Will per day), Invisibility (At Will per day), Charm Person DC 15 (1 per day), Cone of Cold DC 19 (1 per day), Gaseous Form (1 per day), Polymorph (1 per day), Sleep DC 15 (1 per day) 
Group E:  Earth Dragon Cultists   (EL 14)
Favored Soul War Chief :Male Half-orc Favored Soul 6 Warchief 6; CR 12; Medium HUMANOID; HD (5d8)+(6d10)+55; hp 119; Init +6 (+2 Dex, +4 Misc); Spd Walk 30', AC 22 (flatfooted 20, touch 14); Base Atk +8/+3; Grp +10/+5; Atk +10 Ranged (1d6, Javelin, Range 30 ft.); Atk +14/+9 Melee (1d6+6/x4, *Heavy Pick (under effects of magic weapon); SA: Orc Blood, Tribal Frenzy (STR +6); Vision: Darkvision 60 ft., Normal; SD:  Energy Resistance: Fire/10; AL: LE; SV: Fort +13 Ref +8 Will +11 STR 21, DEX 14, CON 18, INT 6, WIS 16, CHA 14. 

Skills and Feats: Concentration +17/21; Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Close-Quarters Fighting CW pg. 97, Dodge, Improved Initiative, Improved Toughness, Martial Weapon Proficiency (Heavy Pick), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Heavy Pick).
Possessions: +1 Chainmail; Heavy Shield (Metal); Javelin (x3); Heavy Pick; Potion of Cure Serious Wounds;
Spells:

Spells per Day: (6/7 5/6 4/4 2 DC:12+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Disrupt Undead, Resistance, Virtue; 1st - Bless, Cure Light Wounds, Magic weapon, Shield of Faith, Vigor, Lesser CD pg. 186; 2nd - Bear’s Endurance, Bull’s Strength, Cure Moderate Wounds, Silence; 3rd - Cure Serious Wounds, Magic Vestment, Mass Lesser Vigor CD pg 186.
Precast Magic Vestment on shield, Bull’s Strength, Bear’s Endurance, Magic Weapon, and Shield Of Faith, and Mass Lesser Vigor, in that order.

Followers are also under the effects of Tribal frenzy giving a +6 bonus to strength.  Each person affected by the tribal frenzy takes 4 hp/rd (reduced by one by mass lesser vigor).

Cultist Berserkers (11):  Male Human Barbarian 5; CR 5; Medium HUMANOID; HD (5d12)+20; hp 60; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 13 (flatfooted 13, touch 8); Base Atk +5; Grp +13; Atk +13 Melee (1d6+9, Throwing Axe); Atk +6 Ranged (1d6, Throwing Axe (Thrown) , Range 10' ); Atk +14 Melee (1d8+12/20/x4, *Dire Pick); SA: Illiterate, Improved Uncanny Dodge, Rage (Ex) 2 times/day (7 rounds), Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Uncanny Dodge (Dex bonus to AC); Vision: Normal; AL: NE; SV: Fort +8, Ref +2, Will +4; STR 27, DEX 12, CON 18, INT 10, WIS 12, CHA 10. 

Skills and Feats: Climb +11, Intimidate +7, Listen +8, Ride +7, Survival +8, Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Power Attack, Reckless Charge MH pg. 27, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Pick (Dire/Martial)).
Possessions: Throwing Axe; Chainmail; Dire Pick

Raging and under the effects of tribal frenzy.  +10 Strength and taking 4 hp a round (reduced by one by mass lesser vigor) 

Group F:  Orc Heavy Shock Troops  (EL14)
Male Orcs Fighter5 Tactical Soldier1 Rogue3 (6); CR 9; Medium HUMANOID; HD (5d10)+(1d10)+(3d6)+36; hp 88; Init +5 (+1 Dex, +4 Misc); Spd Walk 20'; AC 25 (flatfooted 24, touch 11); Base Atk +8/+3; Grp +14/+9; Atk +14/+9 Melee (1d6+6, Throwing Axe); Atk +9/+4 Ranged (1d6, Throwing Axe (Thrown), Range 10 ft.); Atk +16/+11 Melee (1d8+9/x3, *Battleaxe (+1 (Weapon/Ammunition)/Masterwork)); SA: Flanker (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Sneak Attack +2d6, Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Trapfinding ~ Can use Search skill to find traps with DC > 20; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +10, Ref +5, Will +1; STR 22, DEX 12, CON 16, INT 8, WIS 8, CHA 6. 

Skills and Feats: Intimidate +10, Listen +0, Sense Motive +1, Spot +0, Tumble +13, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cleave, Combat Reflexes, Improved Initiative, Improved Toughness, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Battleaxe), Weapon Specialization (Battleaxe).
Possessions: Belt of One Mighty Blow, Throwing Axe; +1 Battleaxe; +1 Full Plate; +1 Tower Shield
Group G:  Raging Orc Barbarian Chieftains  (EL 15)
Male Orc Barbarian 4 Fighter 6 Exotic Weapon Master 3 (2); CR 13; Medium HUMANOID; HD (4d12)+(6d10)+(3d10)+65; hp 152; Init +3 (+3 Dex, +0 Misc); Spd Walk 20'; AC 22 (flatfooted 19, touch 11); Base Atk +13/+8/+3; Grp +21/+16/+11; Atk +21/+16/+11/+21/+16 Melee (1d8+11 or 1d8+7/19-20/x3, +1 Wounding Orc Double Axe); Atk +23/+18/+13 Melee (1d8+15/x3, +1 Axe Orc Double Axe); SA: Exotic Weapon Stunt (Ex) ~ Double Weapon Defense, Exotic Weapon Stunt (Ex) ~ Flurry of Strikes, Exotic Weapon Stunt (Ex) ~ Uncanny Blow, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 2 times/day (7 rounds), Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Uncanny Dodge (Dex bonus to AC); Vision: Darkvision 60 ft., Normal; AL: CE; SV: Fort +18, Ref +9, Will +9; STR 26, DEX 17, CON 18, INT 6, WIS 8, CHA 6 .

Skills and Feats: Craft (Weaponsmithing) +2, Intimidate +12, Survival +3, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Exotic Weapon Proficiency, Improved Critical (Orc Double Ax),  Improved Toughness, Improved Two-Weapon Fighting, Iron Will, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Two-Weapon Defense, Two-Weapon Fighting, Weapon Focus (Axe (Orc Double)), Weapon Specialization (Axe (Orc Double)).

Possessions: +1 Wounding Axe Orc Double Ax; Potion of Shield of Faith +3; +3 Breastplate; Cloak of Resistance +2; 

Group H  EL 14

Pomarj Warmage and Troll bodyguards

Warmage:  Male Human Warmage10; CR 10; Medium HUMANOID; HD (10d6)+50; hp 92; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 19 (flatfooted 17, touch 14); Base Atk +5; Grp +5; Atk +6 Melee (1d8/20/x3, *Spear (Masterwork) ); Atk +8 Ranged (1d8/20/x3, *Spear (Masterwork/Thrown) , Range 20' ); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Advanced Learning 1 (Ex), Advanced Learning 2 (Ex), Armored Mage (light) (Ex), Armored Mage (medium) (Ex); Vision: Normal; AL: NE; SV: Fort +8, Ref +6, Will +8; STR 10, DEX 14, CON 18, INT 10, WIS 10, CHA 20.

Skills and Feats: Concentration +17, Knowledge (Arcana) +13, Spellcraft +15, Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Diehard, Endurance, Improved Initiative, Improved Toughness, Shield Proficiency, Simple Weapon Proficiency, Sudden Empower, Sudden EnlargeMH.
Possessions: Amulet of Health +4; Ring of Protection +2; +1 Mithral Chain Shirt; Spear (Masterwork); Rod of Maximize (Lesser); Cloak of Charisma +2; Vest of Resistance +1; 

Spells per Day: (6/8/7/7/6/4 DC:15+spell level); 0 - Acid Splash, Disrupt Undead, Light, Ray of Frost ; 1st - Accuracy CA pg. 96, Orb of Acid, Lesser CA pg. 115, Burning Hands, Chill Touch, Orb of Cold, Lesser CA pg. 116, Orb Of Electricity, Lesser CA pg. 116, Orb of Fire, Lesser CA pg 116, Fist of Stone CA pg. 107, Hail of Stone CA pg. 110, Magic Missile, Shocking Grasp, Sleep, Orb of Sound, Lesser CA pg. 116, True Strike; 2nd - Blades of Fire CA pg. 99, Continual Flame, Fire Trap, Fireburst CA pg. 107, Flaming Sphere, Melf's Acid Arrow, Pyrotechnics, Scorching Ray, Shatter; 3rd - Fire Shield, Fireball, Flame Arrow, Gust of Wind, Ice Storm, Lightning Bolt, Poison, Ring of Blades CA pg. 121, Sleet Storm, Stinking Cloud; 4th - Blast of Flame CA pg. 99, Contagion, Evard's Black Tentacles, Phantasmal Killer, Shout, Wall of Fire; 5th - Arc of Lightning CA pg. 97, Arc of Lightning CA pg. 97, Cloudkill, Cone of Cold, Mass Fire Shield CA pg. 106, Greater Fireburst CA pg. 107, Flame Strike. 

Troll Fighters (3): Male Troll Giant6 Fighter5; CR 10; Large GIANT; HD (6d8)+(5d10)+55; hp 118; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 23 (flatfooted 21, touch 12); Base Atk +9/+4; Grp +18/+13; Atk +11 (1d6+2, *Bite); Atk +13/+13 (1d6+5, *Claw ); Atk +15/+10 Melee (2d8+8/x3, +1 Glaive (Large)); SA: Giants eat and sleep and breathe, Regeneration 5 (Ex), Rend (Ex), Scent (Ex); Vision: Darkvision (90'), Low-light, Normal; AL: CE; SV: Fort +14, Ref +5, Will +5; STR 20, DEX 14, CON 20, INT 4, WIS 10, CHA 4.

Skills and Feats: Intimidate +2, Listen +5, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Reflexes, Improved Critical (Glaive), Improved Initiative, Iron Will, Martial Weapon Proficiency, Multiattack, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Glaive).
Possessions: Ring of Protection +1; Potion of Protection from Energy/Fire; +1 Chainmail; +1 Glaive

Group I:  Orc Cleric and Retinue  (EL 14)
Half-Orc Warpriest: Male Half-orc Cleric7 Warpriest (Rebukes Undead)6; CR 13; Medium HUMANOID; HD (7d8)+(6d10)+87; hp 161; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 28 (flatfooted 26, touch 14); Base Atk +13/+8/+3; Grp +22/+17/+12; Atk +24/+19/+14 Melee (1d8+17/x3, *Spear of retribution ); Atk +15/+10/+5 Ranged (1d8+2/x3, *Spear of retribution (Thrown), Range 20' ); SA: Aura (Ex), Fear Aura (Su), Inflame (Ex) +6, Orc Blood, Rally (Ex), Rebuke Undead (Su) ~ 5/day (Turn Level 13 ~ Turn Damage 2d6+11), Spontaneous Casting; Vision: Darkvision 60 ft., Normal; AL: CE; SV: Fort +19, Ref +8, Will +14; STR 30, DEX 12, CON 22, INT 10, WIS 19, CHA 6. 

Skills and Feats: Concentration +20, Diplomacy +8, Sense Motive +9, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cleave, Domain Spontaneity (Domination) CD pg. 80, Extra Turning, Power Attack, Shield Proficiency, Simple Weapon Proficiency, True Believer CD pg. 86, Weapon Focus (Halfspear).
Possessions: Amulet of Health +4; Winged Boots; Cloak of Resistance +3; +2 Full Plate; Gauntlets of Ogre Power; Spear of Retribution; Wand of Cure Moderate Wounds, Rod of Metamagic (Quicken).

 
Deity: Gruumsh; Domains: War (Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.); Domination (You gain the Spell Focus (Enchantment) feat.); 

Spells per Day: (6/5+1/5+1/4+1/4+1/2+1 DC:14+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Mending, Purify Food and Drink; 1st - Cause Fear, *DDCommand, Divine Favor, Remove Fear, Shield of Faith, Vigor (Lesser) CD pg. 186; 2nd - Deific Vengeance CD pg. 161, *DDHold Person, Resist Energy, Silence, Spiritual Weapon, Wave of Grief CD. Pg 188; 3rd - Dispel Magic, Magic Circle Against Good, *DDSuggestion, Vigor (Mass Lesser) CD pg. 186, Wrack CD pg. 190; 4th - Castigate, Divine Power, *DDDominate Person, Freedom of Movement, Recitation; 5th – [*DD Command, Greater],Flame Strike, Righteous Might , Stalwart Pact CD pg. 181.  Domination domain spells are marked with *DD, domination spells that have not been preparared appear in brakets [*DD],
Magic Circle Against Good, Freedom of Movement, Divine Power and Righteous Might cast before entering combat in that order.

Spear of Retribution is a +2 Returning spear.  It becomes +4 Returning against anyone who has wounded the cleric.

Orc Spearmen (4): Male Orc Fighter 6 Barbarian 1; CR 7; Medium HUMANOID; HD (6d10)+(1d12)+35; hp 82; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 23 (flatfooted 22, touch 9); Base Atk +7/+2; Grp +13/+8; Atk +13/+8 Melee (1d6+6/x3, Handaxe); Atk +14/+9 Melee (1d6+9/x3, +1 Shortspear); Atk +9/+4 Ranged (1d6+3/x3, +1 Shortspear) , Range 20' ); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (8 rounds); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +12, Ref +3, Will +4; STR 23, DEX 12, CON 20, INT 10, WIS 10, CHA 6.

Skills and Feats: Intimidate +8, Listen +4, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Close-Quarters Fighting CW pg. 97, Formation Expert CW pg. 110, Improved Shieldmate MH pg. 28, Martial Weapon Proficiency, Phalanx Fighting CW pg. 103 , Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Shortspear), Weapon Specialization (Shortspear).
Possessions: +1 Full Plate; Handaxe; +1 Tower Shield; +1 Shortspear 

When adjacent to other spearmen, AC goes to 30 (+3 from Shieldmate MH pg. 28, and +3 from Phalanx FightingCW, +1 from Formation ExpertCW.)  Also, the orcs get +2 to hit when fighting with comrade adjacent from Formation Fighting. 

Group J CR 14

War Hulk:  Male Ogre Giant4 Barbarian2 War Hulk5 Fighter2; CR 12; Large GIANT; HD 4d8+2d12+5d12+2d10+104; hp 192; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 23 (flatfooted 22, touch 10); Base Atk +7/+2; Grp +28/+23; Atk +24/+24/+19 Melee (3d6+25/17-20, *+1 Keen Greatsword); SA: Giants eat and sleep and breathe, Great Swing (Ex), Mighty Rock Throwing (Ex), Mighty Swing (Ex), No Time To Think (Ex), Rage (Ex) 1 times/day (10 rounds), Uncanny Dodge (Dex bonus to AC); Vision: Low-light, Normal; AL: CE; SV: Fort +23, Ref +7, Will +8; STR 42, DEX 14, CON 24, INT 4, WIS 10, CHA 4. 

Skills and Feats: Intimidate +4, Listen +6, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cleave, Combat Reflexes, Improved Buckler Defense, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Powerful Charge MH pg. 27, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency.

Possessions: Adamantine Breastplate (DR/2-); Belt of One Mighty Blow, Boots of Speed, Potion of Aid; +1 Keen Greatsword; Gloves of Dexterity +2; Ring of Protection +1; Vest of Resistance +2
Under the effects of Protection from Good, Freedom of Movement and Resist Energy (Fire/10) 
Minder:  Male Goblin Cleric3 Wizard3 Mystic Theurge6; CR 12; Small HUMANOID; HD (3d8)+(3d4)+(6d4)+14; hp 59; Init +3 (+3 Dex, +0 Misc); Spd Walk 0'; AC 17 (flatfooted 17, touch 12); Base Atk +6/+1; Grp -1/-6; Atk +5/+0 Melee (1d4-2, *Club (Masterwork/Small) ); Atk +11/+6 Ranged (1d4, *Club (Masterwork/Small/Thrown) , Range 10 ft.); SA: Aura (Ex), Point Blank Shot, Domain Spontaneity~Evil, Humanoids eat and sleep and breathe, Rebuke Earth (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Rebuke Undead (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Spontaneous Casting, Summon Familiar, Turn Air (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3); Vision: Darkvision (60'), Normal; AL: LE; SV: Fort +6, Ref +7, Will +15; STR 6, DEX 16, CON 10, INT 21, WIS 18, CHA 10.

Skills and Feats: Concentration +15, Decipher Script +20, Diplomacy +4, Knowledge (Arcana) +20, Knowledge (Religion) +20, Spellcraft +22, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium),  Domain Spontaneity (Evil)CD pg.80CD, Extra Turning, Improved Counterspell, Prracticed Spellcaster (Cleric), Practiced Spell caster (Wizard) CD pg. 82, Scribe Scroll, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Buckler (Mithral/Small); Headband of Intellect +2; Chain Shirt (Mithral/Small); Club (Masterwork/Small); Periapt of Wisdom +2; Ring of Protection +1; Scroll of Greater Invisibility, Rod of Metamagic (Quicken).

Deity: Earth Dragon; Domains: Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities % times per day|3+CHA); Evil (You cast evil spells at +1 caster level.). 

Cleric Spells per Day: (6/6+1/5+1/5+1/4+1/2+1/1+1 DC:14+spell level); 0 - Create Water, Cure Minor Wounds, Detect Poison, Light, Mending, Read Magic; 1st - Cure Light Wounds, Obscuring Mist, Protection from Good, Remove Fear, Resurgence, Vigor (Lesser) CD pg. 186; 2nd - [*ED  Desecrate], Cure Moderate Wounds, Hold Person, Remove Paralysis, Resist Energy, Silence, Sound Burst; 3rd - Briar Web, Dispel Magic, Prayer, Remove Curse, Stone Shape, [*ED  Magic Circle against Good]; 4th - Cure Critical Wounds, Freedom of Movement, *EDUnholy Blight; 5th - *EDDispel Good, Flamestrike.            Evil domain spells are marked with *ED, evil domain spells that have not been preparared appear in brakets [*ED],
Wizard Spells per Day: (4/6/5/5/4/3/1 DC:15+spell level); 0: Detect Magic, Disrupt Undead, Light, Message ;1st - Charm Person, Expeditious Retreat, Magic Missile, Ray of Enfeeblement (2), Orb of Sound, Lesser CA pg. 116; 2nd - Cat's Grace, False Life, Glitterdust, Mirror Image, Scorching Ray; 3rd - Band’s of Steel CA pg. 98, Dispel Magic, Fireball, Lightning Bolt, Stinking Cloud; 4th - Confusion, Otiluke's Resilient Sphere, Phantasmal Killer; 5th - Baleful Polymorph
Protection from Good and resist Energy cast on Warhulk

False Life, Greater Invisibility, and Cat’s Grace cast on self.
The Minder will delay and counter spell as needed to protect his charge.  Note that improved counterspell allows counter spell with a spell of the same school.

Group K EL 15

Earth Dragon Shrine Head Cleric :Male Human Cleric 11; CR 11; Medium HUMANOID; HD (11d8)+77; hp 135; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 28 (flatfooted 28, touch 14); Base Atk +10/+5; Grp +17/+12; Atk +18/+13 Melee (1d8+8, *Heavy Mace (Adamantine) ); Atk +19/+14 Melee (1d8+10, *Heavy Mace (Adamantine) [Magic Weapon (Greater)] ); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Aura (Ex), Domain Spontaneity (Evil)CD pg.80, Rebuke Earth (Su) ~ 4/day (Turn Level 11 ~ Turn Damage 2d6+12), Rebuke Undead (Su) ~ 4/day (Turn Level 11 ~ Turn Damage 2d6+12), Spontaneous Casting, Turn Air (Su) ~ 4/day (Turn Level 11 ~ Turn Damage 2d6+12); Vision: Normal; AL: LE; SV: Fort +15, Ref +5, Will +14; STR 26, DEX 10, CON 22, INT 10, WIS 20, CHA 12.

Skills and Feats: Concentration +18, Knowledge (Religion) +12, Spellcraft +12, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Domain Spontaneity (Evil)CD pg.80, Extra Turning, Power Attack, Shield Proficiency, Simple Weapon Proficiency.
Possessions: rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6 non-Suel humans; see DM Aid: New Rules), Cloak of Resistance +2; Wand of Cure Moderate Wounds; Full Plate (Masterwork); Heavy Mace (Adamantine); Heavy Mace (Adamantine); Heavy Shield (Metal); Periapt of Wisdom +2 Rod of Metamagic (Quicken).

Deity: Earth Dragon; Domains: Evil (You cast evil spells at +1 caster level.); Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities # times per day 3+CHA); 

Spells per Day: (6/7+1/5+1/5+1/4+1/3+1/1+1/0/0/ DC:15+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Purify Food and Drink, Resistance; 1st - Bane, Detect Good, Divine Favor, Doom, Protection from Good, Resurgence, Shield of Faith, Vigor (Lesser) CD pg. 186 ;[Protection from Good]; 2nd - Bear's Endurance, Hold Person, Shatter, Silence, Soften Earth and Stone, Wave of Grief CD pg. 188 [*ED  Desecrate]; 3rd - Deeper Darkness, Dispel Magic, Invisibility Purge, Magic Vestment, Stone Shape, Wrack CD pg. 190 [*ED  Magic Circle Against Good]; 4th - Divine Power, Doomtide CD pg. 163, Greater Magic Weapon, Recitation, *EDUnholy Blight; 5th - Flame Strike, Righteous Might, True Seeing, Wall of Stone, [*ED  Dispel Good]; 6th - Greater Dispel Magic, Harm, Stoneskin Evil domain spells are marked with *ED, evil domain spells that have not been preparared appear in brakets [*ED],
Earth Dragon Shrine Defender (2):  Male Half-orc Cleric 9; CR 9; Medium HUMANOID; HD (9d8)+61; hp 109; Init +6 (+2 Dex, +4 Misc); Spd Walk 0'; AC 29 (flatfooted 28, touch 13); Base Atk +7/+2; Grp +23/+18; Atk +24/+19 Melee (1d8+16, *Heavy Mace (+1 (Weapon/Ammunition)/Masterwork) ); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Aura (Ex), Orc Blood, Rebuke Undead (Su) ~ 1/day (Turn Level 9 ~ Turn Damage 2d6+7), Spontaneous Casting; Vision: Darkvision 60 ft., Normal; AL: LE; SV: Fort +15, Ref +8, Will +13; STR 34, DEX 14, CON 22, INT 6, WIS 18, CHA 6.

Skills and Feats: Concentration +20, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Improved Initiative, Power Attack, Shield Proficiency, Simple Weapon Proficiency.
Possessions: +1 Full Plate; +1 Heavy Shield; +1 Heavy Mace; Potion of Heroism; +1 Cloak of Protection.

Deity: Earth Dragon; Domains: Evil (You cast evil spells at +1 caster level.); Law (You cast law spells at +1 caster level.)

Spells per Day: (6/5+1/5+1/4+1/3+1/1+1 DC:14+spell level); 0 - Create Water, Cure Minor Wounds, Detect Magic, Inflict Minor Wounds, Light, Mending; 1st - Cause Fear, Cure Light Wounds (2), Divine Favor, Protection from Good, Shield of Faith; 2nd - Bear's Endurance, Bull's Strength, Calm Emotions, Cure Moderate Wounds, Deific Vengeance CD pg. 161, Silence; 3rd - Cure Serious Wounds, Dispel Magic, Magic Circle Against Chaos, Ring of Blades, Wrack CD pg. 190; 4th - Castigate, Divine Power, Freedom of Movement, Unholy Blight; 5th - Dispel Good, Righteous Might. 
Magic Circle Against Chaos, Bull’s Strength, Bear’s Endurance, Ring of Blades, Divine Favor, Shield of Faith, Divine Power and Righteous Might pre-cast in that order

Temple Guards (2):  Male Human Fighter 9; CR 9; Medium HUMANOID; HD (9d10)+27; hp 85; Init +4 (+0 Dex, +4 Misc); Spd Walk 20'; AC 29 (flatfooted 29, touch 11); Base Atk +9/+4; Grp +14/+9; Atk +16/+11 Melee (2d6+7/19-20x4, +1 Thundering Dire Pick (+3d8 Sonic on a Crit, DC 14 Fort save or deafened); SA: ; Vision: Normal; AL: LE; SV: Fort +9, Ref +4, Will +6; STR 22, DEX 10, CON 14, INT 8, WIS 10, CHA 8.

