SKELETAL GUARDIAN Room 1:  Tier 1-2 (Deinonychus skeleton), Tier 4-5 (Young copper dragon skeleton)

As you begin to file out of the room you hear a loud clicking sound from behind.  Turning around in order to identify it, you see the small [raptor / dragon] skeleton that was standing in the northwest corner a moment before charging across the room towards you.

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

COLD STORAGE SENTINEL Room 2:  Tier 1-2 (Iron cobra)

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

Immune 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

DR 5 / -; SR 13

OFFENSE

Speed 40 ft.

Melee bite +3 (1d6+1 plus poison) black adder venom (limit of 3 uses) – bite-injury; save Fort DC 11; frequency 1/round for 6 rounds; effect 1d2 Con damage; cure 1 save

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

SQ Find Target (Su) – unused ability, ignore

TACTICS

During Combat The construct doesn't attack anyone on the Wightir House's staff, but assaults anyone else who enters the room.  The cold storage sentinel doesn't risk damaging any of the specimens within the cold storage room; its programming forbids attacking around or taking cover behind the frozen specimens to avoid any risk of the sentinel smashing a valuable asset.

COLD STORAGE SENTINEL Room 2:  Tier 4-5 (Ice golem)

This icy statue stands a head taller than a normal human.  A rime of frost coats it, and razor-sharp shards of ice adorn its limbs.

N Medium construct (cold)

Init -1; Senses darkvision 60 ft., low-light vision; Perception +0

DEFENSE

AC 17, touch 9, flat-footed 17 (-1 Dex, +8 natural)

hp 53 (6d10+20)

Fort +2, Ref +1, Will +2

Immune cold

               magic (Ex) – immune to all spells or spell-like abilities that allow spell resistance except those with Fire desciptor; magical attack dealing electricity dmg slows golem (as spell) for 2d6 

rounds with no save; magical attacks dealing cold dmg break any slow effect on golem and heal 1 point dmg for every 3 points dmg attack would otherwise deal; if this 

exceeds golems full hps, gains them as temporary hps; gets no saves versus cold effects

               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

DR 5 / adamantine; Weaknesses vulnerability to fire (+50% damage)

OFFENSE

Speed 30 ft.

Melee 2 slams +9 (1d6+3 plus 1d6 cold)

Special Attacks breath weapon (20-ft. cone, 3d6 cold damage, Reflex DC 13 half, usable once every 1d4 rounds)

                           cold (Ex) – body generates intense cold dealing 1d6 points of frost damage with its touch or when struck by unarmed strikes or natural weapons

                           icy destruction (Ex) – when reduced to 0 hps, it shatters in an explosion of jagged shards of ice; all creatures within a 10-ft. burst take 3d6 slashing damage & 2d6 cold damage; DC 13 

Reflex halves damage; save is Con-based

STATISTICS

Str 16, Dex 9, Con -, Int -, Wis 11, Cha 1

Base Atk +6; CMB +9; CMD 18

TACTICS

During Combat The construct doesn't attack anyone on the Wightir House's staff, but assaults anyone else who enters the room.  The cold storage sentinel doesn't risk damaging any of the specimens within the cold storage room; its programming forbids attacking around or taking cover behind the frozen specimens to avoid any risk of the sentinel smashing a valuable asset.  The ice golem uses its breath weapon whenever it has a clear shot at even a single target without risking damaging any of the Onyx Alliance's property.

MAZZEL GOL Room 3:  Tier 1-2 (Female fetchling alchemist 4), Tier 4-5 (Female fetchling alchemist 7)

A gaunt, grey-skinned woman dressed in a long leather lab coat is currently leaning over the unconscious man.

A grey-skinned, heavily muscled woman dressed in leathers stands in the middle of the room, a clawed hand grasping a vial of bubbling green liquid.

Acid Bomb discovery (Su):  Inflicts acid damage.  Creatures that take a direct hit from an acid bomb take an additional 1d6 points of acid damage 1 round later.

Alchemical Grease:  Each pot of this slick black goo has sufficient contents to cover one Medium or two Small creatures.  If you coat yourself in alchemical grease, you gain a +5 alchemical bonus on Escape Artist checks, on combat maneuver checks made to escape a grapple, and to your CMD to avoid being grappled; this lasts 4 hours or until you wash it off.

Alchemist's Lab:  This lab is used for making alchemical items, and provides a +2 circumstance bonus on Craft (alchemy) checks.  It has no bearing on the costs related to the Craft (alchemy) skill.

Bombs (Su):  ranged touch attack; using bombs requires a standard action and provokes an attack of opportunity; range increments of 20 ft. (maximum 100 feet); splash damage always equal to bomb's minimum damage; those caught in splash damage can attempt a Reflex save for half damage.

