OSIRIAN SCARAB SEER (ghoul) Room 2:  Tier 1-2

One of the sarcophagi lids drops to the floor with a thud, as a withered, mummified creature bearing a jeweled scarab on its chest among its spiced wrappings emerges and begins moving toward you.

CE Medium undead

Init +2; Senses darkvision 60 ft.; Perception +7

DEFENSE

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)

hp 13 (2d8+4)

Fort +2, Ref +2, Will +5; 

Defensive Abilities channel resistance +2

Immune undead traits – immune to bleed, damage to its physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee bite +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (1d6+1 plus paralysis)

Special Attacks Disease (Su) – Ghoul Fever:  Bite-injury; save Fort DC 13; onset 1 day; frequency 1/day; effect 1d3 Con and 1d3 Dex damage; cure 2 consecutive saves.  The save DC is Cha-based.  

A humanoid who dies of ghoul fever rises as a ghoul at the next midnight.  A humanoid who becomes a ghoul in this way loses all of its former abilities.  It's not under the 

control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects.  A humanoid of 4 HD or more rises as a ghast.

                           Paralysis (Su, 1d4+1 rounds, Fort DC 13, elves are immune to this affect)  A paralyzed character is frozen in place and unable to move or act.  A paralyzed character has effective Dex 

and Str scores of 0 and is helpless, but can take purely mental actions.  A winged creature flying in the air at the time that it becomes paralyzed cannot flap its wings and 

falls.  A creature can move through a space occupied by a paralyzed creature – ally or not.  Each square occupied by a paralyzed creature, however, counts as 2 squares to 

move through.

STATISTICS

Str 13, Dex 15, Con -, Int 13, Wis 14, Cha 14

Base Atk +1; CMB +2; CMD 14

Feats Weapon Finesse

Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3

Languages Common

TACTICS

During Combat The Seer attempts to paralyze as many targets as possible, ignoring a PC once she has been rendered immobile.

Morale Animated by the Tik Taan's hatred, the Seer fights until destroyed.

OSIRIAN SCARAB SEER (ghast) Room 2:  Tier 4-5

One of the sarcophagi lids drops to the floor with a thud, as a withered, mummified creature bearing a jeweled scarab on its chest among its spiced wrappings emerges and begins moving toward you.

Stench aura (Ex):  Ghasts exude an overwhelming stink of death and corruption in a 10-foot radius.  Those within the stench must succeed at a DC 15 Fortitude save, or be sickened for 1d6+4 minutes.

PROTO-KELLID WAR CHIEF (human skeleton) Room 2:  Tier 1-2 and Tier 4-5

The tall, big-boned human skeleton stirs to life waving a large club that appears to have been crafted from a mammoth tusk.

Ivory (bone) weapon:  Bone weapons take a -2 penalty on damage rolls.  According to the stats listed in the scenario this should make the skeleton's damage in tier 1-2 (1d10 (+2 Str bonus x 1.5 = 3) -2 quality penalty = +1) or (1d10+1) and in tier 4-5 (1d10 (+3 Str bonus x 1.5 = 4) -2 quality penalty = +2) or (1d10+2).  Bone weapons (including masterwork) have half the hardness of their base weapons and have the fragile weapon quality.  A fragile weapon gains the broken condition if the wielder rolls a natural 1 on an attack roll with the weapon.  Any attacks made with a broken weapon suffer a -2 penalty on attack and damage rolls.  Such weapons only score a critical hit on a natural 20 and only deal x2 damage on a confirmed critical hit.  If a fragile weapon is already broken, rolling a natural 1 destroys it instead.

QADIRAN WARLORD OF OLD (human skeleton) Room 2:  Tier 1-2

A shrunken, emaciated corpse wrapped in rotten silks, and holding a silvered Qadiran scimitar in its bony fists, shatters its glass prison and begins to move toward you.

Alchemical silver weapon:  On a successful attack with a silvered slashing or piercing weapon, the wielder takes a -1 penalty on the damage roll (with a minimum of 1 point of damage).  In scenario terms the weapon's damage bonus can be considered to be correct.  If the skeleton is wielding the scimitar 2-handed for a +3 strength bonus and you then subtract the -1 damage from the alchemical silver then it has a +2 bonus as listed.  With no off-handed, secondary claw attack listed this appears to have been the intent.