Skills and Feats: Intimidate +11, Ride +7, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Close-Quarters Fighting CW PG. 97, Exotic Weapon Proficiency, Improved Critical (Pick (Dire/Exotic)), Improved Initiative, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Power Critical (Pick (Dire/Exotic)) CW PG. 103, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Pick (Dire/Exotic)), Weapon Specialization (Pick (Dire/Exotic)).
Possessions: Cloak of Resistance +1; +1 Thundering Dire Pick; +3 Full Plate; Potion of Barkskin +2; Potion of Enlarge Person; Potion of Shield of Faith +2; +1 Tower Shield 

Group L  EL 15

Eye of Gruumsh:  Male Orc Barbarian1 Fighter 5 Eye of Gruumsh 8; CR 14; Medium HUMANOID; HD (1d12)+(5d10)+(8d12)+98; hp 196; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 29 (flatfooted 29, touch 14); Base Atk +14/+9/+4; Grp +26/+21/+16; Atk +26/+26/+21/+16/+26 Melee (1d8+15/+9/20/x3/3, +1 Adamantine Anarchic Unholy Orc Double Axe; Atk +28/+28/+23/+18 Melee (1d8+21/x3, *+1 Adamantine Anarchic Unholy Orc Double Axe); SA: Blinding Spittle (Ex) 4 times/day (DC 25), Command the Horde (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 3 times/day (9 rounds), Ritual Scarring (Ex), Swing Blindly (Ex); Vision: Blindsight (10'), Darkvision (60'), Normal; AL: CE; SV: Fort +23, Ref +11, Will +10; STR 35, DEX 15, CON 22, INT 6, WIS 10, CHA 6.

Skills and Feats: Intimidate +15, Survival +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Blind-Fight, Combat Brute CW PG. 110, Exotic Weapon Proficiency, Improved Sunder, Improved Toughness, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Two-Weapon Fighting, Weapon Focus (Axe (Orc Double)), Weapon Specialization (Axe (Orc Double)).
Possessions: rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6 non-Suel humans; see DM Aid: New Rules), Amulet of Health +4; Potion of Shield of Faith +5; +1 Adamantine Anarchic Unholy Orc Double Axe; Belt of Giant Strength +4; Boots of Speed (Active); Cloak of Resistance +3; Full +2 Mithral Plate; Potion of Barkskin +5; 

Pious Templar of Gruumsh:  Male Orc Fighter 5 Pious Templar (Blackguard Spells)5; CR 10; Medium HUMANOID; HD (5d10)+(5d10)+50; hp 115; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 27 (flatfooted 26, touch 13); Base Atk +10/+5; Grp +17/+12; Atk +19/+14 Melee (1d8+13/x3, +1 Longspear); Atk +19/+14 Melee (1d8+13/x3, +1 Spear; Atk +13/+8 Ranged (1d8+3/x3, +1 Spear (Thrown) , Range 20' ); SA: +4 to Concentration to use spell or spell-like ability on the defensive, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Mettle (Su), Smite (Su) 1/day; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +12, Ref +3, Will +7; STR 24, DEX 12, CON 18, INT 6, WIS 14, CHA 8
Skills and Feats: Concentration +9, Knowledge (Religion) +2, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Improved Buckler Defense CW pg. 100, Improved Toughness, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, True Believer CD pg 84, Weapon Focus (Longspear, Spear), Weapon Specialization (Longspear, Spear).

Possessions: Amulet of Natural Armor +2; +1 Adamantine Full Plate (DR 3/--); +2 Buckler; +1 Longspear; Potion of Bear's Endurance; Ring of Protection +2; +1 Spear; Wand of Cure Serious Wounds 
Blackguard Spells per Day: (0/2/2/1 DC:12+spell level); 1st - Divine Sacrifice CD pg. 163, Doom; 2nd - Bull’s Strength, Zeal CD pg. 191; 3rd - Deeper Darkness.
Orc Barbarians (2) (Raging):  Male Orc Barbarian1 Fighter6 Rogue1; CR 8; Medium HUMANOID; HD (1d12)+(6d10)+(1d6)+40; hp 92; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 16 (flatfooted 14, touch 10); Base Atk +7/+2; Grp +15/+10; Atk +15/+10 Melee (1d6+8, Throwing Axe ); Atk +9/+4 Ranged (1d6, Throwing Axe (Thrown) , Range 10' ); Atk +17/+12 Melee (2d4+15/18-20, +1 Falchion; SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (7 rounds), Sneak Attack +1d6, Trapfinding ~ Can use Search skill to find traps with DC > 20; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +11, Ref +6, Will +4; STR 27, DEX 14, CON 18, INT 6, WIS 6, CHA 6. 

Skills and Feats: Tumble +9, Spot +4, Survival +1, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Improved Bull Rush, Improved Sunder, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Falchion), Weapon Specialization (Falchion).
Possessions: Throwing Axe; +1 Falchion; Belt of One Mighty Blow; +1 Breastplate; Potion of Cure Moderate Wounds; 

APL 12 EL 13

Special Sinkhole Temple Guards, Map Sheet 3 Only

NOTE: ALL STATS MODIFIED with most precast spells EXCEPT for Heroism’s +2 moral on Attacks, Skills and Saves, AND Enlarge Person on Monks 1 and 4 these are NOT included in the stats as written. 

Monk1: Male Suel Human Mk4/Wiz1/TMk5 CR 10; Medium humanoid; HD 9d8+1d4+50; hp 98; Init +2; Spd 60 ft.; AC 39, touch 19, flat-footed 37 (+6 armor (greater mage armor 5th), +4 shield (shield spell 8th) +2 wis, +1 monk, +2 dex, +10 natural (4 from barkskin 9th, 6 from Trog Chameleon SU), +4 deflection (shield of faith 12th)); BAB/Grp: +6/+11;  Atk: +7 melee (1d10+1, unarmed strike); Full Atk: +5/+5/+0 melee (1d10+1, unarmed strike) and +4 melee (1d4, bite) or +7 melee (1d10+1, unarmed strike) and +6 melee (1d4, bite); Space/Reach 5 ft./5 ft.; SA Alter self (3/day 3 hours each); SQ Mountain Tattoo (3/day 5 rounds each), Unicorn Tatoo(1/day); AL LE; SV Fort +12, Ref +10, Will +12; Str 12, Dex 14, Con 16(18), Int 14, Wis 14, Cha 8.  

Skills and Feats:  Knowledge Religion +10 (8 ranks), Spot +14 (7 ranks) +16 (w/ bat familiar) Listen +15 (13 ranks) +20 (w/ bat familiar) Tumble +17 (13 ranks) Balance +9 (5 ranks) Concentration +17 (13 ranks) Hide +15 (13 ranks) +19 trog (+4 racial bonus) Spellcraft +5 (6 ranks) Jump +20 (5 ranks); Endurance, Combat Expertise, Improved Unarmed Strike(m), Improved Grapple(m), Combat reflexes(m), Scribe scroll(w), Practiced Caster, Improved Toughness, Dodge, (Multiattack from Alter Self/Chameleon Tattoo), Alertness (when within 5' of bat familiar).

Wizard Spells Prepared (3/3; base DC = 12 + spell level, transmutation specialist- illusion and enchantment banned; CL 5): 0—message, touch of fatigue, read magic; 1st- Shocking grasp, chill touch, ray enfeeblement.

Possessions: Eyes of the Eagle, Amulet of Health, Potion of Barkskin +4, Wand of Heroism (5th, 8 charges), Arcane Scroll Fist of Stone (1st).

Monk2: Male Suel Human Mk2/Clc4/SFst4; CR 10; Medium humanoid; HD 10d8+20; hp 70; Init +2; Spd 40 ft.; AC 31, touch 21, flat-footed 30 (+6 armor (greater mage armor 5th), +6 wis, +1 monk, +1 dex, +4 natural (from barkskin 9th), +3 deflection (Shield of Faith 12th)); BAB/Grp: +8/+8;  Atk: +8 melee (d8/x2, unarmed strike); Full Atk: +6/+6 melee (d8/x2, unarmed strike) or +8 melee (d8/x2, unarmed strike); Space/Reach 5 ft./5 ft.; SA Sacred Flames (1.day); SQ none; AL LE; SV Fort +14, Ref +7, Will +15; Str 10, Dex 12, Con 14, Int 8, Wis 20(22), Cha 8.  

Skills and Feats:  Knowledge Religion +7 (8 ranks), Concentration +15 (13 ranks), Spot +13 (7 ranks), Listen +11 (5 ranks), Jump +5 (1 rank), Spellcraft +3 (4 ranks), Heal +7 (1 rank), Tumble +4 (3 ranks); Stunning Fist(m), Improved Unarmed strike(m), Improved Grapple, Combat Casting, Combat Reflexes(m), Practiced Caster, Weakening Touch, Sun School

Cleric Spells Prepared (6/6+1/5+1/3+1/1+1; Base DC= 16 + Spell Level, Domains Earth and Law, CL 8): 0—Create Water, Detect Magic (2), Guidance, Mending, Read Magic; 1st - Bless, Divine Favor, Omen of Peril, Resurgencex2, Protection from Chaos (2) (D); 2nd - Brambles, Cure Moderate Woundsx2, Silence, Spiritual Weapon, Calm Emotions (D); 3rd - Insignia of Healing, Mass Lesser Vigor, Spikes, Stone Shape (D);  4th- Recitation, Cure Critical Wounds, Spike Stones

Possessions: Periapt of Wisdom +2, Pearl of Power 1st x2, Cloak of Resistance +1, Potion of Barkskin +4, wand of shield of faith (12th, 8 charges), wand of cure light wounds (1st, 4 charges), Divine Scroll of Bull's Strength (3rd).   

Monk3: Male Suel Human Mk1/Sorc4/EnFst5; CR 10; Medium humanoid; HD 6d8+4d4+24; hp 72; Init +0; Spd 50 ft.; AC 37, touch 23, flat-footed 36 (+6 armor (greater mage armor 5th), +4 shield (shield spell 8th), +6 cha, +2 monk, +4 natural (from barkskin 9th), +4 deflection (shield of faith 12th)); BAB/Grp: +5/+5;  Atk: +5 melee (1d10, unarmed strike); Full Atk: +3/+3 melee (1d10, unarmed strike) or +5 melee (d10/x2, unarmed strike); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +6, Ref +9, Will +9 ; Str 10, Dex 10, Con 14, Int 10, Wis 8, Cha 20(22).  

Skills and Feats:  Concentration  +15 (13 ranks); Knowledge Arcana +5 (5 ranks) Spot +11 (12 ranks) +13 with weasel familiar Tumble +15 (13 ranks) Diplomacy +10 (4 ranks) Jump +15 (5 ranks), Spell Craft +7 (5ranks); Improved Unarmed Strike(m), Stunning Fist(m), Combat Casting, Practiced Caster, Improved Toughness, Ascetic Mage, Arcane Strike, Alertness (when within 5’ of weasel familiar).
Sorcerer Spells Known (6/8/8/6/4 per day; Base DC=15 + Spell Level, CL 10; 8/5/3/2/1 known): 0- Dancing Lights, Mage Hand, Mending, Message, Prestidigitation, Resistance, Touch of Fatigue, Caltrops; 1st- Shield, Ray of Enfeeblement, Chill Touch, Alarm, Blood Wind; 2nd- Bladeweave, Swift fly, Snake’s Swiftness; 3rd- Vampiric Touch, Spider Poison; 4th- Burning Blood
Possessions:  Cloak of Charisma +2, Potion of Barkskin +4, wand of greater mage armor (5th, 8 charges), wand of cure moderate wounds (3rd, 8 charges), wand of enlarge person (4th, 8 charges), wand of mage armor (1st, 29 charges), Arcane Scroll of Displacement (5th), Arcane Scroll of Fist of Stone (1st).
Monk4: Male Suel Human Mk6/Ftr1/ThiefAcrobat1; CR 8; Medium humanoid; HD 8d8+1d10+1d6+24; hp 49; Init +3; Spd 50 ft.; AC 29, touch 19, flat-footed 26 (+6 armor (greater mage armor 5th), +1 wis, +3 dex, +1 monk, +4 natural (from barkskin 9th), +4 deflection (shield of faith 12th)); BAB/Grp: +7/+13;  Atk: +9 melee (d10+2, unarmed strike) or +11 melee (d6+11/19-20, spiked (8th) staff); Full Atk: +7/+7/+2 melee (d8+2, unarmed strike) or +9/+4 melee (d10+2, unarmed strike) or +9/+9/4 melee (d6+10/19-20, spiked (8th) staff) or +11/6 melee (d6+11/19-20, spiked (8th) staff); Space/Reach 5 ft./5 ft.; SA none; SQ none; AL LE; SV Fort +11, Ref +10, Will +7; Str 14, Dex 16, Con 14(16), Int 14, Wis 12, Cha 8.  

Skills and Feats: Tumble +18 (13 ranks), Balance +15 (10 ranks), Climb +12 (10 ranks), Jump +21 (9 ranks), Spot +14 (13 ranks), Listen +14 (13 ranks), Hide +16 (13 ranks), Move Silently +16 (13 ranks); Improved Unarmed Strike(m), Improved Grapple(m), Dodge, Mobility, Combat Reflexes(m), Combat Expertise, Improved Trip(m), Spring Attack, Whirlwind(f) Elusive Target.
Possessions: Amulet of Health +2, Ring of Counterspells (Dispel Magic), Potion of Barkskin +4, Potion of Bull's Strength (3rd).
Special Aranea Group: Map Sheets 8 & 14 Only

APL 12 (EL 15)
Aranea Rangers (3): Aranea Ranger 6; CR 10; Medium Magical Beast (Shapechanger); HD 3d10+6d8+36; hp 88; Init +9; Spd 50 ft, Climb 25 ft..; AC 20, touch 15, flat-footed 15 +1 natural, +5 Dex, +4 Mage Armor); BAB/Grp: +9/+11;  Atk: +11 (1d6+2 plus poison, bite), +11 (1d6+2s, sap), + 15 (1d8+2, MW Mty. Comp. Bow (+2)),; Full Attack +11 (1d6+2s, sap), + 15/+10 (d8+2, MW Mty. Comp. Bow (+2)), +15/+15/+10(d8+2, x3 Mt. L. Bow)); Space/Reach 5 ft./5 ft.; SA Poison (DC 18 1d6 Str/2d6 Str), Web (DC 18 Esc. Art. DC 22 Str); SQ; AL N; SV Fort +12, Ref +12, Will +7; Str 14, Dex 20, Con 18, Int 12, Wis 14, Cha 18.  

Skills and Feats: Climb +12 (2 ranks), Escape Artist +13 (8 ranks), Jump +16 (2 ranks), Listen +16 (12 ranks), Spot +16 (12 ranks), Survival +14 (12 ranks), Tumble +13 (6 ranks); Iron Will, Improved Initiative, Dodge, Track (r), Rapid Shot (r), Favored Enemy (Orc+4, Goblin+2), Point Blank Shot, Endurance, Manyshot, Improved Rapid Shot,

Sorcerer Spells Known (6/6; CL 3, DC 14+level): 0- Daze, Detect Magic, Ghost Sound, Light, Resistance; 1s –Mage Armor, Shield, Hypnotism

Ranger Spells (2; CL 3, DC 12+level) 1st – Entangle, Longstrider
Aranea Sorcerers (3): Aranea Sorcer 6; CR 10; Medium Magical Beast (Shapechanger); HD 3d10+6d4+36; hp 74; Init +8; Spd 50 ft, Climb 25 ft..; AC 19, touch 14, flat-footed 15 +1 natural, +4 Dex, +4 Mage Armor); BAB/Grp: +5/+7;  Atk: +7 (1d6+2 plus poison, bite), + 10 (1d8/x3, Longbow); Space/Reach 5 ft./5 ft.; SA Poison (DC 17 1d6 Str/2d6 Str), Web (DC 17 Esc. Art. DC 21 Str); SQ; AL N; SV Fort +8, Ref +8, Will +6; Str 12, Dex 18, Con 18, Int 12, Wis 12, Cha 22.  

Skills and Feats: Climb +10 (2 ranks), Concentration +16 (12 ranks), Jump +10 (0 ranks), Listen +10 (6 ranks), Spot +10 (6 ranks), Knowledge (Arcana) +5 (4 ranks); Iron Will, Improved Initiative, Dodge, Spell Focus(enchantment), Greater Spell Focus(enchantment).
Sorcerer Spells Known (6/8/8/7/5; CL 9, DC 16+level, DC 18+level enchant): 0- Daze, Detect Magic, Ghost Sound, Light, Resistance, Read Magic, Touch of Fatigue, Mending; 1s –Mage Armor, Shield, Magic Missle, Color Spray, Charm Person; 2nd – Glitterdust, Scorching Ray, Blindness/Deafness, Tasha’s Hideous Laughter, 3rd – Ray of Exhaustion, Haste, 4th – Confusion, Enervation
APL 12  EL 15

Special Nol-Daer Commander, Map Sheet #1 Only

1 commander, 2 occult slayers, 1 little thug

Commander Mik-Bragge: Male Rakshasa Monk 2/ Marshal 1/ SpellSword 4; CR 15; Medium outsider; HD 14d8+98; hp 147 (+27 temp hps); Init +22; Spd 30 ft.; AC 51, touch 31, flat-footed 45 (+6 (greater mage armor, CL 13), +4 shield (shield spell, CL 13), +6 dex, +10 cha, +14 natural (+5 from Barkskin, CL 12), +5 deflection (Shield of Faith, CL 18)); BAB/Grp: +12/+21; Atk: +20 melee (3d6+18, Brambled +1 spellstoring staff w/ Greater Mighty Wallop, CL 13); Full Atk: +20/+15/+10 melee (3d6+18, Brambled +1 spellstoring staff w/ Greater Mighty Wallop, CL 13) or +18/+18/+13/+8 melee (3d6+16, Brambled +1 spellstoring staff w/ Greater Mighty Wallop, CL 13); Space/Reach 5 ft./5 ft.; SA Detect Thoughts, Channel Spell (3/day), Minor Aura (Motivate Dexterity +10), Flurry of Blows; SQ darkvision 60 ft, Ignore Spell Failure 15%, Evasion, SR 34, DR 15/good and piercing; AL LE; SV Fort +26 (+5+3+2+4+7+3+2), Ref +20 (+5+3+0+1+6+3+2), Will +19 (+5+3+2+4+0+3+2); Str 16 (20), Dex 18 (22), Con 20 (24), Int 10, Wis 10, Cha 24 (30).  

Skills and Feats: (Note: all skills include +2 morale from heroism, CL 5) Skills and Feats: (Note: all skills include +2 morale from heroism, CL 5) Bluff +29 (10 ranks), Concentration +19 (10 ranks), Diplomacy +26 (4 ranks), Disguise +29 (10 ranks), Hide +18 (0 ranks), Intimidate +16 (4 ranks), Knowledge Arcana +8 (6 ranks), Listen +14 (10 ranks), Move Silently +28 (10 ranks), Perform (oratory) +20 (5 ranks), Sense Motive +12 (10 ranks), Spellcraft +7 (5 ranks), Spot +14 (10 ranks), Use Magic Device +20 (+22 scrolls) (5 ranks); Power Attack, Hold the Line, Arcane Strike, Ascetic Mage, Quickdraw, Practiced Caster (Sorcerer), Improved Unarmed Strike (m), Improved Grapple (m), Combat reflexes (m), Skill Focus: Diplomacy (M), and Alertness with familiar and via Heroics (CL 14th): Improved Sunder, Improved Bullrush, Combat Brute, Shock Trooper, Improved Initiative.
Sorcerer Spells Per day (remaining) (6/9(8)/9(0)/8(6)/6(4)), Spells Known (8/5/4/3/2/1; base DC = 20 + spell level, CL 13): 0—Arcane Mark, Dancing Lights, Detect Magic, Mending, Message, Prestidigitation, Read Magic, Touch of Fatigue; 1st—Blockade (CScoundrel), Master’s Touch (sc), Blades of Fire(sc), Ray of Enfeeblement, Shield; 2nd___ Bladeweave(sc), Heroics(sc), False Life, Touch of Idiocy; 3rd___ Greater Mage Armor(sc), Greater Mighty Wallop (RDr), Vampiric Touch; 4th___ Acid Orb(sc), Greater Mirror Image(ph2).
Possessions: Cloak of Charisma +6, Amulet of Health +4, Belt of Giant Strength +4, Boots of Speed, Circlet of Persuasion, Vest of Resistance +3, +1 spell storing/MW quarterstaff (Empowered 13th CL Vampiric Touch stored, brambled 10th CL, Greater Mighty wallop 13th CL), lesser rod of empower (used once), lesser rod of silence, ring of counterspells (dispel magic), ring of counterspells (greater dispel magic), wand of heroism (10ch, 5th CL), potion of barkskin +5 x2 (1 used), potion of shield of faith +5 x2 (1 used), arcane scroll of haste (5th CL), divine scroll of freedom of movement (7th CL) x2 (1 used), arcane scroll of displacement (10th CL), arcane scroll of cat’s grace (6th CL) x2 (1 used), 2xMW/MW quarterstaff (brambled 10th), divine scroll of extended Brambles (10th CL) x3 (3 used), arcane scroll of fly (10th CL) (used), arcane scroll of anticipate teleportation (5th CL) (used).

Active Spells: Shield of Faith (18th CL), Greater Mirror Image (13th CL), Greater Mage Armor (13th CL), Empowered False Life (+27hps, 13th CL), 5x Heroics (13th CL, Improved Sunder, Improved Bullrush, Combat Brute, Shock Trooper, Improved Initiative), Shield (13th CL), Barkskin (12th CL), Fly (10th CL), Freedom of Movement (7th CL), Energy Resistance (Acid 20, 7th CL), Cat’s Grace (6th CL), Anticipate Teleportation (5th CL), Heroism (5th CL).

Active Spells on items: On +1 staff: Mighty Wallop (13th CL) and extended Brambles (10th CL); and on each MW staff: extended Brambles (10th CL).

Channeled Spell (in +1 spellstoring weapon: Acid Orb (13th CL)

Male Hobgoblin Ftr4/Bbn1/ExWp2/OccultSlayer5 (2); CR 12; Medium humanoid; HD 2d12+10d10+36; hp 118 (154 raging); Init +11 (+21 w/ aura); Spd 40 ft.; AC 33, touch 20, flat-footed 23 (+8 armor, +5 dex, +5 natural (barkskin, CL 12), +5 deflection (shield of faith, CL 15)); BAB/Grp: +12/+17; Atk: +23 melee (2d4+13 +1d6 electric, +1 shocking spiked chain); Full Atk: +21/+21/+16/+11 melee (2d4+13 +1d6 electric, +1 shocking spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt, Exotic Reach Stunt, Reckless Rage 3/day, Class abilities; SQ darkvision 60 ft, Class abilities; AL NE; SV Fort +18 (+10+3+3+2), Ref +12 (+2+5+3+2), Will +10 (+5+0+3+2); Str 20(24), Dex 18(20), Con 14(16), Int 10, Wis 10, Cha 8. 

Skills and Feats: (Note: all skills +2 from heroism, CL 5th): Knowledge Arcana +7 (5 ranks), Spellcraft +15 (11 ranks), Craft: weaponsmith +8 (6 ranks), Listen +3 (1 rank), jump +18 (5 ranks), tumble +8/+18 (with marshal aura bonus) (1 rank).  Improved Initiative, EWP: Spiked Chain (f), WF: Spiked Chain (f), Extra Rage, Power Attack (f), Reckless Rage, Combat Reflexes, Instantaneous Rage.

Possessions: +1 shocking spiked chain, MW cold iron spiked chain, MW cold iron spiked gauntlets, Girdle of Giant Strength +4, Amulet of Health +2, Gloves of Dexterity +2, +3 cloak of resistance, +3 mithral breastplate, potion of barkskin +5 (used), potion of shield of faith +5 (used), potion of displacement (5th CL), potion of enlarge person (5th CL).
Active spells: Shield of Faith (18th CL), Heroics (14th CL, Weapon Specialization: Spiked Chain), Barkskin (12th CL), and Heroism (5th CL).
Male Hobgoblin Ftr6/ExWp2/Bbn1; CR 9; Medium humanoid; HD 8d10+1d12+27; hp 83 (110 raging); Init +5 (+15 with marshal aura); Spd 30 ft.; AC 30, touch 18, flat-footed 22 (+7 armor, +3 dex, +5 natural (Barkskin, 12th CL), +5 deflection (shield of faith, 5th CL)); BAB/Grp: +9/+15; Atk: +19 melee (2d4+10+1d6 electric, +1 shocking spiked chain); Full Atk: +17/+17/+12 melee (2d4+10 +1d6 electric, +1 shocking spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt, Exotic Reach Stunt, Rage 3/day; SQ darkvision 60 ft; AL NE; SV Fort +18 (10+3+3+2), Ref +10 (2+3+3+2), Will +6 (2+-1+3+2); Str 20 (22), Dex 16, Con 14 (16), Int 14, Wis 8, Cha 8.  

