Jigsaw Shark	CR 1	XP 400
N Medium Animal (aquatic)
Init +6, Senses blindsense 30 ft, keen scent, low-light vision	Perception +8
DEFENSE 
AC 16, Touch 12, Flat-Footed 14 (+2 Dex, +4 natural)
HP 22 (4d8 + 4)
Fort +7, Ref +6, Will +2
OFFENSE
Speed swim 60 ft
Melee	bite +5 (1d6 + 3)
STATISTICS 
Str 15, Dex 14, Con 13, Int 1, Wis 12, Cha 2
Base Atk +3; CMB +5; CMD 17
Feats Great Fortitude, Improved Initiative
Skills Perception +8, Swim +10
SPECIAL ABILITIES
Keen Scent (Ex) A shark can notice creates by scent in a 180-foot radius underwater and can detect blood in the water at ranges of up to a mile.

Dog	CR 1/3	XP 135
N Small Animal
Init +1; Senses low-light vision, scent;	Perception +8
DEFENSE 
AC 13, Touch 12, Flat-Footed 12 (+1 Dex, +1 NA, +1 size)
HP 6 (1d8 + 2)
Fort +4, Ref +3, Will +1
OFFENSE
Speed 40 ft
Melee bite +2 (1d4 + 1)
TACTICS 
During Combat The dog is fearless and attacks strangers on sight.
Morale The dog fights to the death
STATISTICS 
Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +0; CMB +0; CMD 11 (15 vs. trip)
Feats Skill Focus (Perception)
Skills Acrobatics +1 (+9 jumping), Perception +8, Survival +1 (+5 scent tracking)
Racial Modifiers +4 Acrobatics when jumping, +4 Survival when tracking by scent

Giggles	CR 1	XP 400
NE Medium humanoid	Male half-orc fighter 2
Init +1; Senses darkvision 60 ft.;	Perception +1
DEFENSE 
AC 15, touch 11, flat-footed 14(+3 armor, +1 Dex, +1 shield)
hp 15 (2d10 + 4)
Fort +4, Ref +1, Will +1; +2 vs fear
OFFENSE
Spd 20 ft.
Melee	flail +6 (1d8+4)
TACTICS
During Combat Giggles lives up to his name in combat, chortling and snickering at anything remotely funny (and often at things that aren’t funny at all). He focuses his attacks on whoever struck him most recently in a combat.
Morale Giggles fights to the death.
STATISTICS
Str 17, Dex 13, Con 14, Int 8, Wis 12, Cha 10
Base Atk +2; CMB +5; CMD 16
Feats Weapon Focus (flail), Skill Focus (Intimidate), Step Up
Skills Acrobatics -1, Intimidate +9
Languages Common
SQ bravery +1, orc ferocity
Gear studded leather armor, light shield, flail
Yargin Balko	CR 1/2	XP 200
LE Medium humanoid 	Male human expert 2 
Init +1	Perception -1
DEFENSE 
AC 14, touch 12, flat-footed 12 (+2 armor, +2 Dexterity)
hp 11 (2d8 + 2)
Fort +1, Ref +2, Will +2
OFFENSE
Spd 30 ft.
Melee	dagger +1 (1d4/19–20)
Ranged	acid splash +3 touch (1d3 acid) or
		alchemical item +4 touch (varies)
TACTICS 
During Combat Yargin prefers to use his wand of acid splash in combat, but since he needs to roll a 13 to activate it with a Use Magic Device check, it’s prone to failing him—each time it does, he erupts into a loud burst of profanity, shaking the wand in frustration. Once he fails the third time to use the wand, he gives up and switches to thrown vials of acid and tanglefoot bags. He’s deathly afraid of melee combat, and fights with his dagger only if cornered.
Morale Once he’s used up his alchemical items and his wand has failed him three times (or as soon as he takes any melee damage at all) Yargin shrieks in panic and attempts to flee to Gaedren’s side to warn him. That he might inadvertently lead Gaedren’s enemies right to him doesn’t cross his mind in his panicked state.
STATISTICS 
Str 10, Dex 14, Con 13, Int 11, Wis 9, Cha 8 
Base Atk +1; CMB +1; CMD 12
Feats Point Blank Shot, Skill Focus (Use Magic Device) 
Skills Appraise +5, Craft (alchemy) +5, Disable Device +5, Forgery +5, Knowledge (arcana) +5, Linguistics +5 Perception +5, Use Magic Device +7
Languages Common, Gnome
Combat Gear wand of acid splash (28 charges), acid (3), tanglefoot bag (2), thunderstone
Other Gear leather armor, dagger, light crossbow with 10 bolts, garnet amulet worth 100 gp, key to cabinet in area A7