QADIRAN WARLORD OF OLD (human skeletal champion warrior 1) Room 2:  Tier 4-5

A shrunken, emaciated corpse wrapped in rotten silks, and holding a silvered Qadiran scimitar in its bony fists, shatters its glass prison and begins to move toward you.

Alchemical silver weapon:  On a successful attack with a silvered slashing or piercing weapon, the wielder takes a -1 penalty on the damage roll (with a minimum of 1 point of damage).  In scenario terms the weapon's damage bonus can be considered to be correct.  If the skeleton is wielding the scimitar 2-handed for a +4 strength bonus and you then subtract the -1 damage from the alchemical silver then it has a +3 bonus as listed.  With no off-handed, secondary claw attack listed this appears to have been the intent.

Feats Cleave (std action) – As a standard action, make a single attack at full BAB against a foe within reach.  If you hit, deal damage normally and make an additional attack at full BAB against a foe 
adjacent to the first and also within reach.  You can only make one additional attack per round with this feat.  When using Cleave, you take a -2 penalty to you AC until your next turn.

          Power Attack – take up to -1 to melee atk rolls and combat maneuvers to gain up to +3 on all melee dmg rolls; must choose to use before making atk roll and lasts until next turn (including atks 
of opportunity)

MADDENED APES (gorillas) Room 3:  (2) Tier 4-5

A large, furred, humanoid form drops down out of the mists above your head and thuds into the stone floor below.

DA'TUNGA (gorilla) Room 7:  Tier 1-2

As the crowd of primates parts and spreads to the far corners of the room, an large ape stands before you shaking its fists and howling angrily.

N Large animal

Init +2; Senses low-light vision, scent; Perception +8

DEFENSE

AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size); Da'Tunga +2 to natural armor (AC 16, flat-footed 14) if barkskin is cast upon him by Tik Taan idol

hp 19 (3d8+6)

Fort +7, Ref +5, Will +2

OFFENSE

Speed 30 ft., climb 30 ft.

Melee 2 slams +3 (1d6+2)

Space 10 ft.; Reach 10 ft.

STATISTICS

Str 15, Dex 15, Con 14, Int 2, Wis 12, Cha 7

Base Atk +2; CMB +5; CMD 17

Feats Great Fortitude, Skill Focus (Perception)

Skills Acrobatics +6, Climb +14, Perception +8

TACTICS (Maddened Apes)

Before Combat The apes climb the vaulted arches and hide in the mists on the ceiling (+8 Stealth check), ambushing the PCs by dropping on them from above.

During Combat Driven mad by the Tik Taan's influence, the apes simply attack the nearest target.

Morale The crazed apes fight to the death.

TACTICS (Da'Tunga)

During Combat Da'Tunga wants to show his dominance and attacks the strongest-looking PC first.

Morale Driven mad with rage by the Tik Taan, Da'Tunga fights to the death.

KADARNIK AND YANNIS Room 3: (2) Tier 1-2, (2) Tier 4-5, MALDROOG Room 6: Tier 1-2, Tier 4-5, NIGEL Room 7: Tier 1-2, Tier 4-5

Male mist-tainted human experts 3

CE medium humanoid (human)

Init +6; Senses Perception +6

DEFENSE

AC 13, touch 13, flat-footed 10 (+2 Dex, +1 dodge)

hp 23 each

Fort +3, Ref +5, Will +4

Immune fear

OFFENSE

Speed 30 ft., climb 20 ft.

Melee slam +3 (1d4+1) 

STATISTICS

Str 13, Dex 15, Con 15, Int 6, Wis 12, Cha 6

Base Atk +2; CMB +3; CMD 16

Feats Dodge, Improved Initiative, Lightning Reflexes

Skills Acrobatics +13, Appraise +3, Climb +24, Knowledge (history) +4, Linguistics +4, Perception +6, Stealth +13

Languages Common, Polyglot

Gear tattered robes covered in ink and matted with blood

TACTICS (Kadarnik and Yannis)

Before Combat Kadarnik and Yannis climb the vaulted arches and hide in the mists on the ceiling (+23 Stealth check), ambushing the PCs by dropping on them from above.

During Combat Kadarnik and Yannis attempt to flank and repeatedly slam foes until they stop moving.

Morale The crazed scribes fight to the death.  However, if knocked unconscious, they lose the Mist-Tainted Template (see sidebar, p. 6) and regain their sanity.