Skills and Feats: (Note: all skills +2 from heroism, CL 5th): Jump +18 (9 ranks), tumble +12/+22 (with marshal aura) (5 ranks), craft weaponsmith +14 (10 ranks), swim +14 (9 ranks); EWP Spiked Chain (f), WF: Spiked Chain, Combat Reflexes (f), Close Quarters Fighting, Combat Expertise (f), Power Attack, Improved Trip (f), Extra Rage, and via Heroics (14th CL): Improved Disarm.

Items: +1 shocking spiked chain, MW cold iron spiked chain, MW cold iron spiked gauntlets, +2 mithral breastplate, +3 cloak of resistance, +2 gauntlets of ogre power, +2 amulet of health, potion of barkskin +5 (used), potion of shield of faith +5 (used), potion of displacement (5th CL), potion of enlarge person (5th CL), NonMagical MW Belt.

Active Spells: Shield of Faith (18th CL), Heroics (14th CL, Improved disarm), Barkskin (12th CL), and Heroism (5th CL).
Appendix 7 – APL 14

Encounter 3, 5, 7




Group A EL 15

Orcs of the Wild Coast:  Flaming Skull Tribe. These orcs feature a flaming skull on their shields

Barbarians (2):  Male Orc Barbarian 10; CR 10; Medium HUMANOID; HD (10d12)+40; hp 105; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 16 (flatfooted 14, touch 10); Base Atk +10/+4; Grp +18/+13; Atk +20/+15 Melee (1d12+13/x3, Greataxe); Atk +16/+11 Melee (1d8+12/x3, *Spear); Atk +11 Ranged (1d8/x3, *Spear (Thrown), Range 20'); SA: Damage reduction 2/-, Illiterate, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 5 times/day (12 rounds), Trap Sense +2, Uncanny Dodge (Dex bonus to AC); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +11, Ref +3, Will +2; Abilities STR 26, DEX 14, CON 18, INT 6, WIS 6, CHA 6 

Skills and Feats: Intimidate +9, Listen +9, Armor Proficiency (Light), Armor Proficiency (Medium), Extend Rage CW pg. 97, Extra Rage CW pg. 98, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Great Axe) 

Possessions: +1 Chainmail; +1 Greataxe; Spear

Stats assume rage is active

Fighters (2): Male Orc Fighter 10; CR 10; Medium HUMANOID; HD (10d10)+40; hp 104; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 21 (flatfooted 19, touch 12); Base Atk +10/+5; Grp +15/+10; Atk +18/+13 Melee (1d8+8/19-20x3, *Battleaxe (Masterwork)); Atk +14/+9 Melee (1d6+4, Throwing Axe); Atk +12 Ranged (1d6, Throwing Axe (Thrown), Range 10'); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell.; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +10, Ref +5, Will +4; Abilities STR 20, DEX 14, CON 16, INT 6, WIS 12, CHA 6 
Skills and Feats: Intimidate +10, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Brute CW pg. 110, Formation Expert CW pg. 110, Greater Weapon Focus, Improved Bull Rush, Improved Critical (Battle Axe), Improved Toughness, Improved Sunder, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Battleaxe), Weapon Specialization (Battleaxe).

Possessions: +1 Battleaxe; +1 Heavy Shield (Metal); +1 Chainmail; Throwing Axe

Cleric (1): Male Orc Cleric 11; CR 11; Medium HUMANOID; HD (11d8)+11; hp 79; Init +5 (+1 Dex, +4 Misc); Spd Walk 30'; AC 24 (flatfooted 23, touch 13); Base Atk +8/+3; Grp +12/+7; Atk +12/+7 Melee (1d4+2/19-20, Dagger ); Atk +8 Ranged (1d4/19-20, Dagger (Thrown) , Range 10' ); Atk +15/+10 Melee (1d6+6/20/x3, *Shortspear ); Atk +9 Ranged (1d6/x3, *Shortspear (Thrown) , Range 20'); SA: +4 to Concentration to use spell or spell-like ability on the defensive, Domain Spontaneity (Strength)CD pg.80 Can cast strength domain spells spontaneously, Aura (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rebuke Undead (Su) ~ 6/day (Turn Level 3 ~ Turn Damage 2d6+6), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +11, Ref +6, Will +12; Abilities STR 18, DEX 12, CON 12, INT 10, WIS 16, CHA 10 


Skills and Feats: Concentration +10, Knowledge: Religion +8,  Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Domain Spontaneity (Strength)CD pg.80,, Extra Turning, Improved Initiative, Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Shortspear).

Possessions: Cloak of Protection +2, Breastplate; Dagger; +1 Heavy Shield; Shortspear, Rod of Metamagic (Quicken); 
Deity: Gruumsh; Domains: War (Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.); Strength (You can perform a feat of strength as a supernatural ability. You gain an enhancement bonus to Strength equal to your cleric level. Activating the power is a free action, the power lasts 1 round, and it is usable once per day.); 

Spells per Day: (6/6+1/5+1/5+1/3+1/2+1/1+1 DC:12+spell level): 0 - Create Water, Cure Minor Wounds, Detect Magic, Read Magic, Resistance, Virtue; 1st - Bless, Cure Light Wounds, Cure Light Wounds, Doom, *SD*Enlarge Person,  Shield of Faith, Vigor (Lesser) CD pg . 186; 2nd - *SD Bull's Strength, Cure Moderate Wounds, Deific Vengeance CD pg 161, Hold Person, Remove Paralysis, Silence; 3rd - Bestow Curse, Cure Serious Wounds, Dispel Magic, Dispel Magic, *SD *Magic Vestment,  Prayer; 4th - Cure Critical Wounds, Freedom of Movement, *Greater Magic Weapon, Unholy Blight [*SD  Spell Immunity]; 5th - *Flame Strike, True Seeing, Wall of Stone[*SD  Righteous Might]; 6th - Harm, *SD Stoneskin. Strength domain spells are marked with *SD, strength spells that have not been preparared appear in brakets [*SD],
Magic Vestment, Greater Magic Weapon, Bull’s Strength, Shield of Faith and Stoneskin pre-cast in that order.

Group B  EL 17

Orcish Cavalry of the Flaming Skull Tribe

Orc Riders (3): Orc Barbarian 8/Fighter 4, CR 12; Medium Humanoid (Ord); HD 8d12+4d10+36(50); hp 127(141); Init +2; Spd 40 ft.; AC 19(17), touch 14(12), flat-footed 17(15) +5 armor, +2 ring, +2 dex; BAB/Grp: +12/+18;  Atk: +19(21) (d8+10(13)/19-20x3, +1 Lance); Space/Reach 5 ft./5 ft.; SA Rage (3/day); SQ Improved Uncanny dodge, DR 1/-; AL CE; SV Fort +12(14), Ref +5, Will +1(3); Abilities Str 23(27), Dex 14, Con 14(18), Int 12, Wis 6, Cha 6.  


Skills and Feats: Intimidate +13 (15 ranks), Ride +21 (15 ranks), Listen +5 (7 ranks), Handle Animal +13 (15 ranks), Survival +5 (7 ranks); Mounted Combat, Power Attack, Ride-By Attack, Spirited Charge, Skill Focus (ride), Improved Toughness, Improved Critical (lance), Extend Rage
Parenthetical numbers are the rage statistics.

Razor Boar mounts (3): CR 12; Large Animal; HD 21d8+105; hp 213; Init +2; Spd 50 ft.; AC 28, touch 11, flat-footed 27 -1 size, +2 dex, +17 natural; BAB/Grp: +15/+28;  Atk: +24 melee (2d6+9/19-20, gore); Full Atk: +24 (2d6+9/19-20, gore) and +19/+19 (1d4+4, hooves) or +24 (1d8, bite); Space/Reach 10 ft./5 ft.; SA Trample 2d6+13, Vorpal Tuaks; SQ DR 10/magic, Fast Healing 10, scent, SR 27; AL N; SV Fort +16, Ref +14, Will +9; Abilities Str 28, Dex 13, Con 18, Int 2, Wis 14, Cha 9.  


Skills and Feats: Listen +16 (12 ranks), Spot +17 (13 ranks); Alertness, Dodge, Weapon Finesse, Improved Toughness, Improved Critical (gore), Run, Endurance, Diehard
Vorpal Tusks (On critical with gore, decapitation)

Possessions: Bite; Waterskin; Saddlebags [ Waterskin] Military Saddle 

Group C  EL 15

Fire Giant Soldier (2):  Male or female fire giant fighter 2; CR12; Large giant (fire); HD 15d8+75 plus 2d10+10; hp 167; Init +3; Spd 30 ft; AC 23, touch 8, flat-footed 23; Base Atk +13; Grp +27; Atk +24 melee (3d6+16/19-20 plus 1d6 fire; +1 flaming greatsword) or +22 melee (1d4+10, slam) or +12 ranged (2d6+10+2d6 fire, rock); Full Atk +24/+19/+14 melee (3d6+16/19-20 plus 1d6 fire; +1 flaming greatsword), or +22 melee (1d4+10, slam) or +12 ranged (2d6+10+2d6 fire, rock); ; SA rock throwing; SQ immunity to fire, low-light vision, rock catching, vulnerability to cold; AL LE; SV Fort +17, Ref +4, Will +9; Abilities Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11.

Skills and Feats:  Climb +10, Craft (Weaponsmithing) +7, Intimidate +7, Jump _10, Spot +14; Cleave, Great Cleave, Improved Initiative, Improved Overrun, Improved Sunder, Iron Will  Power Attack, Weapon Focus (greatsword)

Possessions: +1 flaming greatsword  

Forest Giant Marshals (2): Male Forest Giant Marshal1; CR 11; Huge Giant; HD 15d8+90-4; hp 164; Init +1; Spd 40 ft.; AC 25, touch 9, flat-footed 24 (-2 size, +1 dex, +5 armor (chain shirt), +11 natural); Base Atk +10; Grp +29; Atk +20 melee (3d8+17, +1 huge greatclub) or +19 ranged (2d8+11, rock); Full Atk +20/+15 melee (3d8+17, greatclub) or +17/+17/+12 (2d8+11, rock); Space/Reach 15 ft./15 ft.; SA (poisoned arrows), rock throwing; SQ Darkvision 60 ft., rock throwing, 1 Minor Aura (each); AL NE; SV Fort +18, Ref +6, Will +10; Abilities Str 33, Dex 13, Con 22, Int 14, Wis 16, Cha 22. Marshal, Miniatures Handbook, pg. 11. 

Skills and Feats: Diplomacy +20, Hide +19, Sense Motive +14, Spot
 +26, Listen +21; Point Blank Shot, Precise Shot, Rapid Shot, Quickdraw, Brutal ThrowCV, Skill Focus: Diplomacy, Woodland Archer RW
Possessions: +1 huge mithril chain shirt with forestward shroudRW, eyes of the eagle, brooch of shielding, bracers of quick strike MH, vest of resistance +1 CA, +1 huge greatclub, potion of fly (5th CL), potion of bull’s strength (3rd CL), potion of shield of faith +3 (6th CL), potion of barkskin (3rd CL), thunderstones x3, tanglefoot bags x2, bag of caltrops x3, quiver of javelins (10 javelins), bag of rocks (10 rocks) x5, 25gp.
Minor Auras: A minor aura lets allies add the marshal’s Charisma bonus (if any) to certain rolls.

Motivate Dexterity (active on #1): +6 bonus on Dexterity checks, dexterity based skill checks and initiative checks.

Force of Will (active on #2): +6 bonus to Will saves.

Group D  EL 15

Orcs of the Wild Coast:  Remnants of the Saltburner Tribe

Orcish Warriors (8):  Male Orc Warrior level 6; CR 5; HD 6d8+6;  hp 39 each;  Init +0; Spd 30 feet; AC 14, Touch 10, flat footed 14;  Base atk: +6/1;  Grp: +9; Atks +11 melee (2d4+4 [crit 18-20], falchion) or +6 ranged (1d6+3, javelin); Full atk +11/6 melee (2d4+4/18-20, falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight);  AL--CE;  SV:  Fort +6, Ref +2, Will +1; AbilitiesStr 17, Dex 11, Con 12, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +6, Jump+6;  Alertness, WF: Falchion, Power Attack

Possessions: chain shirt, MW falchion, 3 javelins, dagger, potions of cure light wounds

Orc Barbarian (2):  Male Orc Barbarian level 10;  HD 10d12+20 (40 when raging); hp 95 (115 when raging); Init + 0; Spd 30 feet; AC 16 (14 when raging), touch 11 (9 when raging), flat footed 16 (14 when raging);  Base atk: +10/+5; Grp +15 (+17 when raging) Atks +17 melee (+19 when raging) (2d4+8/18-20 (+11 when raging), falchion) or +10 ranged (1d6+5 (+7 when raging), javelin); Full atk: +17/12 melee (+19/14 when raging) (2d4+7/18-20 (+10 when raging), falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight), Uncanny Dodge, Rage 3/day, Trap Sense +3, Improved Uncanny Dodge, Damage Reduction 2/-;  AL--CE;  SV:  Fort +9, Ref +3, Will +2 (+4 when raging); Abilities Str 20, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +10, Jump +10; Alertness, Power Attack, Improved Sunder, WF: Falchion

Possessions:  +1 chainmail, +1 falchion, 3 javelins, dagger, potion of cure moderate wounds
Orc Barbarian Leader:  Male Orc Barbarian level 11;  HD11d12+22 (55 when raging); hp 104 (137 when raging); Init + 0; Spd 30 feet; AC 18 (16 when raging), touch 13 (11 when raging), flat footed 18 (16 when raging);  Base atk: +11/6/1; Grp +16 (19 when raging) Atks +18 melee (+21 when raging) (2d4+7/18-20 (+12 when raging), falchion) or +11 ranged (1d6+5 (+8 when raging), javelin); Full atk: +18/13/8 melee (+21/16/11 when raging) (2d4+8/18-20 (+11 when raging), falchion);  Space/reach: 5 ft/5ft; SQ: Darkvision, 60 ft., Light sensitivity (dazzled in bright sunlight) , Uncanny Dodge, Greater Rage 3/day, Trap Sense +3, Improved Uncanny Dodge, Damage Reduction 3/--;  AL--CE;  SV:  Fort +8, Ref +3, Will +2 (+4 when raging);  Str 20, Dex 10, Con 14, Int 8, Wis 8, Cha 6

Skills and Feats:  Speak Orc, Common; Listen +2, Spot +2, Climb +11, Jump +10; Alertness, Power Attack, Improved Sunder, WF: Falchion

Possessions:  +2 chainmail, +1 falchion, 3 javelins, 2 daggers, +1 ring of protection, potion of shield of faith +2,.

Potion of Shield of Faith consumed.

Group E (EL 15)
Ogre Mage (3):  Male Ogre Mage Fighter 6; CR 12; Large GIANT; HD (5d8)+(2d10)+55; hp 115; Init +3 (+3 Dex, +0 Misc); Spd Walk 40', Fly 40'; AC 22 (flatfooted 18, touch 13); Base Atk +9/+3; Grp +19; Atk +14/+9 Ranged (2d6+9/x3, +1 Mighty Composite Flaming Longbow (+6/Large), Range 110' ); Atk +14/9 Melee (3d6+9/19-20, Large Greatsword); SA: Flight (Su), Giants eat and sleep and breathe, Regeneration 5 (Ex); Vision: Low-light, Normal; AL: LE; SV: Fort +15, Ref +6, Will +7; Abilities STR 22, DEX 17, CON 21, INT 14, WIS 14, CHA 18 

Skills and Feats: Concentration +11, Listen +10, Spellcraft +9, Spot +10, Dodge, Iron Will, Mobility, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (Longbow), Weapon Specialization (longbow)

Possessions: Arrow (Large); +1 Chain Shirt; Large Greatsword; +1 Mighty Composite Flaming Longbow (+6/Large)
Spell-like Abilities: Darkness (At Will per day), Invisibility (At Will per day), Charm Person DC 15 (1 per day), Cone of Cold DC 19 (1 per day), Gaseous Form (1 per day), Polymorph (1 per day), Sleep DC 15 (1 per day) 


Group F:  Earth Dragon Cultists  (EL 16)
Favored Soul War Chief :Male Half-orc Favored Soul 6 Warchief 9; CR 15; Medium HUMANOID; HD (5d8)+(9d10)+70; hp 152; Init +6 (+2 Dex, +4 Misc); Spd Walk 30', AC 25 (flatfooted 21, touch 16); Base Atk +10/+5; Grp +12/+7; Atk +12 Ranged (1d6, Javelin , Range 30 ft.); Atk +16/+11 Melee (1d6+6/x4, *Heavy Pick (under effects of magic weapon); SA: Devoted Bodyguards, Orc Blood, Tribal Frenzy (STR +10); Vision: Darkvision (60'), Normal; SD:  Energy Resistance: Fire/10; AL: LE; SV: Fort +13 Ref +8 Will +11 Abilities STR 21, DEX 14, CON 18, INT 6, WIS 16, CHA 14

Skills and Feats: Concentration +19/+23; Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Close-Quarters Fighting (CW pg. 97), Dodge, Improved Initiative, Improved Toughness, Martial Weapon Proficiency (Heavy Pick), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Heavy Pick).

Possessions: +1 Chainmail; Heavy Shield (Metal); Javelin (x3); Heavy Pick; Potion of Cure Serious Wounds; 
Spells per Day: (6/7 5/6 4/4 2 DC:12+spell level): 0 - Create Water, Cure Minor Wounds, Detect Magic, Disrupt Undead, Resistance, Virtue; 1st - Bless, Cure Light Wounds, Magic weapon, Shield of Faith, Vigor, Lesser CD pg 186; 2nd - Bear’s Endurance, Bull’s Strength, Cure Moderate Wounds, Silence; 3rd - Cure Serious Wounds, Magic Vestment, Mass Lesser Vigor CD pg. 186.
Precast Magic Vestment on shield, Bull’s Strength, Bear’s Endurance, Magic Weapon, and Shield Of Faith, and Mass Lesser Vigor, in that order.

Followers are also under the effects of Tribal frenzy giving a +10 bonus to strength.  Each person affected by the tribal frenzy takes 5 hp/rd (reduced by one by mass lesser vigor).

Cultist Berserkers (11):  Male Human Barbarian 6; CR 6; Medium HUMANOID; HD (6d12)+24; hp 71; Init +1 (+1 Dex, +0 Misc); Spd Walk 30'; AC 13 (flatfooted 13, touch 8); Base Atk +6/+1; Grp +16/+11; Atk +16/+11 Melee (1d6+9, Throwing Axe); Atk +7 Ranged (1d6, Throwing Axe (Thrown) , Range 10 ft.); Atk +17/+12 Melee (1d8+15/x4, *Dire Pick ); SA: Illiterate, Improved Uncanny Dodge, Rage (Ex) 2 times/day (7 rounds), Trap Sense (Ex) +2 bonus to Reflex save and +2 Dodge bonus to AC vs. Traps, Uncanny Dodge (Dex bonus to AC); Vision: Normal; AL: NE; SV: Fort +9, Ref +3, Will +5; Abilities STR 31, DEX 12, CON 18, INT 10, WIS 12, CHA 10 

Skills and Feats: Climb +15, Intimidate +8, Listen +9, Ride +8, Survival +9, Armor Proficiency (Light), Armor Proficiency (Medium), Martial Weapon Proficiency, Power Attack, Reckless Charge (MH pg. 27), Shield Proficiency, Simple Weapon Proficiency, Weapon Focus (Pick (Dire/Martial)).

Possessions: Throwing Axe; Chainmail; Dire Pick

Raging and under the effects of tribal frenzy.  +14 Strength and taking 5 hp a round (reduced by one by mass lesser vigor)

Group G:  Orc Heavy Shock Troops (EL 16)
Male Orcs Fighter5 Tactical Soldier1 Rogue5 (5); CR 11; Medium HUMANOID; HD 5d10+1d10+5d6+55; hp 115; Init +5 (+1 Dex, +4 Misc); Spd Walk 20'; AC 25 (flatfooted 24, touch 11); Base Atk +9/+4; Grp +17/+12; Atk +17/+12 Melee (1d6+8, Throwing Axe ); Atk +10/+5 Ranged (1d6, Throwing Axe (Thrown) , Range 10' ); Atk +19/+14 Melee (1d8+11/x3,  +1 Battleaxe); SA: Flanker (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Sneak Attack +3d6, Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Trapfinding ~ Can use Search skill to find traps with DC > 20, Uncanny Dodge (Dex bonus to AC); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +12, Ref +6, Will +1; Abilities STR 26, DEX 12, CON 20, INT 8, WIS 8, CHA 6

 Skills and Feats: Escape Artist +5, Intimidate +12, Listen +3, Sense Motive +1, Spot +3, Tumble +15, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cleave, Combat Reflexes, Improved Initiative, Improved Toughness, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Battleaxe), Weapon Specialization (Battleaxe).

Possessions: Belt of One Mighty Blow, Throwing Axe; +1 Battleaxe; +1 Full Plate; +1 Tower Shield; Potion of Bear's Endurance; Potion of Bull's Strength; Potion of Cure Serious Wounds

Group H:  Raging Orc Barbarian Chieftains  (EL 17)
Male Orcs Barbarian4 Fighter8 Exotic Weapon Master3 (2); CR 15; Medium HUMANOID; HD 4d12+8d10+3d10+75; hp 174; Init +3 (+3 Dex, +0 Misc); Spd Walk 0'; AC 19 (flatfooted 19, touch 11); Base Atk +15/+10/+5; Grp +23/+18/+13; Atk +24/+19/+14;+24/+19 Melee (1d8+11or 1d8+7/19-20x3, +1 Wounding Orc Double Axe); Atk +26/+21/+16 Melee (1d8+15/19-20x3,+1 Wounding Orc Double Axe); SA: Exotic Weapon Stunt (Ex) ~ Double Weapon Defense, Exotic Weapon Stunt (Ex) ~ Flurry of Strikes, Exotic Weapon Stunt (Ex) ~ Uncanny Blow, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 2 times/day (7 rounds), Trap Sense (Ex) +1 bonus to Reflex save and +1 Dodge bonus to AC vs. Traps, Uncanny Dodge (Dex bonus to AC); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +19, Ref +9, Will +9; Abilities STR 26, DEX 17, CON 18, INT 6, WIS 8, CHA 6

Skills and Feats: Craft (Weaponsmithing) +2, Intimidate +16, Survival +3, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Exotic Weapon Proficiency, Greater Weapon Focus (Axe (Orc Double)), Improved Critical (Axe (Orc Double)), Improved Toughness, Improved Two-Weapon Fighting, Iron Will, Martial Weapon Proficiency, Power Attack, Power Critical (Axe (Orc Double)) CW pg. 103, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Two-Weapon Defense, Two-Weapon Fighting, Weapon Focus (Axe (Orc Double)), Weapon Specialization (Axe (Orc Double)).
Possessions: +1 Wounding Axe Orc Double Ax; Potion of Shield of Faith +3; +3 Breastplate; Cloak of Resistance +2
Group I:  Pomarj Warmage and Troll Bodyguards   (EL 16)
Warmage:  Male Human Warmage12; CR 12; Medium HUMANOID; HD (12d6)+48; hp 98; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 19 (flatfooted 17, touch 14); Base Atk +6/+1; Grp +6/+1; Atk +7/+2 Melee (1d8/x3, *Spear (Masterwork) ); Atk +9/+4 Ranged (1d8/x3, *Spear (Masterwork/Thrown) , Range 20' ); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Advanced Learning 1 (Ex), Advanced Learning 2 (Ex), Advanced Learning 3 (Ex), Armored Mage (light) (Ex), Armored Mage (medium) (Ex); Vision: Normal; AL: NE; SV: Fort +9, Ref +7, Will +9; Abilities STR 10, DEX 14, CON 18, INT 10, WIS 10, CHA 21

 Skills and Feats: Concentration +19, Knowledge (Arcana) +15, Spellcraft +17, Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Diehard, Endurance, Energy Affinity (Acid), Improved Initiative, Improved Toughness, Shield Proficiency, Simple Weapon Proficiency, Sudden Empower, Sudden Enlarge.

