The Half-Dead City Encounters
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Part 1: The Lottery and the Tomb of Akhentepi
Unless otherwise noted, ceilings within the tomb are 10 feet high and rooms are unlit.
GHOST SCORPION  [1 in room A1]


Knowledge (nature) 10



CR 1/2
This outsized scorpion has a translucent shell, allowing one to see through to the creature's internal organs.
N Small vermin
Init +0; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4
DEFENSE
AC 12, touch 11, flat-footed 12 (+1 natural, +1 size)
hp 13 (2d8+4)
Fort +5, Ref +0, Will +0
Immune mind-affecting effects
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d3), sting +2 (1d3 plus poison)
Special Attacks pounce
STATISTICS
Str 10, Dex 11, Con 14, Int –, Wis 10, Cha 2
Base Atk +1; CMB +0; CMD 10 (22 vs. trip)
Skills Perception +4, Stealth +8; Racial Modifiers +4 Perception, +4 Stealth
SPECIAL ABILITIES
Poison (Ex) Sting – injury; save Fort DC 13; frequency 1/round for 4 rounds; effect 1 Str damage; cure 1 save.
Pounce (Ex):  When a creature with this special attack makes a charge, it can make a full attack (including rake attacks if the creature also has the rake ability).
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  The ability's range is specified in the creature's descriptive text.
POISON BLADE TRAP  [room A6]








CR 1
Greenblood Oil:  Blade – injury; save Fort DC 13; frequency 1/round for 4 rounds; effect 1 Con damage; cure 1 save
Room A6 Magical Treasure:  potions of cure light wounds (2) [faint conjuration, CL 1st], potion of darkvision [faint transmutation, CL 3rd]
WARRIOR DOLLS  [3 animated objects in room A8]
Knowledge (arcana) 10



CR 1/2
These tiny wooden dolls look well crafted and sturdy considering their age.
N Tiny construct
Init +2; Senses darkvision 60 ft., low-light vision; Perception -5
DEFENSE
AC 18, touch 14, flat-footed 16 (+2 Dex, +4 natural, +2 size)
hp 5 each (1d10)
Fort +0, Ref +2, Will -5
Defensive Abilities hardness 5; Immune construct traits
Weaknesses vulnerable to fire  [+50% damage]
OFFENSE
Speed 30 ft.
Melee 2 slams +3 (1d3)
Space 2-1/2 ft.; Reach 0 ft.
STATISTICS
Str 10, Dex 14, Con –, Int –, Wis 1, Cha 1
Base Atk +1; CMB +1; CMD 11
SQ Construction Points (additional attack, strong), flaws (flammable)
SPECIAL ABILITIES
Construction Points Animated objects have a number of Construction Points (CP) used to purchase abilities and defenses in addition to those presented above.  A tiny animated object has 1 CP.
Additional Attack (Ex, 1 CP)  Gains an additional slam attack.
Flammable (Ex, +1 CP)  The object gains vulnerability to fire.  [add an additional CP]
Strong (Ex, 1 CP)  The object is unusually strong for its size, gaining a +4 bonus to its Strength.
Construct traits (Ex):  Constructs are immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, and any effect requiring a Fort save (unless it also works on objects or is harmless).  They are not subject to nonlethal or ability damage, ability drain, fatigue, exhaustion, or energy drain.  They are not at risk of death from massive damage.
Room A8 Magical Treasure:  scarab shield  [see treasure list below]
GIANT SOLIFUGIDS  [2 in room A10]


Knowledge (nature) 11



CR 1
These tan-colored creatures look like ten-legged spiders.  Oversized jaws grind together slowly beneath beady eyes.
N Small vermin
Init +2; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 14, touch 13, flat-footed 12 (+2 Dex, +1 natural, +1 size)
hp 13 each (2d8+4)
Fort +5, Ref +2, Will +0
Immune mind-affecting effects
OFFENSE
Speed 50 ft., climb 30 ft.
Melee bite +3 (1d6+1), 2 claws +3 (1d3+1)
Special Attacks rend (2 claws, 1d3+1)
STATISTICS
Str 12, Dex 15, Con 15, Int –, Wis 11, Cha 2
Base Atk +1; CMB +1; CMD 13 (25 vs. trip)
Skills Climb +9, Perception +4, Stealth +10; Racial Modifiers +4 Perception, +4 Stealth
Rend (Ex):  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 1-1/2 the creature's Strength bonus.