Combat Reflexes feat (tier 4-5, 4/round (6/round with cat's grace)):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus and make attacks of opportunity while flat-footed.

Extend Potion discovery (tier 4-5):  2/day, the alchemist can cause any potion she drinks that doesn't have an instantaneous duration to function at twice its normal duration.  This does not apply to extracts.

Feral Mutagen discovery (Su):  When imbibing this mutagen the alchemist gains two claw attacks and a bite attack.  These are primary attacks and are made using the alchemist's full base attack bonus.  The claw attacks deal 1d6 points of damage and the bite attack deals 1d8 points of damage.  While in effect the mutagen gives the alchemist a +2 competence bonus on Intimidate skill checks.

Swift Alchemy (Ex):  At 3rd level, an alchemist can create alchemical items with astounding speed.  It takes an alchemist half the normal amount of time to create alchemical items, and he can apply poison to a weapon as a move action.

Swift Poisoning (Ex)(tier 4-5):  At 6th level, an alchemist can apply a dose of poison to a weapon as a swift action.

Throw Anything feat:  You don't suffer any penalties for using an improvised ranged weapon.  You receive a +1 circumstance bonus on attack rolls made with thrown splash weapons.

Throwing splash weapons:  A thrown splash weapon can target either a creature or a chosen square (AC 5), allowing for adjustments due to penalties based on range increments (-2 per).  If the splash weapon misses, a d8 is rolled to determine the direction of the miss (with 1 being closest to the character throwing it and going clockwise around the target square) and counting out a number of squares in that direction based on the number or ranged increments the weapon was thrown.  For example, if the weapon was thrown 3 ranged increments of 10 feet each (30 feet), then it would miss by 3 squares (15 feet) in the direction the die indicates.

Weapon Blanch, adamantine:  These silver, alchemical powders have a gritty consistency, appearing at first glance to be simple metal shavings.  When poured on a weapon and placed over a hot flame for a full round, however, they melt and form a temporary coating on the weapon.  The blanching gives the weapon the ability to bypass one kind of material-based damage reduction, such as adamantine, cold iron, or silver.  The blanching remains effective until you make a successful attack with the weapon.  Each dose of blanching can coat one weapon or up to 10 pieces of ammunition.  Only one kind of weapon blanch can be on a weapon at one time, though a weapon made of one special material (such as adamantine) can have a different material blanch (such as silver), and counts as both materials for the first successful hit.

SHADOW GUARDS Room 4:  Tier 1-2 (2 fetchlings, warrior 1), Tier 4-5 (3 fetchlings, fighter 1/rogue 1)

Several pale, gaunt humanoids dressed in black studded leather and wielding longswords charge your group as you walk through the door.

Alchemist's Fire (2):  You can throw a flask of alchemists's fire as a splash weapon.  Treat this attack as a ranged touch attack with a range increment of 10 feet (maximum 50 feet).  A direct hit deals 1d6 points of fire damage.  Every creature within 5 feet of the point where the flask hits takes 1 point of fire damage from the splash.  On the round following a direct hit, the target takes an additional 1d6 points of damage.  If desired, the target can use a full-round action to attempt to extinguish the flames before taking this additional damage.  Extinguishing the flames requires a DC 15 Reflex save.  Rolling on the ground provides the target a +2 bonus on the save.  Leaping into a large body of water or magically extinguishing the flames automatically smothers the fire.

Combat Reflexes feat (tier 4-5, 3/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus and make attacks of opportunity while flat-footed.

Liquid Ice (tier 4-5):  This fluid immediately starts to evaporate once opened.  During the next 1d6 rounds, you can use it to freeze a liquid or to coat an object in a thin layer of ice (slippery floor hazard from room 2 in 5' square?).  You can also throw liquid ice as a splash weapon.  A direct hit deals 1d6 points of cold damage; creatures within 5 feet of where it hits take 1 point of cold damage from the splash.

SHADOW HOUND Room 5:  Tier 1-2 (Reduced HD shadow mastiff), Tier 4-5 (Shadow mastiff)

Although shaped like a dog, this muscular creature has a coat that drinks up the light, drawing shadows in around it.  Its maw is full of sharp teeth, and a wisp of shadow drips from its writhing tongue.

Power Attack (-1/+3):  You can choose to take a -1 penalty on all melee attack rolls and combat maneuver checks to gain a +2 bonus on all melee damage rolls.  This bonus to damage is increased by half (+50%) if you are making an attack with a two-handed weapon, a one handed weapon using two hands, or a primary natural weapon that adds 1-1/2 times your Strength modifier on damage rolls.  This bonus to damage is halved (-50%) if you are making an attack with an off-hand weapon or secondary natural weapon.