Possessions: Amulet of Health +4; Ring of Protection +2; +1 Mithral Chain Shirt; Spear (Masterwork); Rod of Maximize (Lesser); Cloak of Charisma +2; Vest of Resistance +1; 
Spells per Day: (6/8/7/7/7/6/3/0/0/ DC:15+spell level); 0 - Acid Splash, Disrupt Undead, Light, Ray of Frost; 1st - Accuracy CA pg. 96, Orb of Acid, Lesser CA pg. 115 , Burning Hands, Chill Touch, Orb of Cold, Lesser CA pg. 116, Orb Of Electricity, Lesser CA pg. 116, Orb of Fire, Lesser CA pg 116, Fist of Stone CA pg. 107, Hail of Stone CA pg. 110, Magic Missile, Shocking Grasp, Sleep, Orb of Sound, Lesser CA pg. 116, True Strike; 2nd - Blades of Fire CA pg. 99, Continual Flame, Fire Trap, Fireburst CA pg. 107, Flaming Sphere, Melf's Acid Arrow, Pyrotechnics, Scorching Ray, Shatter; 3rd - Fire Shield, Fireball, Flame Arrow, Gust of Wind, Ice Storm, Lightning Bolt, Poison, Ring of Blades CA pg. 121, Sleet Storm, Stinking Cloud; 4th - Blast of Flame CA pg. 99, Contagion, Evard's Black Tentacles, Phantasmal Killer, Shout, Wall of Fire; 5th - Arc of Lightning CA pg. 97, Arc of Lightning CA pg. 97, Cloudkill, Cone of Cold, Mass Fire Shield CA pg. 106, Greater Fireburst CA pg. 107, Flame Strike; 6th - Acid Fog, Blade Barrier, Chain Lightning, Circle of Death, Disintegrate, Fire Seeds, Otiluke's Freezing Sphere, Tenser's Transformation.
Troll Fighters (3):  Male Troll Giant 6 Fighter 7; CR 12; Large GIANT; HD (6d8)+(7d10)+65; hp 140; Init +6 (+2 Dex, +4 Misc); Spd Walk 30'; AC 23 (flatfooted 21, touch 12); Base Atk +11/+6/+1; Grp +20/+15/+10; Atk +17/+12/+7 Melee (2d8+10+1d6/x3, +1 Frost Glaive (Large) ); Atk +13 (1d6+2, *Bite ); Atk +15/+15 (1d6+5, *Claw ); SA: Giants eat and sleep and breathe, Regeneration 5 (Ex), Rend (Ex), Scent (Ex); Vision: Darkvision (90'), Low-light, Normal; AL: CE; SV: Fort +15, Ref +6, Will +6; 

Abilities: STR 21, DEX 14, CON 20, INT 4, WIS 10, CHA 4 

Skills and Feats: Intimidate +4, Listen +5, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Brute (CW pg. 110), Combat Reflexes, Improved Initiative, Improved Sunder, Iron Will, Martial Weapon Proficiency, Multiattack, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Glaive); Weapon Specializtion (Glaive).

Possessions: +1 Frost Glaive (Large); Ring of Protection +1;Potion of Protection from Energy/Fire; +1 Chainmail

Group J:  Orc Cleric and Retinue  (EL 16)
Half-Orc Warpriest: Male Half-orc Cleric 7 Warpriest 8; CR 15; Medium HUMANOID; HD (7d8)+(8d10)+99; hp 185; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 30 (flatfooted 27, touch 15); Base Atk +15/+10/+5; Grp +24/+19/+14; Atk +26/+21/+16 Melee (1d8+17/x3, *Spear of retribution); Atk +17/+12/+7 Ranged (1d8+2/x3, *Spear of retribution (Thrown) , Range 20 ft.); SA: +4 to Concentration to use spell or spell-like ability on the defensive, Aura (Ex), Domain Spontaneity (Domination)CD pg.80 , Fear Aura (Su), Inflame (Ex) +8, Orc Blood, Rally (Ex), Rebuke Undead (Su) ~ 5/day (Turn Level 15 ~ Turn Damage 2d6+13), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +20, Ref +8, Will +14; Abilities:  STR 30, DEX 12, CON 22, INT 10, WIS 19, CHA 6 
Skills and Feats: Concentration +24, Diplomacy +8, Sense Motive +9, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Power Attack, Domain Spontaneity CD pg. 80, Extra Turning, Cleave, Shield Proficiency, Simple Weapon Proficiency, True Believer CD pg. 86, Weapon Focus (Halfspear).

Possessions: rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6  non-Suel humans; see DM Aid: New Rules),  Amulet of Health +4; Potion of Barkskin +5; Winged Boots; Cloak of Resistance +3; +2 Full Plate; Gauntlets of Ogre Power; Spear of retribution; Wand of Cure Moderate Wounds, Rod of Metamagic (Quicken); 
Deity: Gruumsh Domains: War (Free Martial Weapon Proficiency with deity's favored weapon (if necessary) and Weapon Focus with the deity's favored weapon.) Domination(You gain the Spell Focus (Enchantment) feat.) 
Spells per Day: (6/6+1/5+1/5+1/4+1/2+1/1+1/0/0/ DC:14+spell level): 0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Mending, Purify Food and Drink; 1st - Cause Fear, *DD Command, *Divine Favor, Doom, Remove Fear, Shield of Faith, Vigor (Lesser) CD pg. 186; 2nd - Deific Vengeance CD pg. 161, Hold Person, Resist Energy, Silence, *Spiritual Weapon, Wave of Grief CD pg. 188 [*DD  Enthrall]; 3rd - Dispel Magic, Invisibility Purge, Magic Circle Against Good, *DD Suggestion, Vigor (Mass Lesser) CD pg. 186, Wrack CD pg. 190; 4th - Castigate CD pg. 158, Divine Power, *DD Dominate Person, Freedom of Movement, Recitation; 5th - Flame Strike, Righteous Might, Stalwart Pact CD pg. 181[*DD  Command, Greater]; 6th - Blade Barrier, Harm [*DD  Quest]. Domination domain spells are marked with *DD, domination spells that have not been preparared appear in brakets [*DD],
Stalwart Pact, Magic Circle Against Good, Freedom of Movement, Divine Power and Righteous Might cast before entering combat in that order.  When HPs drop below 50%, subject gains DR 5/Magic, +4 on all saves, and 75 HP.

Spear of Retribution is a +2 Returning spear.  It becomes +4 Returning against anyone who has wounded the cleric.

Orc Spearmen (8): Male Orc Fighter 6 Barbarian 1; CR 7; Medium HUMANOID; HD (6d10)+(1d12)+35; hp 82; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 23 (flatfooted 22, touch 9); Base Atk +7/+2; Grp +13/+8; Atk +13/+8 Melee (1d6+6/x3, Handaxe); Atk +14/+9 Melee (1d6+9/x3, *Shortspear (+1 (Weapon/Ammunition)/Masterwork) ); Atk +9/+4 Ranged (1d6+7/x3, *Shortspear (+1 Weapon/Ammunition/Masterwork/Thrown, +6 Str), Range 20 ft.); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (8 rounds); Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +12, Ref +3, Will +4; Abilities STR 23, DEX 12, CON 20, INT 10, WIS 10, CHA 6.

Skills and Feats: Intimidate +8, Listen +4, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Close-Quarters Fighting CW pg. 97, Formation Expert CW pg. 110, Improved Shieldmate MH pg. 28, Martial Weapon Proficiency, Phalanx Fighting CW pg. 103, Shield Proficiency, Shieldmate MH pg. 28, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Shortspear), Weapon Specialization (Shortspear).

Possessions: +1 Full Plate; Handaxe; +1 Tower Shield; +1 Shortspear 

When adjacent to other spearmen, AC goes to 30 (+3 from Shieldmate MH pg. 28), and +3 from Phalanx Fighting, +1 from Formation Expert.)  Also, the orcs get +2 to hit when fighting with comrade adjacent from Formation Fighting. 

Group K:  Ogre and Minder (EL 16)
Ogre War Hulk:  Male Ogre Giant4 Barbarian2 War Hulk7 Fighter2; CR 14; Large GIANT; HD 4d8+2d12+7d12+2d10+124; hp 222; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 25 (flatfooted 23, touch 12); Base Atk +7/+2; Grp +29/+24; Atk +24/+24/+19 Melee (3d6+28/17-20 plus 1d6 electrical, +1 Keen Shock Greatsword); SA: Great Swing (Ex), Mighty Rock Throwing (Ex), Mighty Swing (Ex), No Time To Think (Ex), Rage (Ex) 3 times/day (10 rounds), Sweeping Boulder (Ex), Uncanny Dodge (Dex bonus to AC); Vision: Low-light, Normal; AL: CE; SV: Fort +24, Ref +8, Will +9; Abilities STR 46, DEX 14, CON 24, INT 4, WIS 10, CHA 4. 

Skills and Feats: Intimidate +6, Listen +6, Spot +4, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Cleave, Combat Reflexes, Extra Rage CW pg. 98, Improved Buckler Defense CW pg. 100, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Powerful Charge MH pg. 27, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency.
Possessions: Adamantine Breastplate (DR/2-); Belt of One Mighty Blow, Boots of Speed, Potion of Aid; +1 Keen Shock Greatsword; Gloves of Dexterity +2; Ring of Protection +2; Vest of Resistance +2.
Under the effects of Protection from Good, Freedom of Movement, Stoneskin, and Resist Energy (Fire/10). 

Minder:  Male Goblin Cleric3 Wizard3 Mystic Theurge8; CR 14; Small HUMANOID; HD 3d8+3d4+8d4+14; hp 65; Init +3 (+3 Dex, +0 Misc); Spd Walk 0'; AC 17 (flatfooted 17, touch 12); Base Atk +7/+2; Grp +0/-5; Atk +6/+1 Melee (1d4-2, *Club (Masterwork/Small) ); Atk +12/+7 Ranged (1d4, *Club (Masterwork/Small/Thrown) , Range 10 ft.); SA: Aura (Ex), Domain Spontaneity~Evil, Rebuke Earth (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Rebuke Undead (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3), Spontaneous Casting, Summon Familiar, Turn Air (Su) ~ 3/day (Turn Level 3 ~ Turn Damage 2d6+3); Vision: Darkvision (60'), Normal; AL: LE; SV: Fort +6, Ref +7, Will +16; Abilities:  STR 6, DEX 16, CON 10, INT 21, WIS 18, CHA 10.

Skills and Feats: Concentration +17, Decipher Script +22, Diplomacy +4, Knowledge (Arcana) +22, Knowledge (Religion) +22, Spellcraft +24, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Domain Spontaneity (Evil)CD pg.80, Extra Turning, Improved Counterspell, Practiced Spell Caster (Cleric),  Practiced Spell caster (Wizard)(cd PG. 82), Scribe Scroll, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Buckler (Mithral/Small); Headband of Intellect +2; Chain Shirt (Mithral/Small); Club (Masterwork/Small); Periapt of Wisdom +2; Ring of Protection +1; Scroll of Greater Invisibility.
Deity: Earth Dragon; Domains: Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities % times per day|3+CHA); Evil (You cast evil spells at +1 caster level.); 

Cleric Spells per Day: 6/6+1/6+1/5+1/5+1/3+1/2+1/1+1 DC:14 +spell level): 0 - Create Water, Cure Minor Wounds, Detect Poison, Light, Mending, Read Magic; 1st - Cure Light Wounds, Obscuring Mist, *ED Protection from Good, Remove Fear, Resurgence, Sanctuary, Vigor (Lesser) CD pg. 186; 2nd - Cure Moderate Wounds (2), Hold Person, Remove Paralysis, Resist Energy, Silence, Sound Burs t [*ED  Desecrate]; 3rd - Briar Web, Cure Serious Wounds, Dispel Magic, Prayer, Remove Curse, Stone Shape [*ED  Magic Circle Against Good]; 4th - Cure Critical Wounds, Recitation, Freedom of Movement, *ED Unholy Blight; 5th - *ED Dispel Good, Flamestrike, True Seeing; 6th - Cometfall CD pg. 159, Stoneskin. [*ED Unholy Aura] Evil domain spells are marked with *ED, evil domain spells that have not been preparared appear in brakets [*ED],
Wizard Spells per Day: (4/6/5/5/5/4/2/1 DC:15+spell level): 0 - Detect Magic, Disrupt Undead, Light, Message; 1st - Charm Person, Expeditious Retreat, Magic Missile, Ray of Enfeeblement (2), Orb of Sound, Lesser CA pg. 116; 2nd - Cat's Grace, False Life, Glitterdust, Mirror Image, Scorching Ray; 3rd - Band’s of Steel CA pg. 98, Dispel Magic, Fireball, Lightning Bolt, Stinking Cloud; 4th - Confusion, Otiluke's Resilient Sphere, Phantasmal Killer, Wall of Stone; 5th - Baleful Polymorph, Disintegrate; 6th - Acid Fog.
Freedom of Movement, Protection from Good, Stoneskin, and Resist Energy cast on Warhulk

False Life, Scroll of Greater Invisibility, and Cat’s Grace cast on self
The Minder will delay and counter spell as needed to protect his charge.  Note that improved counterspell allows counter spell with a spell of the same school.

Group L  EL 18

Earth Dragon Shrine Head Cleric:  Male Human Cleric 13; CR 13; Medium HUMANOID; HD (13d8)+91; hp 159; Init +0 (+0 Dex, +0 Misc); Spd Walk 20'; AC 30 (flatfooted 30, touch 16); Base Atk +12/+7/+2; Grp +19/+14/+9; Atk +20/+15/+10 Melee (1d8+8, *Heavy Mace (Adamantine) ); Atk +22/+17/+12 Melee (1d8+11, *Heavy Mace (Adamantine) [Magic Weapon (Greater)] ); SA: +4 to Concentration to use spell or spelllike ability on the defensive, Aura (Ex), Domain Spontaneity (Evil)CD pg.80, Rebuke Earth (Su) ~ 4/day (Turn Level 13 ~ Turn Damage 2d6+14), Rebuke Undead (Su) ~ 4/day (Turn Level 13 ~ Turn Damage 2d6+14), Spontaneous Casting, Turn Air (Su) ~ 4/day (Turn Level 13 ~ Turn Damage 2d6+14); Vision: Normal; AL: LE; SV: Fort +16, Ref +6, Will +15; Abilities:  STR 26, DEX 10, CON 22, INT 10, WIS 21, CHA 12.

Skills and Feats: Concentration +22, Knowledge (Religion) +16, Spellcraft +16, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Domain Spontaneity (Evil)CD pg.80, Power Attack, Extra Turning, Cleave, Shield Proficiency, Simple Weapon Proficiency.
Possessions: Cloak of Resistance +2; Wand of Cure Moderate Wounds; Full Plate (Masterwork); Heavy Mace (Adamantine); Heavy Shield (Metal); Periapt of Wisdom +2, Rod of Metamagic (Quicken).

Deity: Earth Dragon; Domains: Evil (You cast evil spells at +1 caster level.); Earth (Turn or destroy air creatures as a good cleric turns undead. Rebuke, command, or bolster earth creatures as an evil cleric rebukes undead. Use these abilities # times per day 3+CHA); 

Spells per Day: (6/7+1/6+1/5+1/5+1/4+1/2+1/1+1/0/) DC:15+spell level): 0 - Create Water, Cure Minor Wounds, Detect Magic, Light, Purify Food and Drink, Resistance; 1st - Bane, Cure Light Wounds, Detect Good, Divine Favor, Doom, *ED Protection from Good, Resurgence, Shield of Faith, Vigor (Lesser) CD pg. 186. 2nd - Bear's Endurance, *Calm Emotions, Hold Person, Shatter, Silence, Soften Earth and Stone, Wave of Grief CD pg. 188. [*ED  Desecrate] 3rd - Deeper Darkness, Dispel Magic, Invisibility Purge, Magic Vestment, *Stone Shape, Wrack CD pg. 190 [*ED  Magic Circle against Good]; 4th - Divine Power, Doomtide CD pg. 163, Freedom of Movement, Greater Magic Weapon, Recitation, *ED *EDUnholy Blight; 5th - Dragon Breath CD pg 164, Flame Strike, Righteous Might, True Seeing, *Wall of Ston [*ED  Dispel Good] e; 6th - Greater Dispel Magic, Harm, *Stoneskin [*ED  Create Undead]; 7th - *ED Blasphemy, Destruction. Evil domain spells are marked with *ED, evil domain spells that have not been preparared appear in brakets [*ED],
Earth Dragon Shrine Defender (2):  Half-orc Cleric11; CR 11; Medium HUMANOID; HD (11d8)+88; hp 146; Init +6 (+2 Dex, +4 Misc); Spd Walk 20'; AC 29 (flatfooted 28, touch 13); Base Atk +10/+5; Grp +26/+21; Atk +27/+22 Melee (1d8+16, +1 Heavy Mace; SA: +4 to Concentration to use spell or spelllike ability on the defensive, Aura (Ex), Orc Blood, Rebuke Undead (Su) ~ 1/day (Turn Level 11 ~ Turn Damage 2d6+9), Spontaneous Casting; Vision: Darkvision (60'), Normal; AL: LE; SV: Fort +16, Ref +8, Will +14; Abilities:  STR 34, DEX 14, CON 22, INT 6, WIS 18, CHA 6.

Skills and Feats: Concentration +22, Knowledge (Religion) +16, Spellcraft +16; Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Improved Initiative, Improved Toughness, Power Attack, Shield Proficiency, Simple Weapon Proficiency.

Possessions: Cloak of Resistance +1; Potion of Fly; +1 Full Plate; +1 Shock Heavy Mace; +1 Heavy Shield; Potion of Heroism.

Deity: Earth Dragon; Domains: Evil (You cast evil spells at +1 caster level.); Law (You cast law spells at +1 caster level.).

Spells per Day: (6/6+1/5+1/5+1/4+1/2+1/1+1 DC:14+spell level): 0 - Create Water, Cure Minor Wounds, Detect Magic, Inflict Minor Wounds, Light, Mending; 1st - Cause Fear, Cure Light Wounds (2), Divine Favor, Doom, *Protection from Good, Shield of Faith; 2nd - Bear's Endurance, Bull's Strength, *Calm Emotions, Cure Moderate Wounds, Deific Vengeance CD pg 161, Silence; 3rd - Bestow Curse, Cure Serious Wounds, Dispel Magic, *Magic Circle Against Chaos, Ring of Blades CA pg. 121, Wrack CD pg. 190; 4th - Castigate, Cure Critical Wounds, Divine Power, Freedom of Movement, *Unholy Blight; 5th - *Dispel Good, Righteous Might, Wall of Stone; 6th - Heal, *Hold Monster. 

Magic Circle Against Chaos, Bull’s Strength, Bear’s Endurance, Ring of Blades, Divine Favor, Shield of Faith and Divine Power pre-cast in that order

Temple Guards (2):  Male Human Fighter11; CR 11; Medium HUMANOID; HD (11d10)+22; hp 92; Init +4 (+0 Dex, +4 Misc); Spd Walk 20'; AC 30 (flatfooted 30, touch 11); Base Atk +11/+6/+1; Grp +16/+11/+6; Atk +19/+14/+9 Melee (1d8+7/x4 plus 3d8 sonic on a crit (DC 14 Fort save of deafened), +1 thundering dire pick); SA: ; Vision: Normal; AL: LE; SV: Fort +10, Ref +4, Will +6; Abilities:  STR 22, DEX 10, CON 14, INT 8, WIS 10, CHA 8.

Skills and Feats: Intimidate +13, Ride +9;  Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Close-Quarters Fighting CW PG. 97, Exotic Weapon Proficiency, Greater Weapon Focus (Pick (Dire/Exotic)), Improved Critical (Pick (Dire/Exotic)), Improved Initiative, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Power Critical (Pick (Dire/Exotic)) CW PG. 103, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Pick (Dire/Exotic)), Weapon Specialization (Pick (Dire/Exotic)).
Possessions: Cloak of Resistance +1; +1 Thundering Dire Pick; +3 Full Plate; Potion of Barkskin +2; Potion of Enlarge Person; Potion of Shield of Faith +2; +2 Tower Shield 
Group M  EL 17

Eye of Gruumsh: Male Orc Barbarian 1 Fighter 5 Eye of Gruumsh 10; CR 16; Medium HUMANOID; HD (1d12)+(5d10)+(10d12)+112; hp 224; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 31 (flatfooted 29, touch 16); Base Atk +16/+11/+6/+1; Grp +29/+24/+19/+14; Atk +29/+29/+24/+19/+14;+29 Melee (1d8+16/+9/x3/3, +1 Adamantine Anarchic Unholy Orc Double Axe; Atk +31/+31/+26/+21/+16 Melee (1d8+22/x3, *+1 Adamantine Anarchic Unholy Orc Double Axe; SA: Blinding Spittle (Ex) 4 times/day (DC 27), Command the Horde (Ex), Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 3 times/day (9 rounds), Ritual Scarring (Ex), Sight of Gruumsh (Ex), Swing Blindly (Ex); Vision: Blindsight (10'), Darkvision (60'), Normal; AL: CE; SV: Fort +24, Ref +12, Will +13; Abilities:STR 36, DEX 15, CON 22, INT 6, WIS 10, CHA 6.

Skills and Feats: Intimidate +17, Survival +4,  Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Blind-Fight, Combat BruteCW pg. 110, Exotic Weapon Proficiency, Improved Sunder, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Two-Weapon Fighting, Weapon Focus (Axe (Orc Double)), Weapon Specialization (Axe (Orc Double)).

Possessions: Amulet of Health +4; Potion of Shield of Faith +5; +1 Adamantine Anarchic Unholy Orc Double Axe; Belt of Giant Strength +4; Boots of Speed (Active); Cloak of Resistance +3; Full +2 Mithral Plate; Potion of Barkskin +5; 

Pious Templar of Gruumsh:  Male Orc Fighter5 Pious Templar (Blackguard Spells)7; CR 12; Medium HUMANOID; HD (5d10)+(7d10)+60; hp 137; Init +1 (+1 Dex, +0 Misc); Spd Walk 20'; AC 27 (flatfooted 26, touch 13); Base Atk +12/+7/+2; Grp +19/+14/+9; Atk +21/+16/+11 Melee (1d8+13/x3, +1 Longspear); Atk +21/+16/+11 Melee (1d8+13/x3, +1 Spear); Atk +15/+10/+5 Ranged (1d8+3/x3, +1 Spear (Thrown) , Range 20 ft.); SA: +4 to Concentration to use spell or spell like ability on the defensive, Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Mettle (Su), Smite (Su) 2/day; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +13, Ref +4, Will +8; AbilitiesSTR 25, DEX 12, CON 18, INT 6, WIS 14, CHA 8.

Skills and Feats: Concentration +9, Knowledge (Religion) +2, Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Combat Casting, Improved Buckler Defense CW pg. 100, Improved Toughness, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, True Believer CD pg. 84, Weapon Focus (Longspear, Spear), Weapon Specialization (Longspear, Spear).
Possessions: Amulet of Natural Armor +2; +1 Adamantine Full Plate (DR 3/--); +2 Buckler; +1 Longspear; Potion of Bear's Endurance; Ring of Protection +2; +1 Spear; Wand of Cure Serious Wounds 
Blackguard Spells per Day: (0/3/2/1 DC:12+spell level): 1st - Divine Sacrifice CD pg. 163, Doom, Resurgence CD pg. 177; 2nd - Bull’s Strength, Zeal CD pg. 191; 3rd - Deeper Darkness.
Orc Barbarians (2) (Raging): Male Orc Barbarian1 Fighter8 Rogue1; CR 10; Medium HUMANOID; HD (1d12)+(8d10)+(1d6)+50; hp 114; Init +2 (+2 Dex, +0 Misc); Spd Walk 30'; AC 16 (flatfooted 14, touch 10); Base Atk +9/+4; Grp +17/+12; Atk +17/+12 Melee (1d6+8, Throwing Axe); Atk +11/+6 Ranged (1d6, Throwing Axe (Thrown) , Range 10' ); Atk +20/+15 Melee (2d4+15/15-20, *Falchion (+1 (Weapon/Ammunition)/Masterwork) ); SA: Light Sensitivity: Orcs are dazzled in bright sunlight or within the radius of a daylight spell., Rage (Ex) 1 times/day (7 rounds), Sneak Attack +1d6, Trapfinding ~ Can use Search skill to find traps with DC > 20; Vision: Darkvision (60'), Normal; AL: CE; SV: Fort +13, Ref +7, Will +5; Abilities STR 27, DEX 14, CON 18, INT 6, WIS 6, CHA 6.