SANDLING  [1 in room A11]



Knowledge (planes) 12



CR 2
An innocuous-looking pile of sand and earth begins to move and shift, taking on the form of a serpent.
N Large outsider (earth, elemental, extraplanar)
Init +1; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +9
DEFENSE
AC 14, touch 10, flat-footed 13 (+1 Dex, +4 natural, -1 size)
hp 19 (3d10+3)  [morale = 4 or less hps]
Fort +4, Ref +2, Will +3
DR 5/bludgeoning; Immune elemental traits
Weaknesses vulnerability to water
OFFENSE
Speed 30 ft., burrow 20 ft.
Melee bite +5 (1d8+4)
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 17, Dex 12, Con 13, Int 4, Wis 10, Cha 11
Base Atk +3; CMB +7; CMD 18 (can't be tripped)
Feats Power Attack, Skill Focus (Perception)
Skills Knowledge (planes) +3, Perception +9, Stealth +3 (+7 in earth or sand); Racial Modifiers +4 Stealth in earth or sand
Language Terran
SPECIAL ABILITIES
Vulnerable to Water (Ex) For every 2 gallons of water that hit a sandling, it is slowed (as the slow spell) for 1 round (no save).

Elemental Traits:  Elementals are immune to bleed, paralysis, poison, sleep effects, and stunning.  They are not subject to critical hits or flanking.  They take no additional damage from precision-based attacks, such as sneak attack.  Elementals do not breathe, eat, or sleep.
Power Attack [-1 atk/+2 dmg]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  The ability's range is specified in the creature's descriptive text.
MINING BEETLES  [2 advanced fire beetles in rooms A13 and A14]

Knowledge (nature) 10

CR 1/2
These housecat-sized beetles are a dull brown color brightened by two glowing green-yellow spots on its carapace.
N Small vermin
Init +2; Senses low-light vision; Perception +2
DEFENSE
AC 16, touch 13, flat-footed 14 (+2 Dex, +3 natural, +1 size)
hp 6 each (1d8+2)
Fort +4, Ref +2, Will +2
Immune mind-affecting effects
OFFENSE
Speed 30 ft., fly 30 ft. (poor)
Melee bite +3 (1d4+2)
STATISTICS
Str 14, Dex 15, Con 15, Int –, Wis 14, Cha 11
Base Atk +0; CMB +1; CMD 13 (21 vs. trip)
Skills Fly +0
SQ luminescence
SPECIAL ABILITIES
Luminescence (Ex) A fire beetle's glowing glands provide light in a 10-foot radius.  A dead fire beetle's luminescent glands continue to glow for 1d6 days after its death.

	Flying Maneuver
	Fly DC (+0)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Severe" (31-50 mph) winds.  Suffers a -4 Fly penalty.

· Must succeed on a DC 25 Fly check in "Windstorm" (51-74 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move. Suffers a -8 Fly penalty.
· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.
· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.



MALFUNCTIONING TRAP  [room A15]
Round 1
· southern and western doors (AC 3; hardness 8; hp 60; break DC 30) slam shut (if open) and internal bar slides into place; creatures adjacent to doors can jump to either side with successful DC 15 Reflex save (knocked prone in starting square with failed save)

· electricity arcs across central platform striking any creatures standing on it (see trap stat block, p. 18)

· have PCs roll initiative if not already in combat
Round 2
· at top of initiative order northern doors burst open and water rushes in; creatures standing adjacent to must make DC 15 Reflex save or knocked prone; reaches depth of 6 inches but doesn't affect combat

· if not already in combat, false sarcophagus animates on its turn and attacks nearest intruder
Round 3
· at top of round water rises to depth of 1 foot (6 inches on the platform) making movement cost 2 squares and DC for Acrobatics increase by 2 for those not on central platform
Round 4
· at top of round water rises to depth of 18 inches (1 foot on the platform making for difficult terrain and increased DC for Acrobatics checks)
Round 5
· at top of round water rises to depth of 2 feet (18 inches on the platform); PCs hear a rumbling from beyond the northern doors as the weakened tunnel supplying water to the room collapses and water stops rising
Round 25
· PCs hear stone grinding on stone beneath central platform and water slowly drains from room over next 4 rounds