UTHIL MAK Room 7:  Tier 1-2 (Male fetchling monk 4), Tier 4-5 (Male fetchling monk 7)

Standing before the dias is a thin gray form holding a ceremonial dagger.  Kneeling before him are two identically beautiful young women swaying back and forth in some sort of trance. 

Combat Reflexes feat (3/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus and make attacks of opportunity while flat-footed.

Deflect Arrows feat:  You must have at least one hand free to use this feat.  Once per round when you would normally be hit with an attack from a ranged weapon, you may deflect it so that you take no damage from it.  You must be aware of the attack and not flat-footed.  Attempting to deflect a ranged attack doesn't count as an action.  Ranged attacks generated by natural attacks or spell effects can't be deflected.

Evasion (Ex):  At 2nd level or higher, if a monk makes a successful Reflex save against an attack that normally deals half damage on a successful save, he instead takes no damage.  Evasion can only be used if a monk is wearing light armor or no armor.  A helpless monk does not gain the benefit of evasion.

Flurry of Blows (Ex):  As a full-attack action, a monk may make one additional attack using any combination of unarmed strikes or attacks with a special monk weapon as if using the Two-Weapon Fighting feat.  For the purpose of these attacks, the monk's base attack bonus from his monk class levels is equal to his monk level (monk's level (+4/+7) + STR bonus (+2/+3) – Two-Weapon Fighting (-2/-2) + Weapon Focus (+0/+1) = (+4/+9)).  A monk applies his full Strength bonus to his damage rolls for all successful attacks made with flurry of blows, whether the attacks are made with an off-hand or with a weapon wielded in both hands.  A monk may substitute disarm, sunder, and trip combat maneuvers for unarmed attacks as part of a flurry of blows.  A monk with natural weapons cannot use such weapons as part of a flurry of blows, nor can he make natural attacks in addition to his flurry of blows attacks.

Ki Pool (Su)(tier 1-2, 4 points)(tier 4-5, 7 points):  At 4th level, a monk gains a pool of ki points.  As long as he has at least 1 point in his ki pool, he can make a ki strike.

· At 4th level, ki strike allows his unarmed attacks to be treated as magic weapons for the purposes of overcoming damage reduction.  Ki strike improves with the monk's level.

· At 7th level, his unarmed attacks are also treated as cold iron and silver weapons for the purpose of overcoming damage reduction.

By spending 1 point from his ki pool, a monk can do one of the following:

· Make one additional attack at his highest attack bonus when making a flurry of blows attack, or

· Increase his speed by 20 feet for 1 round, or

· Give himself a +4 dodge bonus to AC for 1 round.

Mobility feat (tier 4-5):  You get a +4 dodge bonus to Armor Class against attacks of opportunity caused when you move out of or within a threatened area.  A condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge bonuses.  Dodge bonuses stack with each other, unlike most types of bonuses.

Stunning Fist (Ex)(tier 1-2, 4/day, DC 14)(tier 4-5, 7/day, DC 15):  At 1st level, the monk gains Stunning Fist as a bonus feat.  At 4th level, the monk gains the ability to substitute the fatigued condition for the stunned condition.  You must declare that you are using this feat before you make your attack roll.  Stunning Fist forces a foe damaged by your unarmed attack to make a Fortitude save in addition to dealing damage normally.  A defender who fails this save is stunned for 1 round (until just before your next turn).  A stunned character drops everything held, can't take actions, loses any Dexterity bonus to AC, and takes a -2 penalty to AC.  Constructs, oozes, plants, undead, incorporeal creatures, and creatures immune to critical hits cannot be stunned.

Unarmed Strike:  At 1st level, a monk gains Improved Unarmed Strike as a bonus feat.  A monk's attacks may be with fist, elbows, knees, and feet.  This means a monk may make unarmed strikes with his hands full.  There is no such thing as an off-hand attack for a monk striking unarmed.  A monk may thus apply his full Strength bonus on damage rolls for all his unarmed strikes.  A monk may choose to deal lethal or nonlethal damage with no penalty on his attack roll (including while grappling).  A monk's unarmed strike is treated as both a manufactured weapon and a natural weapon for the purpose of spells and effects that enhance or improve either manufactured weapons or natural weapons.

Wholeness of Body (Su)(tier 4-5):  At 7th level or higher, a monk can heal his own wounds as a standard action.  He can heal a number of hit points of damage equal to his monk level by using 2 points from his ki pool.
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