Skills and Feats: Listen +7, Spot +4, Survival +1; Armor Proficiency (Heavy), Armor Proficiency (Light), Armor Proficiency (Medium), Improved Bul Rush, Greater Weapon Focus (Falchion), Improved Critical (Falchion), Improved Sunder, Improved Toughness, Iron Will, Martial Weapon Proficiency, Power Attack, Shield Proficiency, Simple Weapon Proficiency, Tower Shield Proficiency, Weapon Focus (Falchion), Weapon Specialization (Falchion).
Possessions: Throwing Axe; Cloak of Resistance +1; Belt of One Mighty Blow; +1 Breastplate; +1 Falchion; Potion of Cure Moderate Wounds

Group N (APL 14 EL 18)
Grundar: Male halforc Barbarian1/ Wizard6/ Rage Mage2/ HavocMage4/ Fatespinner2; CR 15; Medium humanoid; HD d12+8d4+6d8+60 (+30 raging +d10+10 false life temp hps); hp 114+; Init -1; Spd 40 ft. (70ft hasted); AC 19, touch 9, flat-footed 19 (+6 armor (GMA), -1 Dex, +4 natural (barkskin potion); BAB/Grp: +9/+10;  Atk: +13 melee (2d4+4/18-20, Cold Iron MW Falchion); Full Atk: +13/+8 melee (2d4+3/18-20, Cold Iron MW Falchion); Space/Reach 5 ft./5 ft.; SA Feats; SQ darkvision 60 ft.; AL CE; SV Fort +17, Ref +4, Will +16 (19/6/18 with heroism); Abilities Str 16, Dex 8, Con 14 (18), Int 17 (19), Wis 14, Cha 6.
*Augmented with Divine Power, Haste:

BAB/Grp: +15/+30 (+2 raging); Atk: +26 melee (2d6+17/18-20x2, +1 large falchion); Full Atk:+26/+26/+21/+16 (2d6+17/18-20x2, +1 large falchion)

Skills and Feats: Jump +12 (5 ranks) as Giant +21 (hasted add +12) Handle Animal +3 (5 ranks) Intimidate +7 (9 ranks) Listen +6 (4 ranks), +11 w/ bat familiar Survival +6 (4 ranks) Ride +5 (4 ranks) as Giant +8  Knowledge Religion +11 (6 ranks) Knowledge Arcana +15 (10 ranks) Concentration +22 (18 ranks) as Giant +24 Profession Gambler +7 (5 ranks) Spellcraft +24 (18 ranks); Combat Casting, Extend Spell, Power Attack, Arcane Strike, Close Quarters FightingCW, Arcane Disciple (war)CD, Practiced Caster

Wizard Spells Prepared (4/4/4/4/3/2/1) (casts as 15th level caster); base DC = 14 + spell level): 
0 --detect magic, read magic, message, dancing light; 1st —Protection from Good(i), shield, ray of enfeeblement, Truestrikex2; 2nd --false lifeX, sonic weapon, bull strength(i), scorching ray, bladeweave CV p.144; 3rd --dispel magic, greater mage armorXCA, heroismX, displacement(i)x2; 4th --divine power, greater invisibility(i), acid orb, stoneskinX; 5th--wall of stone, teleport(i); 6th --imbue familiar with spell ability(i) are imbued on familiar via scroll (15th level) X are precast contingency: if he shouts “Die, Scum!” 
Possessions:  large MW falchion, large spiked gauntlets, med MW cold iron falchion; boots of speed (large sized), Ring Counterspells (large sized) - Dispel Magic, Ring Counterspells (large sized) - Greater Dispel Magic, Ioun stone Int +2, Amulet of Health +4, +1 large keen merciful falchion, cloak of resistance +2, Scroll poly any object (15th caster) (used long ago), potion barkskin +4
The contingency is precast days ago.  

The imbued familiar has protection from good, bull strength and teleport to fix problems.  The greater invisibility is it's first spell. If there is a invisibility purge or glitterdust then the displacement backs it up.

The heroism and stoneskin most likely should also be precast as they have durations of 2 1/2 hours.  The shield and sonic weapons spells cast only if there's time and warning (15 minute duration).

The rage mage levels will let him cast in a rage and also ignore up to 10%ASF.  The caster level is always 15th for him via practiced caster (otherwise rage mage would give 15th caster for only certain schools).

The havoc mage allows him to full attack and cast a standard action spell of up to 4th level (without provoking and not needing a hand free).  This is NOT a free action spell use.

First round he would basically cast displacement. 

His familiar would greater invisibility him.  He would saunter up to the PCs to be near full attack range.

Second round he would battlecast divine power, free action cast bladeweave and attack. most likely burning a spell slot like scorching ray to Arcane Strike.

Third round he should full attack, again burning a spell for bonuses via Arcane Strike.
Broste: Male Half-dragon (green) halforc Ftr2/ Mk2/ Ran2/ Occult Slayer5/Exotic Weaponsmaster1; CR 14; Medium Dragon; HD 8d10+4d8+48; hp 116; Init +5; Spd 20 ft.; AC 32, touch 15, flat-footed 21 (+9 armor, +1 dex, +8 natural (4 barkskin, 4 natural), +4 deflection); BAB/Grp: +11/+24;  Atk: +21 melee (d8/d6 +13/x3, Adamantine Dwarf Urgrosh) or +20 melee (d6+9 unarmed strike) or +20 melee (d6/d4 +9, bite or claw); Full Atk: a> +21/+16/+11 melee (d8/d6+13/x3, adamantine Dwarf Urgrosh) and +15 melee (1d6+4, bite) or b> +19/19/+14/+9 melee (d8/d6+13/x3, adamantine Dwarf Urgrosh) and +13 melee (1d6+4, bite) or c> +20/+15/+10 (1d6+9, unarmed strike.. ie kicks) and +15 melee (1d6+4, bite) and +15 melee (d4+4, 1 or 2 claws) or d> +20 melee (1d4+9, 1 or 2 claws) and +15 melee (1d6+4, bite); Space/Reach 5 ft./5 ft.; SA breath weapon (green); SQ darkvision 60 ft., immune sleep, paralysis and acid; AL LE; SV Fort +18, Ref +10, Will +11 (20/12/13 with heroism); Abilities Str 28, Dex 11(13), Con 16(18), Int 13, Wis 14, Cha 8.  
 

Skills and Feats: Spellcraft +16 (13 ranks), Spot +11 (9 ranks) +13 vs elves, Listen +11 (9 ranks) +13 vs elves, Survival +6 (4 ranks), Jump +4 (5 ranks), Craft weapons +14 (13 ranks), Tumble +2 (5 ranks), Know Arcana +6 (5 ranks); Exotic Weapon Urgrosh(f), WF Urgrosh(f), Improved Initiative, Improved Unarmed Strike(m), Improved grapple(m), Combat Reflexes(m), Two Weapon Fighting (light armor only)(r), Close Quarters FightingCW, Combat Expertise, Dodge, Karmic Strike, Track(r)

(m)=monk bonus feat, (r)= ranger bonus feat, (f)= fighter bonus feat

Monk abilities: flurry (no armor), Wis to ac (no armor), improved unarmed damage (d6) Ranger Favored Enemy: Elf +2 Occult slayer abilities: Favored weapon Urgrosh, Spell Turning, Arcane sight, Mind blank, etc Exotic Weapons Master: Flurry with Urgrosh.

Possessions: magebane manacles (A&EG p 134, both on one arm, radiating an antimagic field 5’ radius), +1 Full Plate; Potion Barkskin +4; Amulet health +2; Gauntlets Dex +2; Potion Heroism; Dwarf Urgrosh Adamantine; Cloak resist +2; Potion shield faith +4; Potion clwx2; Tanglefoot bagx2; Acid Flaskx6; Alchemist Firex6

Urdu: Male Half-illithid halforc Wiz5/Div Oracle2/Loremaster6; CR 16; Medium aberration; HD 5d4+8d6+65; hp 129 (17 from false life); Init +1; Spd 30 ft.; AC 29/31, touch 16, flat-footed 28/30 (+6 armor, +2/4 shield, +1 dex, +5 natural, +5 deflection); BAB/Grp: +6/+7;  Atk: +7 melee (2d6+2/19-20, +1 greatsword) or +7 melee (1d4, tentacle); Full Atk: +7/+2 melee (2d6+2/19-20, +1 greatsword) and +2 melee (1d4, 4 tentacles) or +7 melee (1d4+1, 4 tentacles); Space/Reach 5 ft./5 ft.; SA mind blast, improved grab, extract, psionics; SQ darkvision 60 ft., spell resistance 23, telepathy, Oracle domain, scry bonus, prescient sense, greater lore, loremaster secrets; AL LE; SV Fort +13, Ref +19, Will +18 (15/21/20 with heroism); Abilities Str 13, Dex 10 (12), Con 18 (20), Int 22 (26), Wis 14, Cha 10.  Fiend Folio pp. 90-92.  

Skills and Feats: (Note: all skills +2 additional if heroism is cast) Concentration +20, Craft (alchemy) +14, Knowledge (arcana) +18, Knowledge (religion) +21, Knowledge (local Sheldomar) +13, Knowledge (nobility) +9, Knowledge (history) +13, Knowledge (geography) +9, Knowledge (nature) +9, Knowledge (planes) +9, Knowledge (dungeoneering) +9, Listen +8, Spellcraft +24, Spot +17, Lore +14; Chain Spell, Create Wondrous Items, Insightful Reflexes, Mobile Spellcasting CV, Skill Focus (Knowledge-religion), Steady Concentration RoS, Sudden Still CA. 

Half-illithids begin combat by using mind blast on their foes, then follow up with their other abilities. They usually refrain from attempting to extract the brains of creatures that have not been stunned or otherwise befuddled.

Extract (Ex): A Half-illithid that begins its turn with all four tentacles attached and wins a grapple check automatically extracts the opponent's brain, instantly killing that creature. This power is useless against constructs, elementals, oozes, plants, and undead. Extraction is not instantly fatal to foes with multiple heads, such as ettins and hydras.

Greater Lore (Ex): At 6th level, a loremaster gains the ability to understand magic items, as with the identify spell.

Improved Grab (Ex): To use this ability, a Half-illithid must hit a Small, Medium, or Large creature with its tentacle 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 attaches the tentacle to the opponent's head. A Half-illithid can grab a Huge or larger creature, but only if it can somehow reach the foe's head. If a Half-illithid begins its turn with at least one tentacle attached, it can try to attach its remaining tentacles with a single grapple check. The opponent can escape with a single successful grapple check or an Escape Artist check, but the Half-illithid gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent's turn.

Loremaster Secrets: +2 bonus on Fortitude saves, +2 bonus on Reflex saves, extra feat.

Mind Blast (Sp): Once per day, a Half-illithid can produce a mind blast in a cone 40 feet long. Anyone caught in this area must succeed on a Will save (DC 21) or be stunned for 1d4 rounds. The save DC is Charisma-based. This ability is the equivalent of a 4th-level spell.

Oracle Domain: Character has access to the Oracle domain, described in CD Chapter 7: Domains and Spells. The character gains the granted power associated with the domain (cast divination spells at +2 caster level) and can choose the spells in that domain as his daily domain spells.

Prescient Sense (Ex): If a divine oracle makes a successful Reflex saving throw against an attack that normally inflicts half damage on a successful save, he instead suffers no damage. This form of evasion works no matter what armor the divine oracle wears, unlike the monk’s and rogue’s evasion ability.

Psionics (Sp): 3/day -- charm monster, detect thoughts, levitate, suggestion. Caster level 8th; save DC 13 + spell level. The save DCs are Charisma-based.

Scry Bonus (Su): A divine oracle adds a +1 sacred bonus to the save DC of all of his Divination (Scrying) spells.

Telepathy (Su): A Half-illithid can communicate telepathically with any creature within 100 feet that has a language.

Wizard Spells Prepared (4/6/6/6/6/4/3/2; base DC = 18 + spell level): 0—dancing lights, detect magic, mage hand, message; 1st—benign transposition (MH), grease, magic missile, master’s touch CV p.141, ray of enfeeblement, shield; 2nd—false life, glitterdust, listening lorecall, see invisibility, bladeweave x2; 3rd—bands of steel CA p.98, fly, haste, greater mage armor CA p.114, heroism, slow; 4th—arcane eye, confusion, Evard’s black tentacles, greater invisibility, Otiluke’s resilient sphere, stoneskin; 5th—feeblemind, freezing fog CA p.108, seeming, wall of force; 6th—greater dispel magic, repulsion, transfix CA p.127; 7th—greater arcane sight, prismatic spray.

Precast spells when attack begins: false life, greater mage armor, seeming.

Precast spells when castle is breached: arcane eye, heroism, listening lorecall, see invisibility, stoneskin; drink potion of barkskin +4.

Precast when melee combat is imminent: greater blink, greater arcane sight, shield; drink potion of shield of faith +5.

Precast if party delays immediately near: transfix; read scroll of fist of stone CA p. 108, scroll of sonic weapon CV p.157.

Possessions: sunrods (2), smokesticks (2), +1 greatsword, +1 mithral buckler of light fortification, amulet of health +2, gloves of dexterity +2, helm of intellect +4, potion of barkskin +4, potion of shield of faith +5, eyes of the eagle, vest of resistance +3, scroll of fist of stone (1st), scroll of command undead (3rd), scroll of web (3rd), Scroll of sonic weapon (3rd).

Group O (EL 17)
 Male Choker Clr4/DO2/Edreamer5 /Loremaster2; CR 15; Small aberration; HD 5d8+6d6+5d4+80; hp 144; Init +5; Spd 20 ft.; AC 29, touch 12, flat-footed 28 (+1 size, +10 armor, +3 shield, +1 dex, +4 natural); BAB/Grp: +8/+9; Atk: +10 melee (1d3+1, tentacle); Full Atk: +10/+5 melee (1d3+1, tentacle); Space/Reach 5 ft./10 ft.; SA Improved grab, constrict 1d3+1; SQ darkvision 60 ft.; quickness, Earth Dreamer, Lore (+5), immune fire and electricity (energy immunity spell); AL LE; SV Fort +17, Ref +9, Will +29; Abilities Str 12, Dex 12; Con 16(20), Int 12, Wis 22(28), Cha 4.

 Skills and Feats:  Knowledge Nature +11 (10 ranks), Knowledge religion +14 (10 ranks), Spellcraft +20 (19 ranks), heal +19 (10 ranks), Knowledge history +6 (5 ranks); Improved Initiative (b), Skill Focus: knowledge religion, Earth Sense, Extend Spell, Craft Wondrous Item, Heighten Spell Augment Healing.

Loremaster secrets: skill master

Cleric Spells Prepared (6/8+1/7+1/6+1/6+1/5+1/3+1/2+1; base DC = 19 + spell level, Domains Earth and Evil, CL 13 or 14 for evil spells): 0—cure minor woundsx3, create water, detect magic, guidance; 1st—Cure Light Woundsx2, Detect Chaos, Detect Good, Resurgencex2, Sanctuary, Shield of Faith, Protection from good (D); 2nd___ Brambles, Cure Moderate Wounds, Healing Lorecallx3, Resist Energy, Wave of Grief, Desecrate (D); 3rd—Dispel Magic, Insignia of Healing x4, Spikes, Stone Shape (D); 4th—Airwalk, Freedom of Movement, Mass Resurgence, Recitation, Spell Immunityx2,  Spike Stones (D); 5th___ Flamestrikex2, Heightened Doomtide, Spell Resistance, True Seeing, Wall of Stone (D); 6th___ Blade Barrier, Heal, Zealot Pact, Stoneskin (D); 7th___ Extended Energy Immunity (used), Blasphemyx2 (D)

Previously Cast: Stalwart Pact, Extended Energy Immunity (Electric) yesterday, cast for Fire today.

Possessions: Periapt of Wisdom +6. Tessellated armor, +1 animated shield, Amulet of Health +4, Cloak of Resistance +3, pearl of power 1stx6, pearl of power 2ndx2, wand of death knell (20 charges), wand of silence (20 charges), wand of shield of faith (30 charges, 12th), potion of barkskin +5, scroll of resurgence, insignias (2 kinds, 6 bags of 12 each).  

Male Hobgoblin Warmage12/Marshal1; CR 13; Medium humanoid; HD 12d6+1d8+39; hp 92; Init +1; Spd 20 ft.; AC 23, touch 11, flat-footed 22 (+9 armor, +3 shield, +1 Dex); BAB/Grp: +6/+6; Atk: +7 melee (1d4, spiked gauntlet); Full Atk: +7/+2 melee (1d4, spiked gauntlet); Space/Reach 5 ft./5 ft.; SA Warmage edge (+7); SQ darkvision 60 ft., DR 3/-, Minor Aura (motivate dexterity); AL LE; SV Fort +6, Ref +4, Will +10; Abilities Str 10, Dex 10(12), Con 14 (16), Int 14 (16), Wis 8, Cha 21 (25).  

Skills and Feats: (Note: all skills +2 additional if heroism is cast): Concentration +19 (16 ranks), Spellcraft +21 (16 ranks), Knowledge Arcana +8(5 ranks), Knowledge History +10(7 ranks), Intimidate +23(16 ranks). Speaks: Common, Goblin, Infernal, Undercommon, Dwarven, Elven, Gnome, Orcish, Abyssal, and Draconic.; Extend Spell, Electric Substitution, Born of 3 Thunders, Sudden Empower (w)MH, Sudden Widen (w)MH, Extra Edge, Skill Focus (Diplomacy) (m), Battle Caster. 

Minor Aura of Motivate Dexterity (+7).

 Warmage Spells Per-day (6/8/8/8/7/6/4; base DC = 17 + spell level, CL 12).

Possessions: rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6  non-Suel humans; see DM Aid: New Rules), Cloak of Charisma +4, Amulet of Health +2, Helm of Intellect +2, Gloves of Dexterity +2, Adamantine Full Plate +1, Buckler +2 light fortification, Lesser Rod of Empower, Vest of Resistance +1, potion of barkskin +5, potion of shield of faith +5, MW spiked gauntlet.

Male Hobgoblin Cleric6/Divine Oracale7; CR 13; Medium humanoid (goblinoid); HD 6d8+7d6+26; hp 84; Init +1; Spd 20 ft.; AC 22, touch 11, flat-footed 21 (+9 armor, +2 shield, +1 Dex); BAB/Grp: +7/+7; Atk: +8 melee (1d4/x2, shield spikes) or +9 ranged (1d4/x2, sling); Full Atk: +8/+3 melee (1d4/x2, shield spikes) or +9 ranged (1d4/x2, sling); Space/Reach 5 ft./5 ft.; SA None; SQ darkvision 60 ft., DR 3/-, Prescient Sense, Uncanny Dodge; AL LE; SV Fort +9, Ref +5, Abilities Will +17; Str 10, Dex 10(12), Con 14, Int 10, Wis 20(24), Cha 14 (16).  

Skills and Feats: (Note: all skills +2 additional if heroism is cast):   Knowledge Religion  +11 (8 ranks), Concentration +16 (14 ranks), heal +17 (10 ranks); Skill Focus: Knowledge Religion, Extend Spell, Chain Spell, Domain Spontaneity (Evil)CD pg.80 Combat Casting
Cleric Spells Prepared (6/8+1/7+1/6+1/5+1/4+1/3+1/2+1; base DC = 19 + spell level, Domains Earth, Oracle and Evil, CL 13 - 14 for evil spells, 15 for Divinations): 0—cure minor woundsx3, create water, detect magic, guidance; 1st—Cure Light Woundsx2, Omen of Peril (used), Resurgence, Sanctuaryx2, Shield of Faithx2, *EDProtection from good (D); 2nd___ Align Weapon, Bramblesx2 (or Cure Moderate x2), Healing Lorecallx2, Iron Silence (used), Silence, *EDDesecrate (D); 3rd—Dispel Magicx2, Insignia of Healing x2, Spikesx2, Stone Shape (D) [*ED  Magic Circle Against Good]; 4th—Freedom of Movementx2, Recitationx2, Restoration  Spike Stones (D) [*ED  Unholy Blight]; 5th___ Chain Hold Person, Extended Greater Magic Weapon, Heightened Doomtide, True Seeing, Wall of Stone (D) [*ED  Dispel Good]; 6th___ Extended Heroes Feast, Greater Dispel Magic, Zealot Pact, Stoneskin (D) [*ED  Create Undead]; 7th___ Destruction, Repulsion, *EDBlasphemy (D) Evil domain spells are marked with *ED, evil domain spells that have not been preparared appear in brakets [*ED],
Previously Cast: Stalwart Pact, Deeper Darkness (sling stone, 8 days left), Extended Heroes Feast, Iron Silence (when alarm sounded), Omen of Peril (when alarm sounded).

Items:  Periapt of Wisdom +4, Cloak of Charisma +2, Gloves of Dexterity +2, Circlet of Persuasion, Strand of Prayer Beads (Healing, Karma, Smiting), +1 adamantine Full Plate, +1 light spiked shield with light fortification, potion of barkskin +5x2, potion of invisibilityx2, wand of shield of faith (50 charges, 18th level), masterwork sling, 20 bullets. 
Male Gnome Wiz6/MageArcane2/ Shadowcraft5; CR 13; Small humanoid; HD 13d4+65; hp 104; Init +2; Spd 20 ft.; AC 19, touch 13, flat-footed 17 (+1 size, +6 greater mage armor, +2 Dex); BAB/Grp: +6/+0; Atk: +6 melee (1d3-2, spiked gauntlet); Full Atk: +6/+1 melee (1d3-2, spiked gauntlet); Space/Reach 5 ft./5 ft.; SA None; SQ Spellpool, 40% concealment, Shadowcraftmage abilities; AL LE; SV Fort +11, Ref +14, Will +14; Abilities Str 6, Dex 14, Con 16(20), Int 21(27), Wis 8, Cha 8.  

Skills: (Note: all skills +2 additional if heroism is cast): Knowledge Arcana +18 (10 ranks), Hide +32 (16 ranks), Bluff +9 (10 ranks), concentration +21 (16 ranks), Spellcraft +26 (16 ranks), spot +22 (16 ranks), search +9 (1 rank), Knowledge (all) +9 (1 rank), craft alchemy +13 (1 rank). Languages: Common, Gnome, Infernal, Goblin, Orcish, Abyssal, Ignan, Auran, Aquan, Terran, and Draconic; Spell Focus: Illusion, Scribe Scroll (w), Trivial Knowledge,  Transdimensional Spell (w), Cooperative Spell, Chain Spell (m), Insightful Reflexes, Eschew Materials and Alertness (with Familiar).

Wizard Spells Prepared (4/6/6/6/6/4/3/2; base DC = 18 + spell level, 20 + spell level for illusions, CL 13): 0—Detect Poison, Ghost Sound, Message, Open/Close; 1st—Grease, Ray of Enfeeblement, Reduce Person, Shield, (Empty Slot), (Empty Slot); 2nd___Alter Self, Ghoul Touch, Glitterdust, Spectral Hand, Touch of Idiocy, (Empty Slot); 3rd—Bands of Steel, Displacement, Greater Mage Armor (used), Haste, Phantom Guardians, Shadow Binding; 4th—Bestow Curse, Chain Grease, Enervation, Greater Invisibility, Confusion, (Empty Slot); 5th___Overland Flight, Persistent Image, Refusal, Wall of Force; 6th___ Chain Bands of Steel, Chain Dispel Magic, Fires of Purity; 7th___ Project Imagex2.
Previously Cast: Stalwart Pact, Greater Mage Armor, Contingency (Gaseous Form if held in a grapple), Extended Heroes Feast.
Possessions: Headband of Intellect +6, Amulet of Health +4, Ring of Chameleon, Cloak of Resistance +3, Boots of Levitation, lesser rod of empower, rod of silence, pearl of power 1stx3, pearl of power 2ndx2, Wand of Haste (12 charges, 8th), Wand of Heroism (36 charges, 6th), potion of invisibility, Scroll Organizer: {Arcane Scroll of Transdimensional Web (6th), Arcane scroll of Darkvision (6th), Arcane scroll of rage (6th), Arcane scroll Chain Backbiter (10th), Arcane scroll of chain dispel magic (11th), Arcane Scroll of Disintegrate (11th), Arcane Scroll Transdimensional Freezing Fog (12th) and Arcane Scroll of Greater Arcane Sight (13th)} and MW spiked gauntlet.

Group P (EL 17)
Female Annis Hag (shifted hobgoblin) Monk2/ Druid5/ MMF2/ Nwar3/ WarSh3; CR 15; Large humanoid; HD 12d8+3d10+60; hp 138; Init +1; Spd 40 ft.; AC 35, touch 19, flat-footed 34 (-1 size, +6 armor, +1 dex, +9 wis, +10 natural); BAB/Grp: +10/+31; Atk: +19 melee (1d6+10, claw w/ greater magic fang 6th) or +18 melee (1d8+9, unarmed strike); Full Atk: +19/+19 melee (1d6+10,claws w/ greater magic fang 6th) and +14 melee (1d6+5, bite); Space/Reach 10 ft./15 ft.; SA Flurry of Blows, Monk abilities, Wild Shape (6/day), Lion’s Pounce, Improved Grab, Rake attacks, both Claws in grapple, Rend (2d6+16), Snake’s Coils’ Constrict (1d8+9); SQ darkvision 60 ft, Evasion, Immune Crits, Morphic Weapons, DR 3/-, Shifter Speech, Morphic Reach; AL NE; SV Fort +23, Ref +13, Will +18; Str 29/10, Abilities Dex 12/10, Con 18/14, Int 14, Wis 22(28), Cha 8.  

Skills and Feats: (Note: all skills +2 additional if heroism is cast): Spot +26 (10), Listen +26 (15), Balance +8 (5), Tumble +6 (5), Jump +14 (1 rank), Concentration +22 (18), Know religion +7 (5), Survival +25/27 tracking (14), know nature +7 (5), know planes +4 (2), handle animal +15 (14 ranks)Stunning Fist (m); Improved Unarmed Strike (m), Improved Grapple, Combat Reflexes (m), Endurance, Alertness, Track, Lion’s Pounce, Weakening Touch.

