
Firedrake CR 1 
Male human adept 1/expert 1 
NE Medium humanoid 
Init +0; Senses Perception +0 
 
DEFENSE 
AC 12, touch 10, flat-footed 12 (+2 armor, +0 Dex) 
hp 9 (2d6) 
Fort +0, Ref +0, Will +4 
 
OFFENSE 
Spd 30 ft. 
Melee dagger +0 (1d4) 
Ranged alchemist’s fire +0 (1d6 fire for two rounds plus splash) 
Spells Prepared (CL 1st) Concentration +3 
1st—burning hands (DC 11 reflex, 1d4 fire damage) 
0—detect magic, light, touch of fatigue (DC 10) 
 
TACTICS 
Before Combat Firedrake moves to his rack of alchemical weapons at the first sign of intruders. 
During Combat Firedrake hangs back and throws alchemical weapons, starting with tanglefoot bags then 
alchemist’s fire. 
Morale Firedrake worries more about his lab than his own life and will foolishly fight to the death. 
 
STATISTICS 
Str 10, Dex 10, Con 10, Int 11, Wis 11, Cha 11 
Base Atk +0; CMB +0 CMD 10 
Feats Point Blank Shot, Precise Shot 
Skills Appraise +1 , Craft (alchemy) +4, Heal +3, Profession (alchemist) +4 
Languages Common, Osiriani 
Gear leather armor (lab smock), pouch with 20 gp 
 
TANGLEFOOT BAG 
A tanglefoot bag is a small sack filled with tar, resin, and other sticky substances. When you throw a tanglefoot 
bag at a creature (as a ranged touch attack with a range increment of 10 feet), the bag comes apart and goo 
bursts out, entangling the target and then becoming tough and resilient upon exposure to air. An entangled 
creature takes a –2 penalty on attack rolls and a –4 penalty to Dexterity and must make a DC 15 Reflex save or 
be glued to the floor, unable to move. Even on a successful save, it can move only at half speed. Huge or larger 
creatures are unaffected by a tanglefoot bag. A flying creature is not stuck to the floor, but it must make a DC 
15 Reflex save or be unable to fly (assuming it uses its wings to fly) and fall to the ground. A tanglefoot bag 
does not function underwater. 
A creature that is glued to the floor (or unable to fly) can break free by making a DC 17 Strength check or by 
dealing 15 points of damage to the goo with a slashing weapon. A creature trying to scrape goo off itself, or 
another creature assisting, does not need to make an attack roll; hitting the goo is automatic, after which the 
creature that hit makes a damage roll to see how much of the goo was scraped off. Once free, the creature can 
move (including flying) at half speed. If the entangled creature attempts to cast a spell, it must make a 
concentration check with a DC of 15 + the spell's level or be unable to cast the spell. The goo becomes brittle 
and fragile after 2d4 rounds, cracking apart and losing its effectiveness. An application of universal solvent to a 
stuck creature dissolves the alchemical goo immediately. 
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Steel Wyvern Thugs (2) CR 2 
Male human fighter 2 
LE Medium humanoid 
Init +2; Senses Perception +1 
 
DEFENSE 
AC 15, touch 12, flat-footed 13 (+3 armor, +2 Dex) 
hp 20 (2d10+5) 
Fort +4, Ref +2, Will +1 
 
OFFENSE 
Spd 30 ft. 
Melee spiked chain +5 (2d4+2) 
 
TACTICS 
Before Combat The thugs move onto platforms within reach of the walkway. 
During Combat The thugs stay on the platforms using reach to attack the PCs. 
Morale The thugs fight to the death. 
 
STATISTICS 
Str 15, Dex 14, Con 12, Int 10, Wis 13, Cha 8 
Base Atk +2; CMB +4 CMD 16 
Feats Combat Reflexes, Exotic Weapon Proficiency (spiked chain), Toughness, Weapon Focus (spiked 
chain) 
Skills Acrobatics +7, Swim +7 
Languages Common 
Combat Gear potion of cure light wounds;  
Other Gear masterwork studded leather, spiked chain, pouch with 20 gp 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Scarab Beetle Swarm (2) CR 3 
N Fine vermin (swarm) 
Init +2; Senses darkvision 60 ft.; Perception +0 
 
DEFENSE 
AC 20, touch 20, flat-footed 18 (+2 Dex, +8 size) 
hp 18 (4d8) 
Fort +4, Ref +3, Will +1 
Defensive Abilities swarm traits; Immune mind-affecting effects 
 