· locking bars in western and southern doors retract and northern doors close
Notes
· trap trigger locations = 2 squares in front of western secret doors and top of central platform

· bypass switch = torch holder in SW corner of room (DC 25 Perception check to locate), pulling down deactivates trap

· PCs can close northern doors with DC 25 Strength check, stopping water for 1 round; even with successful check doors burst open after 1 round requiring creature(s) adjacent to doors to make DC 15 Reflex save or be knocked prone
· tiny creatures or smaller or unconscious PCs in water filled areas may risk drowning (check water level); see Suffocation entry under false sarcophagus below
FALSE SARCOPHAGUS  [animated object in room A15]
Knowledge (arcana) 13



CR 3
A gold-trimmed sarcophagus sits upright, its decorated lid swinging violently open and closed.
N Medium construct
Init +0; Senses darkvision 60 ft., low-light vision; Perception -5
DEFENSE
AC 14, touch 10, flat-footed 14 (+4 natural)
hp 36 (3d10+20)
Fort +1, Ref +1, Will -4
Defensive Abilities hardness 5; Immune construct traits
Weaknesses vulnerable to cold  [+50% damage]
OFFENSE
Speed 20 ft.
Melee bite +5 (1d6+2 plus grab), slam +5 (1d6+2)
Special Attacks swallow whole (suffocation damage, AC 12, hardness 5, 3 hps)
STATISTICS
Str 14, Dex 10, Con –, Int –, Wis 1, Cha 1
Base Atk +3; CMB +5 (+9 grapple); CMD 15 (can't be tripped)
SQ Construction Points (additional natural attack [bite], grab, swallow whole), flaws (brittle, slower)
SPECIAL ABILITIES
Construction Points Animated objects have a number of Construction Points (CP) used to purchase abilities and defenses in addition to those presented above.  A medium animated object has 3 CP.
Additional Attack (Ex, 1 CP)  Gains an additional bite attack.
Brittle (Ex, +1 CP)  The object gains vulnerability to cold.  [add an additional CP]
Slower (Ex, +1 CP)  The object's speed is reduced to 20 feet.  [add an additional CP]
Swallow Whole (Ex, 2 CP)  The object gains the swallow whole special attack, and can swallow Medium or smaller creatures (the object must have a bite attack before it can take this ability).  A creature does not take damage within the sarcophagus, but there is only enough air inside to last for 3 rounds.  At the end of the third round, the traped creature must hold its breath or risk suffocation.  A creature that attempts to cut its way out of the sarcophagus with a weapon must be able to penetrate the sarcophagus's hardness (hardness 5).  The sarcophagus can swallow only one creature at any one time.
Construct traits (Ex):  Constructs are immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, and any effect requiring a Fort save (unless it also works on objects or is harmless).  They are not subject to nonlethal or ability damage, ability drain, fatigue, exhaustion, or energy drain.  They are not at risk of death from massive damage.
Suffocation:  A character who has no air to breathe can hold her breath for 2 rounds per point of constitution.  If a character takes a standard or full-round action, the remaining duration that the character can hold her breath is reduced by 1 round.  After this period of time, the character must make a DC 10 Constitution check in order to continue holding her breath.  The check must be repeated each round, with the DC increasing by +1 for each previous success.  When the character fails one of these Constitution checks, she begins to suffocate.  In the first round, she falls unconscious (0 hit points).  In the following round, she drops to -1 hit points and is dying.  In the third round, she suffocates.
COCKROACH SWARM  [1 trap triggered in room A17]
Knowledge (nature) 12



CR 2
Like a pestilent black tide, a ravenous horde of thousands of tiny, clacking cockroaches washes over everything in its path.
N Diminutive vermin (swarm)
Init +2; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size)
hp 26 (4d8+8)  [summoning spell ends after 2 rounds]
Fort +6, Ref +3, Will +1
Defensive Abilities swarm traits; Immune weapon damage
Weaknesses light sensitivity, swarm traits
OFFENSE
Speed 20 ft., climb 20 ft., fly 30 ft. (poor)
Melee swarm (1d6)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 14)
STATISTICS
Str 1, Dex 15, Con 14, Int –, Wis 10, Cha 2
Base Atk +3; CMB –; CMD –
Skills Climb +10, Fly +4, Perception +4, Stealth +14; Racial Modifiers +4 Perception
SPECIAL ABILITIES
Hold Breath (Ex)  A cockroach can hold its breath for a number of rounds equal to four times it Constitution score before it risks drowning.
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Light sensitivity:  Creatures with light sensitivity are dazzled in areas of bright sunlight or within the radius of a daylight spell.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as a gust of wind spell) and treated as a creature of their individual size.
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  Aquatic creatures with tremorsense can also sense the location of creatures moving through water.  The ability's range is specified in the creature's descriptive text.