Druid Spells Prepared (5/6/5/4; base DC = 19 + spell level, CL 6): 0—Cure minor wounds, Guidance, Mending, Naturewatch CD, Purify food and drink; 1st—Cure Light Wounds, Hawkeye (used) CD, Entangle, Faerie Fire, Lesser Vigor, Sandblast CD; 2nd___ Cat’s Grace, Flame Blade, Listening Lorecall, Warp Woodx2; 3rd___ Greater Magic Fang (used), Meld into Stone, Thornskin CA, Vigor.  

Items: Periapt of Wisdom +6, Cloak of Resistance +3, potion of Bull’s strength, potion of displacement, potion of bear’s endurance, potion of barkskin +5, potion of shield of faith +5, potion of haste, potion of greater mage armor (used), oil of corrupt weapon (2nd).
Animal Companion: Dire Weasel

Dervish1: Male Hobgoblin Swashbuckler3/Ftr4/Scout3/Dervish3; CR 13; Medium humanoid; HD 10d10+3d8+39; hp 114; Init +6; Spd 45 ft.; AC 24, touch 17, flat-footed 17 (+7 armor, +6 dex, +1 dervish); BAB/Grp: +12/+15; Atk: +20 melee (1d6+10/15-20x2, +1 keen scimitar); Full Atk:+20/+15/+10 melee (1d6+10/15-20, +1 keen scimitar); Space/Reach 5 ft./5 ft.; SA Dervish Dance 2/day, Insightful strike, Skirmish (+1, +1d6); SQ darkvision 60 ft, Scout Abilities, Dervish abilities; AL LE; SV Fort +15, Ref +17, Will +8;  Abilities Str 16, Dex 20(22), Con 14(16), Int 14(16), Wis 10, Cha 8.  

Skills and Feats: (Note: all skills +2 additional if heroism is cast): Move Silently +10 (4), Hide +10 (4), spot +19 (14), tumble +24 (16), balance +14 (6), survival +4 (4), search +24* (11), knowledge nature +7 (4), knowledge geography +7 (4), knowledge dungeoneering +7 (4), jump +26 (15), perform dance +13 (14), handle animal +4 (5), swim +8 (5); Dodge, Weapon Focus: Scimitar (f), Weapon Finesse (s), Expeditious Dodge, Mobility (f), Combat Expertise, Elusive Target, Spring Attack (d), Weapon Spec: Scimitar, Whirlwind.Attack.
Possessions: +1 keen spell storing adamantine scimitar (touch of idiocy), +3 mithralchain shirt (glamared), gloves of dexterity +2, amulet of health +2, hat of intellect +2, cloak of resistance +2, +1 cold iron scimitar, vial of silversheen, eyes of the eagle, lens of detection, goggles of minute seeing, potion of bull’s strength, potion of displacement.
Dervish2: Male Hobgoblin Ranger2/Ftr4/Scout3/Dervish4; CR 13; Medium humanoid; HD 8d10+5d8+39; hp 112; Init +4; Spd 45 ft.; AC 23, touch 15, flat-footed 18 (+8 armor, +4 dex, +1 dervish); BAB/Grp: +12/+19; Atk: +21 melee (2d4+13/x3, +1 guisarme); Full Atk: +21/+16/+11 melee (2d4+13/x3, +1 guisarme); Space/Reach 5 ft./5 ft.; SA Dervish Dance 2/day, Skirmish (+1, +1d6); SQ darkvision 60 ft, Scout Abilities, Dervish abilities, Favored Enemy (human +2); AL LE; SV Fort +13, Ref +15, Will +6; Str 20(24), Dex 16(18), Con 14(16), Int 14, Wis 10, Cha 8.  

Skills: (Note: all skills +2 additional if heroism is cast):  Spot +20 (15), Listen +10 (10), Move Silently +8 (4), Hide +8 (4), Search +22 (15), Survival +10/17 tracking (10), Tumble +22 (16), Balance +11 (5), Perform +15 (16), Knowledge Nature +6 (4), Jump +25(10), Climb +10 (3)

Feats: Dodge, WF: Guisarme (f), Combat Expertise, Mobility (f), Track (r), Improved Trip (f), Weapon Spec: Guisarme, Spring Attack (d), Whirlwind, TWF (r), Elusive Target.

Items: +1 acidic guisarme, +3 mithral breastplate, Gloves of dexterity +2, Amulet of health +2, girdle of giant strength +4, eyes of the eagle, lens of detection, potion of displacement, potion of barkskin +5, potion of shield of faith +5.
Chain1: Male Hobgoblin Ftr4/Barb2/ExWp1/OccultSlayer5; CR 12; Medium humanoid; HD 2d12+10d10+36; hp 110 (146 raging); Init +5; Spd 40 ft.; AC 23, touch 15, flat-footed 18 (+8 armor, +5 dex); BAB/Grp: +12/+17; Atk: +21 melee (2d4+13, +1 spiked chain); Full Atk: +19/+19/+14/+9 melee (2d4+13, +1 spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt, Class abilities; SQ darkvision 60 ft, Class abilities; AL NE; SV Fort +16, Ref +10, Will +8; Str 20(24), Dex 18(20), Con 14(16), Int 10, Wis 10, Cha 8. 

Skills and Feats: (Note: all skills +2 additional if heroism is cast): Knowledge Arcana +5 (5 ranks), Spellcraft +13 (11 ranks), Craft weapon smith +4 (4 ranks), Listen +5 (5 ranks), jump +16 (5 ranks), tumble +6 (1 rank).Improved Initiative, EWP: Spiked Chain (f), WF: Spiked Chain (f), Extra Rage, Power Attack (f), Reckless Rage, Combat Reflexes, Hold the Line.

Items: +1 spiked chain, Girdle of Giant Strength +4, Amulet of Health +2, Gloves of Dexterity +2, +3 cloak of resistance, +3 mithral breastplate, potion of barkskin +5, potion of shield of faith +5, potion of displacement.
Chain2-4: Male Hobgoblin Ftr6/ExWp1; CR 7; Medium humanoid; HD 7d10+21; hp 63; Init +5; Spd 30 ft.; AC 19, touch 13, flat-footed 16 (+6 armor, +3 dex); BAB/Grp: +7/+12; Atk: +14 melee (2d4+8/x2, +1 spiked chain); Full Atk: +12/+12/+7 melee (2d4+8/x2, +1 spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt; SQ darkvision 60 ft; AL LE; SV Fort +11, Ref +6, Will +2; Str 19 (21), Dex 16, Con 14 (16), Int 14, Wis 8, Cha 8.  

Skills and Feats: (Note: all skills +2 additional if heroism is cast): Jump +14 (9), Tumble +10 (5), Craft weaponsmith +12 (10), Swim +12 (9); EWP: Spiked Chain (f), Weapon Focus: Spiked Chain, Combat Reflexes (f), Close Quarters FightingCW, Combat Expertise (f), Hold the Line, Improved Trip (f).

Possessions: +1 spiked chain, +1 mithral breastplate, +1 cloak of resistance, +2 gauntlets of ogre power, +2 amulet of health, potion of barkskin +5, potion of shield of faith +5, potion of  displacement, Non-magical MW Belt.

APL 14 EL 17

Special Nol-Daer Commander Map Sheet 1 Only

1 commander, 2 archers, 1 occult slayer

Commander Mik-Bragge: Male Rakshasa Monk 2/ Marshal 1/ SpellSword 4/Mindbender1; CR 16; Medium outsider; HD 14d8+1d4+105; hp 155 (+27 temp, Empowered False Life, CL 15); Init +23; Spd 30 ft.; AC 52, touch 32, flat-footed 46 (+6 (greater mage armor, CL 15), +4 shield (shield spell, CL 15), +6 dex, +11 cha, +14 natural (+5 from Barkskin, CL 12), +5 deflection (Shield of Faith, CL 15)); BAB/Grp: +12/+21; Atk: +20 melee (3d6+18, Brambled +1 spellstoring staff w/ Greater Mighty Wallop); Full Atk: +20/+15/+10 melee (3d6+18, Brambled +1 spellstoring staff w/ Greater Mighty Wallop) or +18/+18/+13/+8 melee (3d6+16; staff); Space/Reach 5 ft./5 ft.; SA Detect Thoughts, Telepathy 100ft., Channel Spell (3/day), Minor Aura (Motivate Dexterity +10), Flurry of Blows; SQ darkvision 60 ft, Ignore Spell Failure 15%, Evasion, SR 35, DR 15/good and piercing; AL LE; SV Fort +28 (+5+3+2+4+2+7+3+2), Ref +20 (+5+3+0+1+0+6+3+2), Will +21 (+5+3+2+4+1+0+3+2); Str 16 (20), Dex 18 (22), Con 20 (24), Int 10, Wis 10, Cha 26 (32).  
Skills and Feats: (Note: all skills include +2 morale from heroism, CL 5) Bluff +30 (10 ranks), Concentration +23 (14 ranks), Diplomacy +27 (4 ranks), Disguise +30 (10 ranks), Hide +19 (0 ranks), Intimidate +20 (4 ranks), Knowledge Arcana +8 (6 ranks), Listen +14 (10 ranks), Move Silently +29 (10 ranks), Perform (oratory) +21 (5 ranks), Sense Motive +12 (10 ranks), Spellcraft +7 (5 ranks), Spot +14 (10 ranks), Use Magic Device +21 (+23 scrolls) (5 ranks);  Power Attack, Close Quarters Fighting, Hold the Line, Arcane Strike, Ascetic Mage, Quickdraw, Practiced Caster (Sorcerer), Improved Unarmed Strike (m), Improved Grapple (m), Combat reflexes (m), Skill Focus: Diplomacy (M), and Alertness with familiar, and via Heroics (CL 15th): Improved Sunder, Improved Bullrush, Combat Brute, Shock Trooper, Improved Initiative.
Sorcerer Spells Per day (remaining) (6/9(8)/9(0)/9(7)/7(5)/5(4)), Spells Known (8/5/4/3/2/1; base DC = 21 + spell level, CL 14): 0—Arcane Mark, Dancing Lights, Detect Magic, Mending, Message, Prestidigitation, Read Magic, Touch of Fatigue; 1st—Blockade (CScoundrel), Master’s Touch (sc), Blades of Fire(sc), Ray of Enfeeblement, Shield; 2nd___ Bladeweave(sc), Heroics(sc), False Life, Sonic Weapon; 3rd___ Greater Mage Armor(sc), Greater Mighty Wallop (RDr), Vampiric Touch; 4th___ Acid Orb(sc), Greater Mirror Image(ph2); 5th___ Greater Blink(sc).
Possessions: Cloak of Charisma +6, Amulet of Health +4, Belt of Giant Strength +4, Boots of Speed, Circlet of Persuasion, Vest of Resistance +3, +1 spell storing/MW quarterstaff (Empowered 14th CL Vampiric Touch stored, brambled 10th CL, Greater Mighty Wallop 14th CL), +1 spell storing/MW quarterstaff (Empowered 14th CL Vampiric Touch stored, brambled 10th CL), lesser rod of empower (used once), lesser rod of silence, ring of counterspells (dispel magic), ring of counterspells (greater dispel magic), wand of heroism (10ch, 5th CL), potion of barkskin +5 x2 (1 used), potion of shield of faith +5 x2 (1 used), arcane scroll of haste (5th CL), divine scroll of freedom of movement (7th CL) x2 (1 used), arcane scroll of displacement (10th CL), arcane scroll of cat’s grace (6th CL) x2 (1 used), 2xMW/MW quarterstaff (brambled 10th), divine scroll of extended Brambles (10th CL) x3 (3 used), arcane scroll of fly (11th CL) (used), arcane scroll of greater anticipate teleportation (11th CL) (used).

Active Spells: Shield of Faith (18th CL), Greater Blink (14th CL), Greater Mirror Image (14th CL), Greater Mage Armor (14th CL), Empowered False Life (+27hps, 14th CL), 5x Heroics (14th CL, Improved Sunder, Improved Bullrush, Combat Brute, Shock Trooper, Improved Initiative), Shield (14th CL), Barkskin (12th CL), Greater Anticipate Teleportation (11th CL), Fly (11th CL), Freedom of Movement (7th CL), Energy Resistance (Acid 20, 7th CL), Cat’s Grace (6th CL), Heroism (5th CL).

Active Spells on items: On +1 staff: Mighty Wallop (14th CL) and extended Brambles (10th CL); On 2nd +1 staff: extended Brambles (10th CL); and on MW staff: extended Brambles (10th CL).

Channeled Spell (in +1 spellstoring weapon: Acid Orb (14th CL)

Archers:

Female Advanced Erinyes Ftr4 (2); CR 14; Medium Outsider(Baatezu, Evil, Extraplanar, Lawful); HD 14d8+4d10+112; hp 185; Init +10 (+21 w/ aura); Spd 30 ft., Fly 50 ft.; AC 39, touch 22, flat-footed 28 (+4 armor (mage armor spell, CL 5), +10 dex, +13 natural (+5 from Barkskin, CL 12), +2 deflection); BAB/Grp: +18/+25; Atk: +28 melee (1d8+8/19-20 x2, +1 longsword) or +35 ranged (1d8+14+1d6fire+1d6sonic/19-20x3, +3 flaming composite (+7) longbow); Full Atk: +28/+23/+18/+13 melee (1d8+8/19-20, +1 longsword) or +33/+33/+28/+23/+18 ranged (1d8+14+1d6fire+1d6sonic/19-20x3, +1 flaming composite (+7) longbow); Space/Reach 5 ft./5 ft.; SA Entangle, Spell-like abilities, Summon Baatezu; SQ blurred (3rd CL), darkvision 60 ft, True Seeing, See in Darkness, Telepathy 100ft., Resistance Acid 10, Resistance Cold 10, Immune Fire, Immune Poison, SR 25, DR 5/good; AL LE; SV Fort +25 (+13+8+2+2), Ref +24 (+10+10+2+2), Will +19 (+10+5+2+2); Str 24, Dex 28(30), Con 24(26), Int 12, Wis 20, Cha 20.

Skills and Feats: (Note: all skills +2 from heroism, CL 5th): Concentration +31 (21 ranks),Escape Artist +33/+44 (with aura) (21 ranks), Hide (+33/+44 (with aura) (21 ranks),  Knowledge (arcana) +9 (6 ranks), Listen +28 (21 ranks), Move Silently +33/+44 (with aura) (21 ranks), Spot +28 (21 ranks), Swim +21 (12 ranks),Use Rope +33/+44 (with aura) (21 ranks);  Point Blank Shot, Precise Shot, Rapid Shot, Improved Critical (Longbow), Improved Precise Shot, Woodland Archer, Weapon Focus: Longbow, Quickdraw, Weapon Specialization: Longbow, Ranged Weapon Mastery: Piercing.

Possessions: +1 longsword, +1 flaming composite (+7) longbow, +2 gloves of dexterity, +2 amulet of health, boots of speed, quivers of elhonna x2, ring of protection +2, vest of resistance +2, bracer of archery (lesser), potion of mage armor (5th CL) (used), potion of barkskin +5 (used), oil of greater magical weapon (12th CL) (used), potion of displacement (5th CL), potion of blur (3rd CL) (used), Cold Iron Serpenttongue arrows (90), Silver Serpenttongue arrows (40), Blunt arrows (10), Javelins of Lightning (6), Cold Iron Javelins (18), Silver Javelins (12), MW composite (+7) longbow, MW composite (+4) longbow, Cold Iron Spears (8), tanglefoot bags (10).
Active spells: Barkskin (12th CL), Mage Armor (5th CL), Heroism (5th CL), and Blur (3rd CL).
On bow: Sonic Weapon (15th CL), Oil of GMW (12th CL)

Male Hobgoblin Ftr4/Bbn1/ExWp2/OccultSlayer5; CR 12; Medium humanoid; HD 2d12+10d10+36; hp 118 (154 raging); Init +11 (+22 w/ aura); Spd 40 ft.; AC 33, touch 20, flat-footed 23 (+8 armor, +5 dex, +5 natural (barkskin, CL 12), +5 deflection (shield of faith, CL 15)); BAB/Grp: +12/+17; Atk: +23 melee (2d4+13 +1d6 electric, +1 shocking spiked chain); Full Atk: +21/+21/+16/+11 melee (2d4+13 +1d6 electric, +1 shocking spiked chain); Space/Reach 5 ft./5 ft.; SA Flurry of Strikes stunt, Exotic Reach Stunt, Reckless Rage 3/day, Instantaneous Rage, Class abilities; SQ darkvision 60 ft, Class abilities; AL NE; SV Fort +18 (+10+3+3+2), Ref +12 (+2+5+3+2), Will +10 (+5+0+3+2); Str 20(24), Dex 18(20), Con 14(16), Int 10, Wis 10, Cha 8. 

Skills and Feats: (Note: all skills +2 from heroism, CL 5th): Knowledge Arcana +7 (5 ranks), Spellcraft +15 (11 ranks), Craft: weaponsmith +8 (6 ranks), Listen +3 (1 rank), jump +18 (5 ranks), tumble +8/+19 (with marshal aura bonus) (1 rank).  Improved Initiative, EWP: Spiked Chain (f), WF: Spiked Chain (f), Extra Rage, Power Attack (f), Reckless Rage, Combat Reflexes, Instantaneous Rage.

Possessions: +1 shocking spiked chain, MW cold iron spiked chain, MW cold iron spiked gauntlets, Girdle of Giant Strength +4, Amulet of Health +2, Gloves of Dexterity +2, +3 cloak of resistance, +3 mithral breastplate, potion of barkskin +5 (used), potion of shield of faith +5 (used), potion of displacement (5th CL), potion of enlarge person (5th CL).
Active spells: Shield of Faith (18th CL), Heroics (15th CL, Weapon Specialization: Spiked Chain), Barkskin (12th CL), and Heroism (5th CL).
Appendix 8 – All APLs

Narwain Filiadir, Squire to Knight of Luna Talmarin Shae, Male High Elf Ftr1/Wiz5 (transmuter); medium humanoid (elf); CR 6; HD 1d10+5d4+6; hp 31; Init +3; Spd 30 ft.; AC 20, touch 13, flat-footed 17(+3 Dex, +5 chain shirt, +2 buckler); Base Atk +3; Grp +5; Atk +6 melee (1d8+3/19-20, longsword) or +7 ranged (1d8+2/x3, longbow); Full Atk +6 melee (1d8+3/19-20, longsword) or +7 ranged (1d8+2/x3, longbow); SA None; SQ None; AL CG; SV Fort +5, Ref +4, Will +2; Str 14, Dex 16, Con 12, Int 16, Wis 8, Cha 10.

Skills and Feats: Balance +5, Concentration +6, Knowledge (arcana) +8, Knowledge (nobility) +8, Move Silently +6*, Perform (Sing) +1, Perform (Dance) +2, Ride +7, Spellcraft +10, Tumble +5; Alertness*, Scribe Scroll, Combat Casting, Combat Expertise Craft Arms and Armor, Dodge, Weapon Focus (longsword).

*Bestowed by familiar.


Languages:  Elvish, Celestial, Common, Dwarven, Gnome, Orc.

Wizard Spells Prepared (4/5/4/3; save DC 13 + spell level, 5th CL, 10% ASF, spec transmute- banned evoc & necro): 0 - detect magic, ghost sound, message, prestidigitation; 1st - color spray, enlarge person*, expeditious retreat, obscuring mist, true strike; 2nd - bear's  endurance*, blur, mirror image, see invisibility; 3rd – fly*, haste, heroism.
*Specialization school bonus spell.

Spell book: 0 - acid splash, arcane mark, detect magic, detect poison, ghost sound, mage hand, mending, message, prestidigitation, read magic, resistance; 1st - alarm, color spray, endure elements, enlarge person, expeditious retreat, feather fall, identify, mount, obscuring mist, shield, true strike, unseen servant; 2nd - bear's endurance, blur, bull's strength, cat's grace, invisibility, minor image, mirror image, see invisibility; 3rd - fly, haste, heroism, slow.

Possessions: masterwork composite longbow (Str +2), +1 mithril chain shirt, +1 mithril buckler, +1 longsword, arrows (20).

Description: Narwain is a high elf, off amongst the Knights of Luna. He is youthful and fair of skin and hair, but his eyes are hooded. Narwain understands in theory his knightly duty to treat well with outsiders, but he is still uneasy around folk not native to Celene. In addition, he is currently angered and saddened by the apparent loss of Knight Talmarin, his mentor.

Amerayne, Female Grey Elf Ari3: medium humanoid; CR 2: HD 3d8-3; hp 16; Init +1; Spd 30 ft; AC 11 (+1 Dex), touch 11, flat-footed 10; Base Atk +2; Grp +1; Full Atk dagger +1 melee (1d4-1/19-20); AL CG; SV Fort +0, Ref +2, Will +5; Str 8, Dex 12, Con 8, Int 16, Wis 14, Cha 16. 


Skills & Feats: Bluff +9, Diplomacy +15, Disguise +11, Gather Information +9, Intimidate +11, Knowledge (history) +5, Knowledge (local - Core) +5, Knowledge (nobility) +9, Speak Language +2; Deceitful, Negotiator.

Languages: Elven, Common, Sylvan, Celestial, Gnome 

Possessions: Dagger, ring of nondetection, ring of detect evil.

Description: Amerayne is a stately and elegant grey elf maiden attired in a diaphanous white and pastel dress. Her hair is long, with lilies braided within her delicate auburn tresses. Although she is very charming, there is steel behind her smile and ice in her gaze.
 DM Aid: Map #0 – Nol-Daer area overview
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DM Aid: Map #1 – Map sheet 1: Nol-daer keep
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DM Aid: map sheet #1 Addendum

APL Range: 10-14 (Recommended for highest level PC party) Nol-Daer Keep Proper

Terrain Descriptors and Modifiers: Set atop a steep hill, the grounds surrounding the castle have been scorched of living things (no entangles, etc.)  

The ground is very steep and rough beyond the 10’ wide path (1/2 movement)

An uphill opponent receives a +1 to attack a downhill opponent in melee.

The outer walls of the keep are approximately 20 foot high, the two towers are 30 foot high.  Both towers have a “gun turret” which enhances the warlock defenders range, line of sight and damage capability.  The flat roof enables defenders to move quickly to use ranged attacks against any threat.
Ley Line Effects Generated On This Map: None

Ley Line Effects Active on This Sheet: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground) 

· There is a Ley Lines collector on this sheet, so all effects being generated anywhere are in effect here. Spells and spell-like abilities from these schools are suppressed in this area, so no Abjuration magic means no shield, resist energy, dispel magic, etc.                        Circle all that apply: abjuration, conjuration, divination, evocation, illusion, necromancy, or 



transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

· If a generator is disabled elsewhere, and it is the last one blocking a particular school of magic, then that school of magic can now be used by PCs on this map sheet. If this collector itself is disabled, then all Ley Lines effects cease immediately for this table.
Collector Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 elven slaves having their life force (soul) siphoned out by the collector. 

Initial Defenders: There are three anti-air groups on the keep (see DM Aid: Nol-Daer).  Defender will use a whistle or other signal to summon assistance which will arrive on round 7. Judge Note: PCs who attack here before some generators are disabled will be at a great disadvantage. The intent is to drive them off initially, not slaughter them. If they refuse to retreat, or return to this area a second time, then don’t hold back.
Additional Defenders: See DM Aid: Nol-Daer. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: If the collector room is searched, there are Etraikan relics (tomes, crafted stones and metals, rods, etc.) here that the PCs can gather.
DM Aid: Map #2 – map sheet 2: Humanoid camp
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DM Aid: map sheet #2 Addendum

APL Range: 1-14 (Recommended for mid to high levels) Humanoid Camp

Terrain Descriptors & Modifiers: Grass is closely cropped by grazing animals so provides no impediment to movement. 


Tents provide concealment but will slow movement to half, a mounted character can ride 
through them at half speed. 


Small Trees  provide +2 AC, +1 to a reflex save.  DC10 to climb a tree. 

Normal movement on path and in clearings

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Abjuration magic means no shield, resist energy, dispel magic, etc                                                                                                                      Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this table.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: None.
DM Aid: Map #3 – map sheet 3: earth dragon temple
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DM Aid: map sheet #3 Addendum

APL Range: 10-14 (Recommended for mid to high levels) Earth Dragon Shrine

Terrain Descriptors & Modifiers: A shrine to the Earth Dragon sits near a huge sinkhole in the ground.  It is here that the troops are subjected to a foul ritual to make them immune to the effects of the generators and Ley Lines.


Grass is closely cropped by grazing animals so provides no impediment to movement. 


Shrine is made of stone


Sinkhole is rough ground requiring a DC 10 balance or ride check to avoid falling.  Attackers on higher elevations gain a +1 to attacks.  Uphill movement must be made at half speed.


Small Trees  provide +2 AC, +1 to a reflex save.  DC10 to climb a tree. 