OFFENSE 
Speed 10 ft., climb 10 ft., fly 30 ft. (average) 
Melee swarm (1d6) 
Space 10 ft.; Reach 0 ft. 
Special Attacks devour, distraction (DC 12), voracious (see giant locust) 
 
STATISTICS 
Str 1, Dex 15, Con 10, Int —, Wis 11, Cha 2 
Base Atk +3; CMB —; CMD — 
Skills Climb +3, Fly +10 
 
SPECIAL ABILITIES 
Devour (Ex) A locust swarm causes damage to unattended objects in its space each round as though 
they were creatures. It even damages inedible objects. 
Voracious (Ex) A giant locust's bite attack deals double damage to creatures with the plant subtype 
and to objects made of paper, wood, or other plant materials 
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 (DC12) negates the effect. 
 
 
Exploding Gas Trap CR 3 
Type Mechanical (natural); Search DC 24; Disable Device DC 30 
 
EFFECTS 
Trigger proximity (any fire source);  
Reset automatic (5 days; enough gas refills each day to inflict +1d6 damage, maximum 5d6) 
Effect 5d6 fire damage, 30 ft. radius spread (Reflex DC 14 for half ) 
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Act 4: 
Steel Wyvern Thugs (4) CR 2 
hp 20 (use the stats from Act 1, Tier 4–5) 
 
Randalan CR 6 
Male Human bard 6 
NE medium humanoid 
Init +2; Senses Perception –1 
 
DEFENSE 
AC 16, touch 12, flat-footed 14 (+5 armor, +2 Dex) 
hp 22 (5d6+5) 
Fort +3, Ref +7, Will +4 
 
OFFENSE 
Spd 30 ft. 
Melee whip +6 (1d3 non-lethal) 
Ranged acid flask +5 (1d6 acid plus splash) 
Spells Known (CL 6th) Concentration +10 
2nd (3/day)—blur, cure moderate wounds, soundburst 
1st (4/day)—cure light wounds, expeditious retreat, hideous laughter (DC 14) sleep (DC 14) 
0 (3/day)—daze, detect magic, light, mage hand, prestidigitation, read magic 
 
TACTICS 
Before Combat Randalan casts blur and lets his men take the lead. 
During Combat Randalan supports his men with bardic music (inspire courage), uses his whip to disarm or trip 
foes, and heals injured comrades. 
Morale If all of his thugs are defeated, Randalan casts expeditious retreat and flees. 
 
STATISTICS 
Str 10, Dex 14, Con 12, Int 13, Wis 8, Cha 16 
Base Atk +3, CMB +3; +5 to trip; CMD 12; 14 to trip 
Feats Combat Expertise, Improved Disarm, Improved Trip, Weapon Finesse 
Skills Appraise +10, Bluff +12, Diplomacy +14, Intimidate +14, Knowledge (arcana) +10, Perform 
(oratory) +12, Spellcraft +12 
Languages Common, Skald 
SQ bardic performance (19 rounds/day), countersong, fascinate, inspire competence, inspire 
courage, suggestion 
Combat Gear acid flask (3); Other Gear +1 mithril shirt, masterwork whip, pouch with 40 gp 
 
Inspire Courage (Su): A 1st-level bard can use his performance to inspire courage in his allies (including himself), bolstering 
them against fear and improving their combat abilities. To be affected, an ally must be able to perceive the bard's 
performance. An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 
competence bonus on attack and weapon damage rolls. At 5th level, and every six bard levels thereafter, this bonus 
increases by +1, to a maximum of +4 at 17th level. Inspire courage is a mind-affecting ability. Inspire courage can use 
audible or visual components. 
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SLEEP (DC14) 
School enchantment (compulsion) [mind-affecting]; Level bard 1, sorcerer/wizard 1 
Casting Time 1 round 
Components V, S, M (fine sand, rose petals, or a live cricket) 
Range medium (100 ft. + 10 ft./level) 
Area one or more living creatures within a 10-ft.-radius burst 
Duration 1 min./level 
Saving Throw Will negates; Spell Resistance yes 
A sleep spell causes a magical slumber to come upon 4 HD of creatures. Creatures with the fewest 
HD are affected first. Among creatures with equal HD, those who are closest to the spell's point of 
origin are affected first. HD that are not sufficient to affect a creature are wasted. Sleeping creatures 
are helpless. Slapping or wounding awakens an affected creature, but normal noise does not. 
Awakening a creature is a standard action (an application of the aid another action). Sleep does not 
target unconscious creatures, constructs, or undead creatures. 
 