TACTICS (Maldroog)

During Combat Maldroog attacks anyone who enters the bathrooms, pursuing his quarry if it flees.

Morale Driven insane by the mists, Maldroog fights to the death or until knocked unconscious, whereupon the mist visibly leaves his body and he is restored to sanity, losing the mist-tainted template.

TACTICS (Nigel)

During Combat Nigel is not himself, but can do little as he is strapped to the altar at the beginning of combat.  He is a willing sacrifice, swayed by the mist's evil influence.  If anyone climbs up the ziggurat and frees him (DC 12 Climb check, the straps have Hardness 2 and 5 hp), he attacks them viciously, howling in mad fury.

Morale If freed, Nigel fights to the death.  However, if knocked unconscious, he loses the mist-tainted template and regains his sanity.

VARGOUILLES Room 4:  (2) Tier 1-2, (4) Tier 4-5

These creatures are blackened, bat-winged fiends' heads.  Tentacles dangle from chins and scalps, and their fanged mouths hang agape.

NE Small outsider (evil, extraplanar)

Init +1; Senses darkvision 60 ft.; Perception +7

DEFENSE

AC 15, touch 12, flat-footed 14 (+1 Dex, +3 natural, +1 size)

hp 19 (3d10+3)

Fort +4, Ref +4, Will +2

OFFENSE

Speed fly 30 ft. (good)

Melee bite +5 (1d4 plus poison) 

Special Attacks kiss (Su) A vargouille can kiss a helpless target by making a successful melee touch attack (this provokes attacks of opportunity).  A kissed opponent must succeed on a DC 16 

Fortitude save or begin a terrible transformation that changes the creature into a vargouille within 24 hours (and often much sooner; roll 1d6 separately for each phase of 

the transformation).  First, over a period of 1d6 hours, all the victim's hair falls out.  Within another 1d6 hours thereafter, the ears grow into leathery wings, tentacles 

sprout on the chin and scalp, and the teeth become long, pointed fangs.  During the next 1d6 hours, the victim takes Intelligence drain and Charisma drain equal to 1 point 

per hour (to a minimum of 3).  The transformation is complete 1d6 hours thereafter, when the victim's head breaks free of the body (which promptly dies) and becomes a 

vargouille.  This transformation's progress is paused by sunlight or any light spell of 3rd level or higher, but stopping the transformation requires remove disease or a 

similar effect.  The transformation is a disease effect.  The save DC is Constitution-based and includes a +4 racial bonus.

                           poison (Su) bite – injury; save Fort DC 12; frequency once; effect dmg caused by bite can only be healed with magic if the spellcaster succeeds on a DC 20 caster level check; cure 1 

save (Con-based)

                           shriek (Su, std action) Those within 60 ft. who can hear and clearly see the creature must succeed on a DC 12 Fort save or be paralyzed for 2d4 rounds or until the monster attacks 

them, goes out of range, or leaves their sight.  A creature that successfully saves can't be affected by the same vargouille's shriek for 24 hours.  The save is Con-based.

STATISTICS

Str 10, Dex 13, Con 13, Int 5, Wis 12, Cha 8

Base Atk +3; CMB +2; CMD 13

Feats Skill Focus (Stealth), Weapon Finesse

Skills Fly +13, Intimidate +5, Perception +7, Stealth +8

Languages Infernal

TACTICS

During Combat The vargouilles fly above the PCs' reach and use their shriek ability to paralyze them.  They only descend into melee range once they are convinced that all of their opponents are immobile.

Morale The vargouilles fight to the death.

SPECKLED VIPER Room 6:  Tier 1-2

A short, spotted, thick-bodied snake with a triangular head slinks along the blood covered floor.

N Tiny animal

Init +3; Senses low-light vision, scent; Perception +9

DEFENSE

AC 16, touch 15, flat-footed 13 (+3 Dex, +1 natural, +2 size)

hp 3 (1d8-1)

Fort +1, Ref +5, Will +1

OFFENSE

Speed 20 ft., climb 20 ft., swim 20 ft.

Melee bite +5 (1d2-2 plus poison); Bite-injury; save Fort DC 9; frequency 1/round for 6 rounds; effect 1d2 Con damage; cure 1 save.