Normal movement on path and in clearings

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Abjuration magic means no shield, resist energy, dispel magic, etc                                                                                                                      Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

Ley Line Effects Active on This Sheet: 


There is a Ley Lines collector on this sheet, so all effects being generated anywhere are in effect here, including those listed above. If the generator is disabled, and it is the last one blocking a particular school of magic, then that school of magic can now be used by PCs on this map sheet. If the collector is disabled, then only the effects listed above for the generator remain active here. If both the generator and collector are disabled, then all Ley Lines effects cease immediately for this table.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7. Judge Note: PCs who attack here before some generators are disabled will be at a great disadvantage. The intent is to drive them off initially, not slaughter them. If they refuse to retreat, or return to this area a second time, then don’t hold back.
Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: 1. At APL 10 and 12 there is a special party of monks that defend the shrine area (see Special Sinkhole Temple Guards group in Appendix 5 & 6).
2. Inside the sinkhole is black, tarry goo, which the evil humanoids are dipped in to make them immune to the Ley Lines effects. PCs can bathe in it to gain immunity as well, but the Earth Dragon resents these intrusions. When a non-evil creature enters the goo, it transforms into an elder Black Pudding (See Monster Manual, p. 201). PCs who bathe in the goo after the pudding is destroyed gain immunity to the Ley Lines effects for 24 hours, and radiate evil during that time as well.
DM Aid: Map #4 – map sheet 4: cavalry encampment
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DM Aid: map sheet #4 Addendum

APL Range: 2-12 Grassy Plain- Cavalry Encampment

Terrain Descriptors & Modifiers: Grassy plains have grass growing up to 2 feet high, obscuring the ground and occasional holes.  Movement  here is as normal except that running/charging is not possible.

Sm Trees  provide +2 AC.  DC10 to climb a tree. 

Normal movement on path and in clearings

Characters moving uphill  move at ½  movement on a steep slope. Characters running or charging downhill must succeed on a DC 10 Balance or DC 10 Ride check upon entering the first steep slope square. Characters who fail this check stumble and must end their movement 1d2×5 feet later. Characters who fail by 5 or more fall prone in the square where they end their movement. A steep slope increases the DC of Tumble checks by 2.

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Conjuration magic means no mage armor, glitterdust, summon monster, etc                                                                                            Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this table.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge, with a focus on mounted combatants.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge, with a focus on mounted combatants. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: There are over 50 slaves in the slave pens here. If the PCs liberate them an elderly female human slave will babble about “dragons dark as night, who live in the ground and the waters in this land”.

DM Aid: Map #5A – map sheet 5A: Terrain over dragon caverns
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DM Aid: Map #5b – map sheet 5b: dragon caverns
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DM Aid: map sheet #5A & 5B Addendum

APL Range: 10-14 Hilly terrain over natural caverns

Terrain Descriptors & Modifiers: Set beneath the castle of Nol Daer are several caverns which house a family of black dragons.

The caverns are reached via a very long tunnel (A) connecting to the dungeon stairway in the castle.  The tunnel is not lit because most who use it have darkvision.  Unlit torches do line the way however.

The tunnel opens into a wide cavern (B) where PCs are  confronted by the initial defenders (see below).  

A collector is housed in cavern C.  A large mound of treasure can be found in Cavern D where the eldest dragon usually lairs

An underground stream flows into the northern end of cavern E and provides an exit to a pond on the surface near the base of Nol Daer’s hill. (Map 5A) as well as other ponds in the area (just off the map of each area.) The dragons use this entrance/exit.

Cavern F sports a locked door (DC 30 Open Lock) and an office with a variety of records and some Etraikan artifacts.

Cavern G has loot stacked along its walls from the plunder of Etraikan sites, and a locked door (DC 30) leading to Cavern H where many of the more valuable items are stored.

Ley Line Effects Generated On This Map: None

Ley Line Effects Active on This Sheet: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground) 

· There is a Ley Lines collector on this sheet, so all effects being generated anywhere are in effect here. Spells and spell-like abilities from these schools are suppressed in this area, so no Abjuration magic means no shield, resist energy, dispel magic, etc.                        Circle all that apply: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

· If a generator is disabled elsewhere, and it is the last one blocking a particular school of magic, then that school of magic can now be used by PCs on this map sheet. If this collector itself is disabled, then all Ley Lines effects cease immediately for this table.
Collector Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 gnome slaves having their life force (soul) siphoned out by the collector. 

Initial Defenders: Cavern B is guarded by the following:

APL 10- Group D; APL 12-  Group D or J (judge choice); APL 14- Group N or P (judge choice).

   Defender will use a whistle or other signal to summon assistance which will arrive on round 7.
Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator or by contact with the dragons in area D.
Special Occurrences Here: 1. The dragons’ keen hearing will note anyone coming down the tunnel or entering via the pond.  They won’t allow their treasure to be taken and have grown arrogant and confident in their capabilities. Any combat with dragons here triggers the dragon wave at every table of the interactive.

2.  There are Etraikan relics (tomes, equipment, rods, etc.) on a table beside the dragon’s hoard, which  PCs can bring back to Celene.
DM Aid: Map #6 – map sheet 6 & 12: light forest
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DM Aid: map sheet #6 &12 Addendum

APL Range: 2-12 Lightly forested area

Terrain Descriptors & Modifiers: Light Forest with light undergrowth (1/2 movement, 20% Concealment, +2 to Tumble DCs, +2 to Move Silent DCs.  


Tree trunks of lg trees provide hard cover.  Sm Trees  provide +2 AC.  DC10 to climb a tree. 

Normal movement on path and in clearings

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Conjuration magic means no mage armor, glitterdust, summon monster, etc                                                                                            Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this table.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: none

DM Aid: Map #7 – map sheet 7 & 13: swamp/bog
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DM Aid: map sheet #7 &13 Addendum

APL Range: 2-12  A hillock set in the midst of a swamp surrounded by a grassy plain

Terrain Descriptors & Modifiers: Grassy plains have grass growing up to 2 feet high, obscuring the ground and occasional holes.  Movement  here is as normal except that running/charging is not possible.

Shallow bogs have deep mud or standing water of about 1 foot in depth. It costs 2 squares of movement to move into a square with a shallow bog, and the DC of Tumble and Move Silently checks in such a square increases by 2, .

Deep bogs have deep mud and standing water of 4+ feet.  It costs 4 squares of movement for a medium PC to move into a square with a deep bog and tumbling is not possible, though PCs may swim if desired.  Small PCs must swim. The water in a deep bog provides cover for Medium or larger creatures. Smaller creatures gain improved cover (+8 bonus to AC, +4 bonus on Reflex saves). Medium or larger creatures can crouch as a move action to gain this improved cover. Creatures with this improved cover take a –10 penalty on attacks against creatures that aren’t underwater.  The DC of Move Silently checks in such a square increases by 2.

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Enchantment magic means no charm person, sleep, hold person, etc                                                                                                                Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this area.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 dwarven slaves here having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: If the dwarf slaves are freed, one of them can give 75 points of healing to the PCs without making impeded spell checks.
DM Aid: Map #8 – map sheet 8 & 14: dense forest
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DM Aid: map sheet #8 &14 Addendum

APL Range: 2-12  Just inside the edge of the deep Suss Forest

Terrain Descriptors & Modifiers: Heavy undergrowth of vines, roots, and short bushes covers much of the ground here.  Heavy undergrowth costs 4 squares of movement to move into, and it provides concealment with a 30% miss chance (instead of the usual 20%). It increases the DC of Tumble and Move Silently checks by 5. Heavy undergrowth is easy to hide in, granting a +5 circumstance bonus on Hide checks. Running and charging are impossible.

Trees provide a +2 bonus to Armor Class and a +1 bonus on Reflex saves to a creature standing in the same square as a tree. The presence of a tree doesn’t otherwise affect a creature’s fighting space, because it’s assumed that the creature is using the tree to its advantage when it can. The trunk of a typical tree has AC 4, hardness 5, and 150 hp. A DC 15 Climb check is sufficient to climb a tree. Massive trees take up an entire square and provide cover to anyone behind them. They have AC 3, hardness 5, and 600 hp. Like their smaller counterparts, it takes a DC 15 Climb check to climb them.

In a dense forest, the maximum distance at which a Spot check for detecting the nearby presence of others can succeed is is 2d6×10 feet.

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Evocation magic means no magic missile, scorching ray, fireball, etc                                                                                                        Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this area.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: There is a special party of aranea in the stat blocks from APL 2-12. On the 15th round this group of Aranea will arrive to check out what is happening.  They will be cautious and their attitude will depend upon previous interactions with the characters.  (Take the average of the characters’ interaction.)  If friendly, they assist the PCs by protecting liberated slaves until the fighting is done, and will hold off attackers for a time, giving PCs 2 minutes to deactivate the generator on these sheets.  If neutral (most likely if no one has met them before) they will merely observe.  The aranea merely want to ensure that the PCs will not be invading their forest or assisting the orcs in their invasion/looting.  If hostile, they may attack.  If you attack with lethal force, they will attack.

DM Aid: Map #9 – map sheet 9 & 15: grassy plain
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DM Aid: map sheet #9 &15 Addendum

APL Range: 2-12  Grassy plains surrounding a Steep Hill on which the generator is set

Terrain Descriptors & Modifiers: Grassy plains have grass growing up to 2 feet high, obscuring the ground and occasional holes.  Movement  here is as normal except that running/charging is not possible.

Sm Trees  provide +2 AC.  DC10 to climb a tree. 

Normal movement on path and in clearings

Characters moving uphill  move at ½  movement on a steep slope. Characters running or charging downhill must succeed on a DC 10 Balance or DC 10 Ride check upon entering the first steep slope square. Characters who fail this check stumble and must end their movement 1d2×5 feet later. Characters who fail by 5 or more fall prone in the square where they end their movement. A steep slope increases the DC of Tumble checks by 2.

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Illusion magic means no color spray, mirror image, invisibility, etc                                                                                                                               Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters from above or outside the map).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this map.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: None.

DM Aid: Map #10 – map sheet 10 & 16: woodline
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DM Aid: map sheet #10 &16 Addendum

APL Range: 2-12  Light forest near spring and grasslands

Terrain Descriptors & Modifiers: Grassy plains have grass growing up to 2 feet high, obscuring the ground and occasional holes.  Movement  here is as normal except that running/charging is not possible.

Sm Trees  provide +2 AC.  DC10 to climb a tree. 

Light undergrowth slows movement by ½, and provides 20% concealment and a +2 to the DC  of Tumble and Move Silent checks

Normal movement on path and in clearings

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Necromancy magic means no ray of enfeeblement, false life, vampiric touch, etc                                                                                                      Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters from above or outside the map).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this map.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: None.

DM Aid: Map #10 – map sheet 11 & 17: Grassy Plains
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DM Aid: map sheet #11 &17 Addendum

APL Range: 2-12  Grassy plain between two rolling hills

Terrain Descriptors & Modifiers: Grassy plains have grass growing up to 2 feet high, obscuring the ground and occasional holes.  Movement  is as normal except that running/charging is not possible.

Sm Trees  provide +2 AC.  DC10 to climb a tree. 

On the gradually sloping hill, and attacker that is at a higher elevation receives a +1 to hit.

Normal movement on path and in clearings

Ley Line Effects Generated On This Map: (the field covers the entire map sheet to 100 ft. elevation and 10 ft. below ground)

· One blocked school of magic (selected by event coordinator). Spells and spell-like abilities from this school are suppressed in this area, so no Transmutation  magic means no enlarge, fly, haste, polymorph etc                                                                                                                              Circle one: abjuration, conjuration, divination, evocation, illusion, necromancy, or transmutation.

· Dimensional lock.
· Magical flight blocked, including air walk and wind walk. Non-magical winged flight (birds, griffons, etc.) as normal.

· Line of effect is blocked for PC spells cast into the field from outside it (i.e. fireballs cannot be dropped in on the monsters from above or outside the map).

Ley Line Effects Active on This Sheet: 


As above. If the generator is disabled all effects cease immediately for this map.

Generator Defenses:  By APL. See DM Aid: Ley Lines Generators/Collectors for specifics.
Slaves: There are 12 slaves of various PC races having their life force (soul) siphoned out by the generator. 

Initial Defenders: By APL. Selected by table judge.   Defender will use a whistle or other signal to summon assistance which will arrive on round 7

Additional Defenders: By APL. Selected by table judge. Dragon encounter is triggered by the event coordinator.

Special Occurrences Here: None.

Dm Aid #12: Nol-daer castle Description and defenses

The site of an ancient castle, Nol-Daer has been the location of some strange occurrences. Quiet for almost 200 years, these ruins have often served as a refuge for roving groups of bandits and humanoid bands traveling through the northern Suss Forest.

Lately, Nol-Daer has become the headquarters for the increasing Pomarj humanoid presence in the Suss Forest. Turrosh Mak has long sought the secrets of the Suss, and his determination has recently paid off. His minions have discovered ruins of the lost Suel city of Etraika and have recovered relics and knowledge that may help Mak wax in power.
Nol-Daer’s crumbling walls have been roughly repaired by the Pomarj orcs, and the cisterns, gates and defenses are all in serviceable condition. The following are part of Nol-Daer’s defenses. 

· The walls have been repaired and the towers are manned at all times.
· The walls of Nol-Daer are about 20 ft. high and are laced with sharp rocks to inhibit climbing (-5 to Climb checks).

· The castle has a very active air defense system, which has made aerial reconnaissance, even invisible, very difficult. There is an air defense party in each tower, and one on the rooftop itself. 
· The Ley Lines effects from all the active generators are “collected” in Nol-Daer. Thus all the effects are at full strength on the map sheet where Nol-Daer is located.
DM Note: The three air defense parties on top of Nol-Daer can be overwhelming. Feel free to rule that only one or two of them engage the PC group if this seems like an adequate challenge for the PCs.
CASTLE KEY:

1. Towers: The castle has two stone towers, each of which has an air defense party (see below). The NPCs will only come down into the keep if ordered to by Commander Mik-Bragge.
2. Rooftop: The rooftop is in poor shape, but unremarkable. There is an air defense party roaming on the open rooftop (see below). The NPCs will only come down into the keep if ordered to by Commander Mik-Bragge.
3. Entry Hall/Great Hall: Entry Hall is lined with concealed arrow slits. Great Hall is currently empty with tables piled in the SW corner.  This area is defended by: 
APL 10= Group K; APL 12= Group L; APL 14= Group O. Note that the APL 12 and 14 groups each have a member with a rod of mastery (see DM Aid: New Rules).
4. Kitchen: An orc cook and 3 elf slaves are working on a midday meal of stew.  All will cower in fear.
5. Dining Room, Audience Chamber: All show signs of use but are abandoned at present. The Chamber has a large chair in the center of the west wall.  A table and smaller chair sit next to it.  A tapestry depicting a gleaming city in a forest adorns the wall behind.
6. Guard Barracks: These house the air defense forces and some hobgoblins, but all are away at various posts at present.
7. Slave Holding: This area holds a dozen fit-looking human and halforc household slaves (maids, cooks, etc.) kept here for the battle. They know that the stairs lead down to a cavern with black dragons.
8. Collector Room: The large room with the collector shows evidence of walls being knocked down to accommodate it. The castle commander begins play in this area. He may come out to help in the battle in the Great Hall (judge option to challenge parties having an easy time). The leader is: 
APL 10 (EL 14)

Commander Mik-Bragge, Male Rakshasa Monk 2/ Marshal 1/ SpellSword 2: hp 162; equipped with a rod of mastery (random race on d6: 1 orc, 2 elf, 3 dwarf, 4 halfling, 5 gnome, 6  non-Suel humans; see DM Aid: New Rules); see Appendix 5.

Male Hobgoblin Ftr4/Barb1/ExWp1/OccultSlayer5: hp 108; see Appendix 5.

Male Hobgoblin Ftr6/ExWp1 (2): hp 63; see Appendix 5.

APL 12 (EL 15)

Commander Mik-Bragge, Male Rakshasa Monk2/Marshal1/SpellSword4: hp 174; see Appendix 6.

Male Hobgoblin Ftr4/Barb1/ExWp2/OccultSlayer5 (2); hp 118; see Appendix 6.

Male Hobgoblin Ftr6/ExWp2/Barb1: hp 83; see Appendix 6.
APL 14 (EL 17)

Commander Mik-Bragge, Male Rakshasa Monk2/ Marshal1/ SpellSword4/ Mindbender1: hp 182; see Appendix 7.

Female Advanced Erinyes Ftr4 (2):  hp 185; see Appendix 7.

Male Hobgoblin Ftr4/Barb1/ExWp2/OccultSlayer5: hp 118: see Appendix 7.

9. Stairs Down: These are rough hewn and rubble strewn, wending almost 200 ft. to the stairway on Map Sheet 5B. The Dragons below will NOT come up this stairway.
Air Defense Party:
Nol-Daer castle has many defenders, detailed in groups by APL for the most part. In addition, each tower is staffed with warlocks trained in air defense. Of course they can fire on any attacker, but their priority is always airborne combatants. Each tower has been equipped with a “gun turret” that enhances their abilities in this effort. The gun turret appears as an open bucket with a ring mount around the outer edge. Specifically, each “gun turret” has the following effects:

It gives 75% cover. 

It adds 1d6 points of damage to the warlocks’ eldritch blasts, per the Chasuble of Fell Power, lesser  item from Complete Arcane p.148.

Each holds one spell of globe of invulnerability, lesser, triggered by the warlock using a standard action.

The party on the rooftop does not have a “gun turret”.

Statistics for the Tower Defenders (Warlocks and support staff) are below:

Air Defense Party EL 13:

Halforc Warlock 11; hp 74; see below.

Duergar Wiz7; hp 32; see below.

War Troll: hp 135 each; see below.

Halforc Warlock; CR 11; Medium Humanoid; HD 11d6+33; hp 74; Init +4; Spd 30 ft.; AC 20, touch 15, flat-footed 16 (+4 Dex, +5 Armor, +1 Ring); Base Atk +8/+3; Grp +8; Atk +8 melee (1d8, longspear), +8 melee (1d8, Morningstar), +12 ranged (6d6, eldritch blast); Full Atk +8/+3 melee (1d8, longspear), +8/+3 melee (1d8, Morningstar), +12 ranged (5d6, eldritch blast); Space/Reach 5 ft./5 ft.; SA Eldritch Blast 6d6; SQ Detect Magic, Damage Reduction 3/cold iron, Darkvision 60’, Deceive Item, Energy Resistance 5 (Acid and Fire), Fiendish Resilience, Noxious Blast, Voracious Dispelling; AL CE; SV Fort +6, Ref +7, Will +6; Str 10, Dex 16 (18), Con 14 (16), Int 12, Wis 10, Cha 14.


Skills and Feats: Concentration +13, Spellcraft +6, Spot +4, Use Magic Device +14; Ability Focus: Eldritch Blast, Arcane Mastery (CA p73), Greater Spell Penetration, Spell Penetration. 


Eldritch Blast (Sp): Ranged touch attack. Range is 250’ with no range increments. Damage is 6d6 (8d6 if firing from gun turret).


Energy Resistance (Su): At 10th level and higher, a warlock has resistance 5 against any two of the following energy types: acid, cold, electricity, fire and sonic. Once the types are chosen, this energy resistance cannot be changed. 


Detect Magic (Sp): Beginning at 2nd level, a warlock can use detect magic as the spell at will. His caster level equals his class level.


Damage Reduction (Su): Fortified by the supernatural power flowing in his body, a warlock becomes resistant to physical attacks at 3rd level and above, gaining damage resistance 1/cold iron. At 7th level and every four levels thereafter, a warlock’s damage reduction improves as shown on Table 1-1.


Deceive Item (Ex): At 4th level and higher, a warlock has the ability to more easily commandeer magic items made for the use of other characters. When making a Use Magic Device check, a warlock can take 10 even if distracted or threatened.


Fiendish Resilience (Su): Beginning at 8th level, a warlock knows the trick of fiendish resilience. Once per day, as a free action, he can enter a state that lasts for 2 minutes. While in this state, the warlock gains fast healing 1.


Possessions: Longspear, Morningstar, Amulet of Health +2, Gloves of Dexterity +2, +1 Chain Shirt, Ring of Protection +1, Potion of Flying, Potion of Displacement.

Description: Narrow-faced halforc, taller than usual and thinner, with black chain armor depicting leering faces.

Invocations Known (5; DC = 14 + invocation level equivalent): Least-devil’s sight (2nd), eldritch spear (2nd), see the unseen (2nd); Lesser-flee the scene (4th), voracious dispelling (4th), wall of gloom (2nd); Greater-noxious blast (6th). *All invocations are detailed below.

 
Invocations: A warlock does not prepare or cast spells as other wielders of arcane magic do. Instead, he possesses a repertoire of attacks, defenses, and abilities known as invocations that require him to focus the wild energy that suffuses his soul. A warlock can use any invocation he knows at will, with the following qualifications:      A warlock's invocations are spell-like abilities; using an invocation is therefore a standard action that provokes attacks of opportunity.
An invocation can be disrupted, just as a spell can be ruined during casting. A warlock is entitled to a Concentration check to successfully use an invocation if he is hit by an attack while invoking, just as a spellcaster would be. A warlock can choose to use an invocation defensively, by making a successful Concentration check, to avoid provoking attacks of opportunity. A warlock's invocations are subject to spell resistance unless an invocation's description specifically states otherwise. A warlock's caster level with his invocations is equal to his warlock level.
      The save DC for an invocation (if it allows a save) is 10 + equivalent spell level + the warlock's Charisma modifier. Since spell-like abilities are not actually spells, a warlock cannot benefit from the Spell Focus feat. He can, however, benefit from the Ability Focus feat (see page 303 of the Monster Manual), as well as from feats that emulate metamagic effects for spell-like abilities, such as Quicken Spell-Like Ability and Empower Spell-Like Ability (see pages 303 and 304 of the Monster Manual). 

      The four grades of invocations, in order of their relative power, are least, lesser, greater, and dark. A warlock begins with knowledge of one invocation, which must be of the lowest grade (least). As a warlock gains levels, he learns new invocations, as described in Complete Arcane.
      At any level when a warlock learns a new invocation, he can also replace an invocation he already knows with another invocation of the same or a lower grade. At 6th level, a warlock can replace a least invocation he knows with a different least invocation (in addition to learning a new invocation, which could be either least or lesser). At 11th level, a warlock can replace a least or lesser invocation he knows with another invocation of the same or a lower grade (in addition to learning a new invocation, which could be least, lesser, or greater). At 16th level, a warlock can replace a least, lesser, or greater invocation he knows with another invocation of the same or a lower grade (in addition to learning a new invocation, which could be least, lesser, greater, or dark).
      Finally, unlike other spell-like abilities, invocations are subject to arcane spell failure chance (warlocks do not suffer arcane spell failure when wearing light armor).

      Eldritch Blast (Sp): The first ability a warlock learns is eldritch blast. A warlock attacks his foes with eldritch power, using baleful magical energy to deal damage and sometimes impart other debilitating effects.

      An eldritch blast is a ray with a range of 60 feet. It is a ranged touch attack that affects a single target, allowing no saving throw. An eldritch blast deals 1d6 points of damage at 1st level and increases in power as the warlock rises in level. An eldritch blast is the equivalent of a 1st-level spell. If you apply a blast shape or eldritch essence invocation to your eldritch blast (see page 130), your eldritch blast uses the level equivalent of the shape or essence.

      An eldritch blast is subject to spell resistance, although the Spell Penetration feat and other effects that improve caster level checks to overcome spell resistance also apply to eldritch blast. An eldritch blast deals half damage to objects. Metamagic feats cannot improve a warlock's eldritch blast (because it is a spell-like ability, not a spell). However, the feat Ability Focus (eldritch blast) increases the DC for all saving throws (if any) associated with a warlock's eldritch
blast by 2. See page 303 of the Monster Manual.

Invocations List (Complete Arcane pp. 132-136):

Devils’ Sight: Least; 2nd
You gain the visual acuity of a devil for 24 hours. You can see normally in darkness and magical darkness out to 30 feet.

Eldritch Spear: Least; 2nd; Blast Shape

This blast shape invocation extends your eldritch spear attacks to great distances. Eldritch spear increases the range of an eldritch blast attack to 250 feet with no range increment.

Flee the Scene: Lesser; 4th
You can use dimension door as a spell-like ability, although the range is limited to short (25 ft. + 5 ft./2 levels). When you use this ability, you leave a major image of yourself in your place that lasts for 1 round. The image reacts appropriately to attacks as if you were concentrating on it.

Noxious Blast: Greater; 6th; Eldritch Essence

This eldritch essence invocation allows you to change your eldritch blast into a noxious blast. Any creature struck by a noxious blast must make a Fortitude save or be nauseated for 1 minute.

See the Unseen: Least; 2nd
When you use this invocation, you can activate great powers of vision, allowing you to see invisible creatures and objects (as see invisibility). You also gain darkvision out to 60 feet for a period of 24 hours.

Voracious Dispelling: Lesser; 4th
You can use dispel magic as the spell. Any creature with an active spell effect dispelled by this invocation takes 1 point of damage per level of the spell effect (no save).