	Flying Maneuver
	Fly DC (+4)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

Room A18 Magical Treasure:  silversheen (2) [see treasure list below]

IRON COBRA  [1 in room A18]


Knowledge (arcana) 12



CR 2
This creature resembles a small, metallic cobra.  Its body is made of overlapping iron plates, and its eyes are pinpoints of red light.
N Small construct
Init +2; Senses darkvision 60 ft., low-light vision; Perception +0
DEFENSE

AC 20, touch 13, flat-footed 18 (+2 Dex, +7 natural, +1 size)
hp 15 (1d10+10)
Fort +0, Ref +2, Will +0
DR 5/–; Immune construct traits; SR 13
OFFENSE

Speed 40 ft.
Melee bite +3 (1d6+1 plus poison [3 doses])
STATISTICS

Str 12, Dex 15, Con –, Int –, Wis 11, Cha 1
Base Atk +1; CMB +1; CMD 13 (can't be tripped)
Skills Stealth +12; Racial Modifiers +6 Stealth
SQ find target
SPECIAL ABILITIES
Find Target (Su) Once per day, an iron cobra's creator can order it to find and kill a specific creature within 1 mile, which it does as if guided by discern location.  The creator must have seen or be holding an item from the specified creature for this order to function.
Poison (Ex) An iron cobra's bite injects poison from a hidden reservoir within its body.  Because it is a construct the cobra does not naturally produce this poison, and its creator must refill this reservoir manually.  The reservoir holds enough poison for 3 successful bite attacks, after which the creature merely deals bite damage.  Refilling the reservoir takes 5 rounds and provokes attacks of opportunity.  The creator can fill the reservoir with any injury poison (typically black adder venom), though acid, alchemical substances, and even stranger liquids have been used.  Black Adder Venom: Bite – injury; save Fort DC 11; frequency 1/round for 6 rounds; effect 1d2 Con damage; cure 1 save.

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

Room A18 Magical Treasure:  Akhentepi's armor [see treasure list below], potion of darkvision [faint transmutation, CL 3rd], potion of lesser restoration [faint conjuration, CL 3rd]
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Part 2: The House of Pentheru
Unless otherwise noted, ceilings within the House of Pentheru are 10 feet high and the doors are stone (AC 3; hardness 8; hit points 60; break DC 28) and unlocked.  Small windows high in the exterior walls provide normal light in most of the house's rooms.  Underground rooms are dark unless otherwise noted.
Haunt rules:
· detect undead or detect alignment spells allow haunt to be detected before manifestation with "notice" check at -4 penalty to Perception

· default trigger for haunt is living creatures in its proximity (some can be fooled by hide from undead or invisibility); check stat block for possible other triggers

· haunt manifests on initiative rank 10 of suprise round; all characters in haunt's proximity get "notice" check at start of suprise round

· haunt can be "neutralized" before manifestation on surprise round with application of positive energy damage meeting or exceeding its hps; haunt never receives Will save to reduce damage; if touch is required (ex. some healing spells) haunt has AC 10; "neutralized" haunt is not destroyed and will reset at determined time (see stat block)

· "persistent" haunts continue to trigger their effects once per round on their initiative rank until destroyed (see stat block for specific action(s) required) or until no target exists in their "proximity"

· at GM's discretion, "neutralized" haunts may be treated as CR 1 rapping spirits (ex. 1 rap for "yes, 2 raps for "no") in order to allow PCs to interact with haunt to determine method of haunt's destruction; if communication by code is worked out, allow successful Linguistics check of DC 15 + haunt's original CR to translate at rate of 1d10 words per minute (often cryptic and unreliable); haunt follows its alignment but all but most malevolent still favor permanent rest over current condition

MEMORIES OF VIOLENCE  [haunt in room B2]