Space 2-1/2 ft.; Reach 0 ft. (must enter target's square triggering an attack of opportunity)

STATISTICS

Str 4, Dex 17, Con 8, Int 1, Wis 13, Cha 2

Base Atk +0; CMB +1; CMD 8 (can't be tripped)

Feats Weapon Finesse

Skills Climb +11, Perception +9, Stealth +15, Swim +11

TACTICS

During Combat The speckled viper simply attacks the nearest target.

Morale Under the influence of the Tik Taan, the viper fights to the death.

Scent (Ex) (gorillas and viper)  Creatures can detect opponents within 30 feet by sense of smell.  If the opponent is upwind, the range increases to 60 feet; if downwind, it drops to 15 feet.  Strong scents, such as smoke or rotting garbage, can be detected at twice the ranges noted above.  Overpowering scents, such as skunk musk or troglodyte stench, can be detected at triple normal range.  When a creature detects a scent, the exact location of the source is not revealed – only its presence somewhere within range.  The creature can take a move action to note the direction of the scent.  When the creature is within 5 feet of the source, it pinpoints the source's location.  (Note that the viper is located in a stinking bathroom for issues of locating the source of a scent.)

GIANT CROCODILE Room 6:  Tier 4-5

A large reptile lunges out of a foul-smelling hole in the nearest stall.  Its jaw gapes open in a roar, its powerful tail lashing behind.

Special Attacks grab (Ex) – successful bite attack allows a grapple as free action without an attack of opportunity against creatures of equal or smaller size, maintaining does standard attack damage

Feats Blind-Fight – In melee, every time you miss because of concealment, you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  This feat doesn't work against the subject of a blink spell.

DA'TUNGA (gorilla) Room 7:  Tier 4-5

As the crowd of primates parts and spreads to the far corners of the room, an enormous silverback ape stands before you shaking its fists and howling angrily.

Rend If it hits with two or more natural attacks in 1 round, a creature with the rend special attack can cause tremendous damage by latching onto the opponent's body and tearing flesh.  This attack deals an additional amount of damage, but no more than once per round.  The type of attacks that must hit and the additional damage are included in the creature's description.  The additional damage is usually equal to the damage caused by one of the attacks plus 1.5 times the creature's Strength bonus.

TIK TAAN Room 7:  Tier 1-2

A short, squat wooden statue sits on the floor here.

Construct Traits:  immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, any effect requiring a Fort save (unless it also works on objects or is harmless); not subject to nonlethal or ability dmg, ability drain, fatigue, exhaustion, or energy drain; not at risk of death from massive dmg

Space 1 ft.; Reach 0 ft. (A Tik Taan must enter a target's square to attack it in melee, triggering an attack of opportunity.  It will avoid this situation if at all possible.)

TIK TAAN Room 7:  (3) Tier 4-5

A short, squat statue made of bone sits on the floor here.

Construct Traits:  as above

Space 1 ft.; Reach 0 ft. (A Tik Taan must enter a target's square to attack it in melee, triggering an attack of opportunity.  It will avoid this situation if at all possible.)

Feats Run (std action) – When running, you move five times your normal speed.  If you make a jump after a running start (see Acrobatics), you gain a +4 bonus on your Acrobatics check.  While 
running, you retain your Dexterity bonus to your Armor Class.

          Step Up (immediate action) – Whenever an adjacent foe attempts to take a 5-foot step away from you, you may also make a 5-foot step as an immediate action so long as you end up adjacent to 
the foe that triggered this ability.  If you take this step, you cannot take a 5-foot step during your next turn.  If you take an action to move during your next turn, subtract 5 feet from you 
total movement.  (Note that the idol will avoid melee combat if at all possible, so using this feat should be unlikely unless it is cornered.)

FAST ZOMBIE Room 7:  Tier 4-5 (animate dead spell by Tik Taan)

This walking corpse wears only a few soiled rags, its flesh rotting off its bones as it stumbles forward, arms outstretched.

NE Medium undead

Init +0; Senses darkvision 60 ft.; Perception +0

DEFENSE

AC 14, touch 10, flat-footed 12 (+2 Dex, +2 natural)

hp 12 (2d8+3)

Fort +0, Ref +2, Will +3

Immune undead traits – immune to bleed, damage to its physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 40 ft.

Melee 2 slams +4 (1d6+4)

Special Attacks quick strikes (Ex) – Whenever a fast zombie takes a full-attack action, it can make one additional slam attack at its highest base attack bonus.

STATISTICS

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

Base Atk +1; CMB +4; CMD 16

Feats Toughness
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