Wall of Gloom: Lesser; 2nd
You can use wall of gloom as the spell (see below), (Complete Arcane p. 129). 

Wall of Gloom

Illusion (Shadow) [Darkness, Fear, Mind-Affecting]

Level: Sorcerer/wizard 2, wu jen 2

Components V, S, M

Range: Medium (100 ft. + 10 ft./level)

Effect: Semiopaque sheet of darkness up to 40 ft. long, or a ring of darkness with a radius of up to 15 ft.; either form 20 ft. high

Duration: Concentration + 1 round/level

Saving Throw: Will negates; see text

Spell Resistance: Yes

You create a barrier of ominous shadow that obscures vision and deters passage. Creatures in squares adjacent to the wall have concealment against attacks from the other side, while creatures more than 1 square away have total concealment. Although the wall is not substantial, a creature with 6 or fewer Hit Dice must succeed on a Will save or be halted at its edge, ending its move action (although a creature can move away from the wall or attempt to move through again if it has a second move action available). A creature can attempt to pass the wall any number of times, but each previous failure imposes a cumulative -1 penalty on its Will save.


Wall of gloom counters or dispels any light spell of equal or lower level.


Material Component: A bit of fleece from a black sheep.

Male duergar Wiz7; CR8; Medium humanoid (dwarf); HD 7d4+14, hp 32; Init +5; Spd 20 ft.; AC 16, touch 12, flat-footed 15; Base Atk +3; Grp +1; Atk +1 melee (1d4-1/19-20, dagger) or +3 ranged (1d4-1/19-20, dagger); Space/Reach: 5ft./5ft.; SA: spell-like abilities; SQ darkvision (120 ft.), immunity to paralysis, phantasms and poison, +2 racial bonus on saves against spells and spell-like abilities, light sensitivity; AL LE; SV Fort +9, Ref +4, Will +7; Str 8, Dex 12, Con 14, Int 21, Wis 12, Cha 4.


Skills and Feats: Concentration +13, Knowledge (arcana) +15, Knowledge (the planes) +11, Listen +9, Spellcraft +17, Spot +8; Alertness, Scribe Scroll, Combat Casting, Great Fortitude, Improved Initiative, Spell Focus (Transmutation).


Spell-Like Abilities: 1/day—enlarge person and invisibility as a wizard of twice the duergar’s class level (minimum caster level 3rd); these abilities affect only the duergar and whatever it carries.


Light Sensitivity: Duergar are dazzled in bright sunlight or within the radius of a daylight spell. Note: stats above assume that the duergar is dazzled (-1 to attacks, Search & Spot).


Possessions: potion of fly, scroll of greater invisibility, scroll of alter self, helm of intellect +2, cloak of resistance +1, ring of protection +1. 


Spells prepared: (4/5/4/3/2: save DC 15 + spell level; save DC +1 for Transmutation spells; caster level 7th) 0—dancing lights, daze, ghost sound, mage hand; 1st--grease, mage armor, ray of enfeeblement (2), unseen servant; 2nd—glitterdust, see invisible, undeniable gravity x2; 3rd—dispel magic (2), slow; 4th—confusion, lesser globe of invulnerability..

Rat Familiar: CR 2; Tiny animal; HD 7d8; hp 16; Init +3; Spd 15 ft., swim 15 ft., climb 15 ft.; AC 19, touch 13, flat-footed 16 (+2 size, +2 Dex, +4 natural); Base Atk +3; Grp -9; Atk +5 melee (1d3-4/20/x2, bite); Full Atk +5 melee (1d3-4/20/x2, bite); Space/Reach 2-1/2 ft./0 ft.; SQ Alertness, deliver touch spells, empathic link, improved evasion, low-light vision, scent, share spells, speak with animals of its kind, speak with master;  AL N; SV Fort +2, Ref +5, Will +6; Str 2, Dex 16, Con 10, Int 9, Wis 12, Cha 2.
Undeniable Gravity (Miniatures Handbook p. 40)

Transmutation

Level: Brd 2, Sor/Wiz 2

Components: V, S, M

Casting Time: 1 Standard action

Range: Long (400 ft. + 40 ft./level)

Target: One flying creature

Duration: 1 min./level

Saving Throw: Will negates

Spell Resistance: Yes

A flying creature, which can be a creature that can fly by means of the fly spell or some similar magical effect, is grounded. If this spell is cast on a creature currently flying, that creature descends at a speed of 60 feet per round but does not fall (and thus is not subject to falling damage). The creature can still use its fly speed to move horizontally or down, but not up. Once it is on the ground, the subject can no longer use its fly speed.

This spell does not affect incorporeal creatures. 

Material Component: A wing torn from a fly.

Troll, War (MMIII)

Large Monstrous Humanoid 

Hit Dice: 12d8+84 (135 hp) 

Initiative: +7

Speed: 30  ft. in breastplate (6 squares); base speed 40 ft. 

Armor Class: 31(-1 size, +14 natural armor, +5 breastplate, +3 Dex), touch 12, flat-footed 28

Base Attack/Grapple: +12/+22

Attack: Masterwork greatsword +23 melee (2d8+15/19-20) or masterwork composite longbow (+10 Str bonus) +15 ranged (2d6+10/x3)

Full Attack: Masterwork greatsword +23/+18/+13 melee (2d8+15/19-20) and bite +19 melee (1d6+5); or 2 claws +21 melee (1d8+10) and bite +19 melee (1d6+5); or mas​terwork composite longbow (+10 Str bonus) +15/+10/+5 ranged (2d6+10/x3)

Space/Reach: 10 ft./10 ft. 

Special Attacks: Dazing blow 

Special Qualities: Damage reduction 5/adamantine, dark​vision 90 ft., low-light vision, regeneration 9, scent, spell resistance 20

Saves: Fort +13, Ref +11, Will +12

Abilities: Str 31, Dex 16, Con 29, Int 8, Wis 15, Cha 10 Skills: Listen +11, Spot +12

Feats: Alertness, Improved Initiative, Iron Will, Multi-attack Weapon Focus (greatsword)

Environment: Any

Organization: Solitary, pair, or gang (3-9) Challenge Rating: 12

Treasure: Standard (including masterwork greatsword and masterwork composite longbow [+10 Str bonus]) 

Alignment: Usually lawful evil

Advancement: By character class Level Adjustment: +6

This hulking creature stands upright. Although it has the feral features of o troll, its rubbery green skin has a dark, metallic tinge and it wears substantial armor. The creature holds a greatsword with ease and is clearly a skilled warrior.

These intelligent and dangerous creatures were bred specifi​cally for war. Never without their weapons and armor, war trolls know nothing of peace, only the chaos of constant battle. They typically travel from battle to battle in merce​nary bands. Like forest trolls (see page 179), they are capable of sophisticated tactics that most other trolls cannot match.

Although they are now a separate variety of troll, war trolls were once ordinary trolls of unusual strength and intelligence.

Gathered together by a powerful cabal of arcane spellcasters, these trolls were magically engineered and augmented. They were then bred to produce soldiers of incredible power.

War trolls have a great love of magic weapons and armor, and they actively seek such equipment if it is properly sized for their frames. A typical war trolls is 9 feet tall and weighs about 700 pounds.

War trolls speak Giant. 

COMBAT

Unlike their troll kindred, war trolls are precise and methodi​cal in combat. They trust their regenerative abilities to see them through a fight against even powerful warriors, so they focus their attention on spellcasters early in any skirmish.

Dazing Blow (Ex): The force of a war troll's blow can be overwhelming. If a war troll hits with a weapon or claw attack, the opponent must make a DC 25 Fortitude save or be dazed for 1 round. The save DC is Constitution-based.

Regeneration (Ex): Unlike with their lesser cousins, acid (not fire) deals normal damage to a war troll. If a war troll loses a limb or a body part, the lost portion regrows in 2d4 minutes. The creature can reattach the severed member instantly by holding it to the stump.

Dm Aid #13: ley lines generators/collectors
The Suel city of Etraika was strong in magic but weak in numbers. They turned to the arcane arts to buttress their new home in the Suss, experimenting on the many slaves their rods of mastery brought to heel. Eventually their researchers discovered a way to generate magical effects by siphoning off the very souls of their captives.
The Pomarj expedition has recovered and studied the Etraikan texts, and has built working models of both Ley Lines generators and collectors. Worse still, they sacrifice a portion of their drained souls to their patron, the Earth Dragon. In exchange, the Earth Dragon has crafted conduits for the raw energy produced and the powers now flow freely to Nol-Daer from Ley Lines generators located miles away. The eldritch flow of the Ley Lines themselves are difficult to detect and cannot be blocked or dispelled without intervention of a deity willing to confront the Earth Dragon. The Ley Lines are not visible to the naked eye, though a detect magic spell will reveal their course from each generator to the collectors at Nol Daer, (assuming that divination magic is not suppressed).  A DC 30 Spellcraft check will reveal which school of magic is suppressed if no spells or effects from that school are readily discernable.  A DC 15 Spellcraft check reveals the generator/Ley Lines as the cause of a spell’s apparent failure to function as normal.

Each Ley Lines generator (as built by the Pomarj) is a defensive device which emits a field that blocks a particular school of magic (for example, all Evocation magic). The effect extends over the entire map sheet to an elevation of 100 ft. and a depth of 10 ft. The dampening effect blocks both spells and items whether cast within the area or simply entering the area (similar to the spell antimagic field). For example, if a field blocks Evocation, then fireball is cast with no effect, ongoing fire shields are suppressed, and +1 flaming swords act as non-magical masterwork swords. The generated fields have three other effects. First, the field functions as a dimensional lock which cannot be dispelled. Second, the fields block magical flight from spells and items (including air walk, wind walk,and feather fall). Creatures flying with non-magical wings are not affected. Third, the edge of the field blocks line-of-effect for spellcasting from outside the field (example: fireballs cannot be fired in from outside the field). 
Judge Note: To determine if a specific magic item effect is suppressed, check the aura it emanates (from the item description in the DMG). Use these defaults for items that don’t specify auras, such as weapon “plus” enhancements:

Armor and protection items:


Abjuration

Weapons or offensive items:

Evocation

Bonus to ability score, on skill check, etc. 
Transmutation 

Example: A +2 bashing (Transmutation) shield functions normally when Evocation is suppressed. It functions as a +2 shield where Transmutation is suppressed and as a +0 bashing shield where Abjuration is suppressed. Suppressed items and effects regain full effect immediately when the cause of suppression (in this case anti-magic fields) is removed.
The Pomarj forces, unfortunately, are immune to all the field effects, due to the beneficence of their patron, the Earth Dragon deity. Each evil servant is sent to the Sinkhole Temple (map sheet #3) where they pray and sacrifice before being lowered into the sinkhole itself, where they steep in a foul pool provided by the Earth Dragon. When they emerge, the Ley Lines fields have no effect on them whatsoever. 
Areas which have a Ley Lines collector are under the combined effects from all the operational generators, including the dimensional lock, no-magical flight and line-of-effect blocking functions. The collectors generate no effects of their own. 

When a generator is disabled (see method below) the remaining eldritch energy is released upward, in a monochromatic display like an Aurora Borealis effect. When a collector is disabled (see method below) the released energy is rainbow hued. The color effect climbs high enough to be seen for miles (i.e. let every table know when one happens).  The event coordinator should keep track of devices disabled, and let judges of tables with collectors know when the last generator of a type is disabled, so that PCs can use that type of magic. For example, when the last Conjuration/Summoning generator is disabled, all collectors stop blocking that school of magic. 
One flaw in the Ley Lines system is that positive energy is not wholly blocked by the evil. Spells of the Healing subschool are merely inhibited. To cast a Healing subschool spell, the caster must make a Spellcraft check (DC 15 + the level of the spell). If the check fails, the spell does not function but is still lost as a prepared spell or spell slot. If the check succeeds, the spell functions normally.
When PCs get a look at a generator or collector, read the following:
The site is a horror to view. Leafless black trees, seemingly made of stone, rise from a geometrical mass of twisted rock, their naked branches writhing as though in pain. A chorus of low moans emanates from the chamber beneath the “trees”, and the air surrounding the edifice crackles with eldritch power. Jagged wooden plugs about two feet in diameter adorn the perimeter of the construct. 

If a plug is removed read the following:

The opened chamber has a being stuffed inside. A luckless slave lies there on bare stone, wrists shackled to the walls. Each victim has a single black tree sprouting above their chamber. Closer inspection reveals numerous roots piercing the slave’s flesh, which undulate in a ‘swallowing’ motion. The slaves moan and twitch as if in a dark dream.

The slaves cannot be pulled free until the device is disabled, nor can the effect it generates/collects be dispelled or blocked (it can be suppressed inside the area of an antimagic field) until the device is disabled. The Ley Lines generators and collectors are huge (15 ft. x 15 ft.) devices of unnatural stone with Hardness 10. The generators have 90 hit points, the collectors 180 hit points. 

Once they clear away the defenders, the authors recommend giving a PC party one minute, taken in initiative order, to disable the device before sending more opponents onto the field.

At APL 2, the hardness and hit points of the devices are their only defense. The devices have additional defenses beginning at APL 4, which are cumulative as the APL goes up (APL 6 would have the APL 2, 4 and 6 defenses, etc.).

APL 4 – Spike Stones: CR 5; spell; proximity trigger (detect evil-absence of evil triggers trap); no reset; spell effect (spike stones, 9th-level druid, area of the device and 20 ft. radius around it, DC 16 Reflex partial); Search DC 29; Disable Device DC N/A (cannot be disabled with this skill).

APL 6 - Stoneskin: CR 6; spell; proximity trigger (detect evil-absence of evil triggers trap); no reset; spell effect (stoneskin, 11th-level cleric, covers device); Search DC 30; Disable Device DC 30. 


Bestow Curse Trap: CR 4; magic device; touch trigger (detect evil-absence of evil triggers trap); automatic reset; spell effect (bestow curse- random effect from spell description, 11th-level cleric, DC 16 Will save negates); Search DC 28; Disable Device DC 28.

APL 8 – Spell Resistance: CR 6; spell; proximity trigger (detect evil-absence of evil triggers trap); no reset; spell effect (spell resistance, 11th-level cleric, gives SR 23 to device); Search DC 30; Disable Device DC 30. 


Dispel Magic Trap: CR 4; magic device; touch trigger (detect evil-absence of evil triggers trap); automatic reset; spell effect (dispel magic-targeted, 10th-level cleric); Search DC 28; Disable Device DC 28.

APL 10 – Repulsion: CR 8; spell; proximity trigger (detect evil-absence of evil triggers trap); no reset; spell effect (repulsion, 13th-level cleric, centered on device, DC 20 Will save negates); Search DC 32; Disable Device DC 32.

APL 12 -  Electricity Shield, Mass (energy substituted for fire): CR 7; spell; proximity trigger (detect evil-absence of evil triggers trap); no reset; spell effect (electricity shield, mass, 11th-level wizard, device takes half damage from acid attacks-creatures striking device take 1d6 + 11 electrical damage); Search DC 31; Disable Device DC 31.

APL 14 -   Prismatic Spray: CR 8; spell; proximity trigger (detect evil-absence of evil triggers trap); no reset; spell effect (prismatic spray, 13th-level wizard, DC 20 Reflex, Fortitude, or Will save, depending on effect); Search DC 32; Disable Device DC 32.

Dm Aid #14: New Rules
New Feats
Example (Complete Divine)


Prerequisite: Heal 4 ranks.


Benefit: Add +2 points per spell level to the amount of damage healed by any Conjuration [Healing] spell that you cast.

New Items

Rod of Mastery: Elf (or Human or Gnome, etc., i.e. the “target race”) 


The Suel mage of power, Kaarl Hartur, created these rods by distilling the powers of a rod of rulership to focus on a single specific race. The rods are universally black, bearing twisted visages of the race to which they are attuned. The wielder can enthrall the targeted type of creatures within 120 feet whenever the device is active (activating the device is a standard action). Creatures totaling 500 hit dice can be enthralled and ruled. All creatures except the target race are completely immune to the Rod’s power. Those who are affected are entitled to a DC 30 Will save to negate the effect. Ruled creatures obey as though under a permanent dominate monster effect, except that they respond to verbal orders (no telepathic links are created). Any subject forced to take actions against its nature receives a new saving throw with a +2 bonus. Obviously self-destructive orders are not carried out. 

The rod also provides a sanctuary effect, per the spell, to the wielder against the target race only (other races are unaffected).  The Will save is DC 20 and must be re-rolled every round in order to target the wielder.

The rod requires that the essence of a vampire of the target race be bound within. It bestows four negative levels on any non-evil creature attempting to wield it. The negative levels remain as long as the rod is in hand and disappears when the rod is no longer wielded. These negative levels never result in actual level loss, but they cannot be overcome in any way (including restoration spells) while the rod is wielded. The rod goes dormant unless bathed liberally with fresh blood of the target race once per week.

Minor artifact: Strong enchantment and evil; CL 20th. Weight 5 lbs.

New Spells

Coursing the Greenway (Unique)

Conjuration (Teleportation)
Level: Celene Elf (only) 4
Components: V, S
Casting Time: 1 standard action

Range: You and touched objects or other touched willing creatures.
Target: Creature touched

Duration: Concentration, or until 1 creature/level is transported
Saving Throw: None and Will negates (object)

Spell Resistance: No and Yes (object)


You gain the ability to enter trees and move from inside one tree to inside another tree. The first tree you enter and all others you enter must be of the same kind, must be living, and must have girth at least equal to yours. By moving into an oak tree (for example), you instantly know the location of all other oak trees within transport range (see below) and may choose whether you want to pass into one or simply step back out of the tree you moved into. You may choose to pass to any tree of the appropriate kind within the transport range as shown on the following table. 

You may allow touched willing targets to move into a tree up to one per caster level for the duration of the spell. The spell lasts until the caster’s concentration is broken or until all transported creatures exit a tree. Each creature requires one round to step in, be transported, and step out of a tree.  All creatures exit the same tree exited by the first creature transported.

You can, at your option, remain within a tree without transporting yourself, but you are forced out when the spell ends. If the tree in which you are concealed is chopped down or burned, you are slain if you do not exit before the process is complete. 

Note: This spell is not blocked by the Ley Lines generators or collectors in Domino Theory.

DM AID #15: Event Coordinator- Guidelines for Play

The authors recommend the following steps to conduct this event. Domino Theory has a schedule to follow, but many of the steps have been left to the interpretation of the event coordinator so that the event can be easily customized for many types of conventions.

Preparation:

1. Decide on the time frame of the event. Domino Theory is offered as a one or two round event. In addition, the flexible encounters allow a variable length of play, so that you can make it a one round, six hours of play event if desired. The only caveat is that you must schedule it for at least 8 hours if you will be awarding gp and xp for a two round event.

2. Select the map sheets that you will offer for the event. Map sheets #1, 3 and 5 are the most vital for the “big finale”, but the others are all roughly equal as supporting elements. We set the sheets in clusters so that PCs could physically move to aid another nearby table if they wished. You may wish to organize the tables in clusters, space permitting.

3. Assign an APL to each sheet, so that the judge can review the terrain and encounters he/she will be running there.

4. Assign the antimagic effect for the Ley Lines generator in each map sheet that has one (all sheets have one except #1, 2, 3 & 5). Each generator blocks one school of magic (abjuration, conjuration, divination, evocation, illusion, necromancy, & transmutation). If there are enough tables, some schools may be repeated. If this occurs, the effects are active at the Ley Lines collector sites until all the generators of the same type are disabled. For example, if there are 3 generators blocking Transmutation, then it is blocked at the collectors until all 3 generators are disabled. We recommend assigning at least one generator to the conjuration, evocation, illusion and transmutation schools.
5. Ensure that the judges have the materials needed to run their tables. Domino Theory is very free-flowing and preparation is important. The judges should be allowed to speed up or slow down the NPC waves to foster a good, solid challenge level at their table.
Play:

1. Muster and begin play as per the event text.

2. Manage the time in order to complete the event. We believe that the PCs assaulting the sheets with collectors (map sheets #1, 2, 3, 4 & 5) will be driven back and will end up helping other tables take out their Ley Lines generators. After some of the generators are disabled the assault on the headquarters areas can be renewed. Allow 1-2 hours for the PCs re-engaging the headquarters areas to attempt to win through there.

3. The number of groups/waves to be fought is up to you. For a one round event, we suggest 1-2 combats to get to the generator, then they take out the generator, then another 1-2 combats. The last wave is scheduled as black dragons. PCs should have highlights of winning combats, destroying a device, and combating a real dragon. For a long one round event, or a two round event, you can add waves of combats, or have parties move on to a second map sheet. PCs must fight six waves of opponents (or five waves plus disabling a generator) to get full xp for a two round event.
4. Parties who clear their sheet can move to and assist other tables, move to and assault a totally untouched sheet, or call it a day and a job well done.

5. Make sure the judges of tables with Ley Lines collectors (map sheets #1-5) are advised when the last generator of any particular school of magic is disabled, as the collector sheet then is open to use of that school of magic. 

Conclusion:

1. When the headquarters sheets fall, PCs collect some relics of Etraika and should then withdraw, possibly taking liberated slaves to safety through the Suss Forest. Escorting the slaves costs a TU and gains a boon, so they should be offered the choice.

2. The table judge then reads one of three conclusions and awards favors earned.

3. The coordinator then reads the Epilogue and the ARs are filled out.

Congratulations! You have completed the event.

Player Handout #1 – Intro for Token of Amerayne holders (elf friends) 
Morning dawned with memories of a very vivid dream filled with gossamer spires and silken banners, huge trees and lilting melodies. Tantalizing scents hinted at fresh baked bread and spring blossoms while soft voices whispered your name over and over again.  So it was no surprise when you noticed that the small opalescent sphere given to you by Handmaiden Amerayne was glowing steadily.   Soon, a calm voice in your ear stated, “The Knights of Luna again request your assistance in the Fair Realm. Say aloud if you will aid, and at noon we will transport you.”


You have a choice of how to respond here.  If you said aloud anything resembling, “I will, I agree, Yes, etc.” then read on. If you say “no”, then ask the judge whether you are eligible for a different introduction.

Shortly before noon, a pair of elves winks into being before you. One wears the livery of the Knights of Luna, and the other is outfitted with gear arcane. The Knight bows to you and says, “Thank you, again, for your willingness to assist us. Please gather your belongings, including creatures, and Sithii will bear us to Celene.”  The elves help you collect your gear and animals, then the Wayfarer teleports you.  

With a flash, you arrive in the midst of a beautiful Elven city. The gossamer spires are every bit as beautiful as those of your dream.  An elf clad in the garb of the Knights of Luna approaches you accompanied by [describe other PCs], smiling in recognition. “We welcome you once again to Enstad, capital of the fey realm of Celene.”  Knight-squire Narwain Filiadir of Luna seems pleased to see you again, and eager to share talk of recent events.  “Please, we have some time before the legbound catch up to you. Will you join me in sampling the fruits of Enstad before the meeting with Handmaiden Amerayne takes place?”  Narwain is much more forthcoming and animated than in past meetings, but when you mention the reason for your summons, his face sets. “War, it is, this time. War come right into our homes and forest.” Further inquiries are brushed aside with a “you’ll get all that in the briefing”.
The food, drink and music are all superb. As the day wanes, other adventurers begin to arrive, behind elven escorts.


What you know of the Token of Amerayne:  This small opalescent sphere crafted to appear like the moon Luna was given to you by Handmaiden Amerayne as a means to contact you in the future after you assisted her in SHE 6-03 Brooding Boughs and/or SHE6-07 Steeped in Atrocity.
Player Handout #2 – Intro for all others
“Odds blood” mutters the man at your side. “Wonder what them fellers are pokin’ round here for this time.”
A trio of the fair folk, elves from Celene, have arrived in the establishment you are frequenting. They cast their eyes about for some moments then lean together in consultation. Splitting up, the three begin approaching those around you, ignoring the working class and peasants in the area but stopping before every sellsword in the place. After a couple of minutes it is your turn. A male elf with unlined face bows slightly to you and speaks. 

“Good sir/lady, I beg your indulgence to speak for a moment with you. I represent the realm of Celene, where this day evil menace our borders. The Knights of Luna have scattered throughout the Sheldomar Valley to rally those who would offer succor in this dark time. We would be most obliged if you would ride under our banner, to scourge the minions of Turrosh Mak from his lodgment in the fair Suss Forest, where his poison spreads by the day.

If you would, my troupe can transport you, with your mounts and companions, to our capital in Enstad, where you will be feted and briefed on the battles to come.
Will you join with us?”

If you agree, the elves ask you to gather your gear and meet outside in an hour. They then move off to other gathering places, probably to continue recruiting.

At the one hour mark, the Wayfarer with the junior Knights begins transporting volunteers.

Note: If the invitation is declined, the PC cannot participate further in the scenario.  The player may choose a PC that WOULD choose to participate, however.
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