CR 2
Cause Fear [necromancy [emotion, fear, mind-affecting]; haunt's area; all living creature with 5 or fewer HD in haunt's area; 1d4 rounds or 1 round; 
DC 11 Will partial]:  creature becomes frightened; successful Will save means only shaken 1 round

GIANT WHIPTAIL CENTIPEDE  [1 in room B3]

Knowledge (nature) 13



CR 3
An elephantine centipede scurries about, its double tail lashing angrily behind it.
N Huge vermin
Init +0; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 15, touch 8, flat-footed 14 (+7 natural, -2 size)
hp 38 (4d8+20)
Fort +9, Ref +1, Will +1
Immune mind-affecting effects
OFFENSE
Speed 40 ft., climb 40 ft.
Melee bite +8 (2d6+7 plus poison), tail slap +3 (1d3 nonlethal plus trip)
Space 15 ft.; Reach 15 ft. (20 ft. with tail slap)
STATISTICS
Str 25, Dex 11, Con 21, Int –, Wis 10, Cha 2
Base Atk +3; CMB +12; CMD 22 (can't be tripped)
Skills Climb +15, Perception +4, Stealth +0; Racial Modifiers +8 Climb, +4 Perception, +8 Stealth
SQ compression
SPECIAL ABILITIES
Poison (Ex) Bite – injury; save Fort DC 17; frequency 1/round for 6 rounds; effect 1d4 Dex [damage]; cure 1 save.
Tail Slap (Ex) A giant whiptail centipede's tail slap deals nonlethal damage and gains no bonus from its Strength score on damage dealt.
Compression (Ex):  The creature can move through an area as small as one-quarter its space without squeezing or one-eighth its space when squeezing.  [-4 to melee and ranged attacks]
ASP  [1 in room B5]




Knowledge (nature) 12



CR 2
This long, muscular snake rears up and shows its hood and fangs when threatened.
N Medium animal
Init +6; Senses low-light vision, scent; Perception +10
DEFENSE
AC 15, touch 12, flat-footed 13 (+2 Dex, +3 natural)
hp 19 (3d8+6)  [morale = less than 10 hps]
Fort +5, Ref +5, Will +3
OFFENSE
Speed 20 ft., climb 20 ft., swim 20 ft.
Melee bite +4 (1d4 plus poison)
STATISTICS
Str 10, Dex 15, Con 14, Int 1, Wis 15, Cha 2
Base Atk +2; CMB +2; CMD 14 (can't be tripped)
Skills Acrobatics +10, Climb +10, Perception +10, Stealth +14, Swim +10; Racial Modifiers +8 Acrobatics, +4 Perception, +4 Stealth; modifies Climb and Swim with Dexterity
SPECIAL ABILITIES
Poison (Ex) Bite – injury; save Fort DC 15; frequency 1/round for 6 rounds; effect 1d4 Con [damage]; cure 2 consecutive saves.  The save DC includes a +2 racial bonus.

DEATH DOG  [1 in room B6]



Knowledge (arcana) 12



CR 2
This creature appears to be a two-headed hound with rich black fur and yellow piercing eyes.  Each head constantly drips a foul-smelling saliva.
NE Large magical beast
Init +2; Senses darkvision 60 ft., low-light vision, scent; Perception +7
DEFENSE
AC 13, touch 11, flat-footed 11 (+2 Dex, +2 natural, -1 size)
hp 22 (3d10+6)
Fort +4, Ref +5, Will +2
OFFENSE
Speed 30 ft.
Melee 2 bites +4 (1d8+1 plus disease and trip)
Space 10 ft.; Reach 5 ft.
Special Attacks disease
STATISTICS
Str 13, Dex 15, Con 13, Int 4, Wis 12, Cha 6
Base Atk +3; CMB +5; CMD 17 (21 vs. trip)
Feats Toughness, Weapon Finesse
Skills Perception +7, Stealth +4, Survival +4; Racial Modifiers +2 Perception, +2 Stealth, +2 Survival
Languages Goblin (can't speak)
SPECIAL ABILITIES
Disease (Su) Wormpox: Bite – injury; save Fort DC 12; onset 1 day; frequency 1/day; effect 1 Con damage; cure 2 consecutive saves
SKELETONS (medium skeletons)  [3 in room B8]