HIDEOUS LAUGHTER (DC14) 
School enchantment (compulsion) [mind-affecting]; Level bard 1, sorcerer/wizard 2 
Casting Time 1 standard action 
Components V, S, M (tiny fruit tarts and a feather) 
Range close (25 ft. + 5 ft./2 levels) 
Target one creature; see text 
Duration 1 round/level 
Saving Throw Will negates; Spell Resistance yes 
This spell afflicts the subject with uncontrollable laughter. It collapses into gales of manic laughter, 
falling prone. The subject can take no actions while laughing, but is not considered helpless. After 
the spell ends, it can act normally. On the creature's next turn, it may attempt a new saving throw to 
end the effect. This is a full round action that does not provoke attacks of opportunity. If this save is 
successful, the effect ends. If not, the creature continues laughing for the entire duration. 
A creature with an Intelligence score of 2 or lower is not affected. A creature whose type is different 
from the caster's receives a +4 bonus on its saving throw, because humor doesn't "translate" well. 
 
SOUND BURST 
School evocation [sonic]; Level bard 2, cleric 2 
Casting Time 1 standard action 
Components V, S, F/DF (a musical instrument) 
Range close (25 ft. + 5 ft./2 levels) 
Area 10-ft.-radius spread 
Duration instantaneous 
Saving Throw Fortitude partial; Spell Resistance yes 
You blast an area with a tremendous cacophony. Every creature in the area takes 1d8 points of sonic 
damage and must succeed on a Fortitude save to avoid being stunned for 1 round. Creatures that 
cannot hear are not stunned but are still damaged. 
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DRETCHES (5) CR 2 
XP 600 
CE Small outsider (chaotic, demon, evil, extraplanar) 
Init +0; Senses darkvision 60 ft.; Perception +5 
 
DEFENSE 
AC 14, touch 11, flat-footed 14 (+3 natural, +1 size) 
hp 18 (2d10+7) 
Fort +5, Ref +0, Will +3 
DR 5/cold iron or good; Immune electricity, poison; Resist acid 10, cold 10, fire 10 
 
OFFENSE 
Speed 20 ft. 
Melee 2 claws +4 (1d4+1), bite +4 (1d4+1) 
Spell-Like Abilities (CL 2nd) 
1/day—cause fear (DC 11), stinking cloud (DC 13), summon (level 1, 1 dretch 35%) 
 
STATISTICS 
Str 12, Dex 10, Con 14, Int 5, Wis 11, Cha 11 
Base Atk +2; CMB +2; CMD 12 
Feats Toughness 
Skills Escape Artist +5, Perception +5, Stealth +9 
Languages Abyssal (cannot speak); telepathy 100 ft. (limited to Abyssal-speaking targets) 
 
CAUSE FEAR 
School necromancy [fear, mind-affecting]; Level bard 1, cleric 1, sorcerer/wizard 1 
Casting Time 1 standard action 
Components V, S 
Range close (25 ft. + 5 ft./2 levels) 
Target one living creature with 5 or fewer HD 
Duration 1d4 rounds or 1 round; see text 
Saving Throw Will partial; Spell Resistance yes 
The affected creature becomes frightened. If the subject succeeds on a Will save, it is shaken for 1 round. 
Creatures with 6 or more HD are immune to this effect. Cause fear counters and dispels remove fear. 
 
STINKING CLOUD 
School conjuration (creation); Level sorcerer/wizard 3 
Casting Time 1 standard action 
Components V, S, M (a rotten egg or cabbage leaves) 
Range medium (100 ft. + 10 ft./level) 
Effect cloud spreads in 20-ft. radius, 20 ft. high 
Duration 1 round/level 
Saving Throw Fortitude negates; see text; Spell Resistance no 
Stinking cloud creates a bank of fog like that created by fog cloud, except that the vapors are nauseating. Living 
creatures in the cloud become nauseated. This condition lasts as long as the creature is in the cloud and for 
1d4+1 rounds after it leaves. (Roll separately for each nauseated character.) Any creature that succeeds on its 
save but remains in the cloud must continue to save each round on your turn. This is a poison effect. 
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