Knowledge (religion) 10



CR 1/3
These piles of bones suddenly stir, rising up to take on human shapes.  Their long, bony fingers reach out to claw at the living.
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 4 each (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d4+2)
STATISTICS
Str 15, Dex 14, Con –, Int –, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved Initiative
Undead traits (Ex):  Undead are immune to bleed, damage to their 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 Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
SCARAB SWARM  [1 in room B9]


Knowledge (nature) 13



CR 3
This mass of iridescent blue-black insects emits a foul stench, and a faint chorus of thousands of clicking and clacking jaws can be heard from all sides.
N Fine vermin (swarm)
Init +0; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 18, touch 18, flat-footed 18 (+8 size)
hp 22 (4d8+4)
Fort +5, Ref +1, Will +1
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
OFFENSE
Speed 30 ft., climb 10 ft., fly 20 ft. (clumsy)
Melee swarm (1d6 plus disease and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 13)
STATISTICS
Str 1, Dex 10, Con 13, Int –, Wis 11, Cha 2
Base Atk +3; CMB –; CMD –
Skills Climb +8, Fly +0, Perception +4; Racial Modifiers +4 Perception
SPECIAL ABILITIES
Disease (Su) Filth Fever: Swarm – injury; save Fort DC 13; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as a gust of wind spell) and treated as a creature of their individual size.

	Flying Maneuver
	Fly DC (+0)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

GIANT SOLIFUGID  [1 in room B10]
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CR 1
This tan-colored creature looks like a ten-legged spider.  Oversized jaws grind together slowly beneath beady eyes.
N Small vermin
Init +2; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 14, touch 13, flat-footed 12 (+2 Dex, +1 natural, +1 size)
hp 13 (2d8+4)
Fort +5, Ref +2, Will +0
Immune mind-affecting effects
OFFENSE
Speed 50 ft., climb 30 ft.
Melee bite +3 (1d6+1), 2 claws +3 (1d3+1)
Special Attacks rend (2 claws, 1d3+1)
STATISTICS
Str 12, Dex 15, Con 15, Int –, Wis 11, Cha 2
Base Atk +1; CMB +1; CMD 13 (25 vs. trip)
Skills Climb +9, Perception +4, Stealth +10; Racial Modifiers +4 Perception, +4 Stealth
Rend (Ex):  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 1-1/2 the creature's Strength bonus.
SKELETONS (medium skeletons)  [3 in room B11]

Knowledge (religion) 10



CR 1/3
These piles of bones suddenly stir, rising up to take on human shapes.  Their long, bony fingers reach out to claw at the living.
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 4 each (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee broken khopesh +0 (1d8), claws -3 (1d4+1) or 2 claws +2 (1d4+2)
STATISTICS
Str 15, Dex 14, Con –, Int –, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Exotic Weapon Proficiency (khopesh), Improved Initiative
Gear broken khopesh

Undead traits (Ex):  Undead are immune to bleed, damage to their 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 Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

ECHOES OF CONFUSION  [haunt in room B11]







CR 2
Hold Portal [abjuration; house's front doors; 2 mins.]:  magically holds shut house's front door adding 5 to break DC (33); knock or successful dispel magic negates
Lesser Confusion [enchantment (compulsion) [mind-affecting]; room B11; every non-invisible creature in room B11; persistent; DC 11 Will negates]:  creature becomes 
confused while in room B11 until haunt is neutralized

FINAL NIGHTS  [haunt in room B12]








CR 2
Disease (Su) Mindfire: Ring – contact; save Fort DC 12 [DC 16 for initial contact]; onset 1 day; frequency 1/day; effect 1d4 Int damage; cure 2 consecutive saves
Room B12 Magical Treasure:  ring of protection +1 [faint abjuration, CL 5th]

HESHSHARU  [sandman in room B15]
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CR 3
A whirling cloud of fine desert sand piles up upon itself, forming into the shape of a beautiful woman.
NE Medium outsider (earth, elemental, extraplanar)
Init +5; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +7
Aura sleep (20 ft., DC 14)
DEFENSE
AC 15 [16 in sand form], touch 11 [12 in sand form], flat-footed 14 [15 in sand form] (+1 Dex, +4 natural [+1 size in sand form])
hp 30 (4d10+8)
Fort +6, Ref +5, Will +3
Defensive Abilities amorphous; DR 10/blu