Lamm’s Lamb	CR 1/3	XP 135
N Small humanoid	Human child expert 2
Init +3	Perception -1
DEFENSE 
AC 14, touch 14, flat-footed 11 (+2 Dexterity, +1 size)
hp 9 (2d8)
Fort +0, Ref +3, Will +2
OFFENSE
Spd 30 ft.
Melee	dagger +0 (1d3 - 2/19–20)
	pitchfork +0 (1d6 - 2)
TACTICS 
During Combat The orphans spend the first round of combat in shock and surprise. If Hookshanks is able to intimidate them into action with a DC 10 Intimidate check, the orphans attack the PCs with their pitchforks.
Morale An orphan who takes any damage attempts to flee into area A8. Once none of Gaedren’s thugs are present or have been slain, the orphans quickly flee the fishery into the surrounding slums.
STATISTICS
Str 7, Dex 17, Con 10, Int 9, Wis 8, Cha 10
Base Atk +1; CMB -2; CMD 11
Feats Skill Focus (Sleight of Hand), Stealthy
Skills Acrobatics +8, Bluff +5, Climb +3, Escape Artist +10, Sleight of Hand +11, Stealth +14
Languages Common
Gear dagger or pitchfork


Hookshanks Gruller	CR 1	XP 400
NE Small humanoid	Male gnome rogue 2
Init +2; Senses low-light vision	Perception +7
DEFENSE 
AC 16, touch 13, flat-footed 14 (+3 armor, +2 Dexterity, +1 size) 
hp 17 (2d8 + 4)
Fort +2, Ref +4, Will +2 (+2 vs. illusions)
OFFENSE 
Spd 20 ft.
Melee	kukri +4 (1d3/18–20)
Special Attacks sneak attack +1d6
TACTICS
During Combat Hookshanks orders the orphans to attack the PCs (requiring a successful DC 10 Intimidate check), then moves to open the door to area A4 to yell out an alarm and let Bloo enter the fray. He prefers to use his kukri in a real fight against intruders.
Morale If reduced to 4 hit points or less, Hookshanks attempts to flee into the slums. If caught, he begs for his life and promises to tell the PCs everything about the fishery in return for mercy. He knows more or less everything about the place except for what’s in Gaedren’s den (area A14).
STATISTICS 
Str 11, Dex 15, Con 14, Int 10, Wis 14, Cha 10
Base Atk +1; CMB +0; CMD 12
Feats Martial Weapon Proficiency (kukri), Weapon Finesse
Skills Appraise +4, Bluff +5, Climb +3, Disguise +5, Escape Artist +6, Intimidate +5, Knowledge (local) +5, Perception +7, Sleight of Hand +6, Stealth +14
Languages Common, Gnome, Sylvan
SQ trapfinding, evasion, rogue talent (finesse rogue)
Gear studded leather armor, kukri, disguise kit, key to cabinet

Drain Spider	CR 1/4	XP 100
N Tiny vermin	Scarlet Spider
Init +5; Senses darkvision 60 ft, tremorsense 60 ft	Perception +4
DEFENSE 
AC 18, touch 17, flat-footed 11 (+5 Dex, +2 size, +1 natural) 
hp 4 (1d8 + 0)
Fort +2, Ref +5, Will +0
Immune mind-affecting effects
OFFENSE 
Spd 30 ft., climb 30 ft
Melee	bite -2 (1d3 - 4 plus poison)
Special Attacks web (+7 ranged, DC 10, hp 2)
STATISTICS 
Str 3, Dex 21, Con 10, Int – , Wis 10, Cha 2
Base Atk +0; CMB -6; CMD 9 (21 vs trip)
Skills Climb +16, Perception +4 (+8 in webs), Stealth +17 (+21 in webs); Racial Modifiers +4 Perception, +4 Stealth (+8 in webs), +16 Climb
SPECIAL ABILITIES
Poison (Ex) Bite – injury, save Fort DC 12; frequency 1/round for 4 rounds; effect 1d2 Str damage; cure 1 save

Gaedren Lamm	CR 2	XP 600
NE Medium humanoid	Male old human expert 4/rogue 2 
Init +5;	Perception +11
DEFENSE 
AC 15, touch 11, flat-footed 14 (+4 armor, +1 Dexterity)
hp 21 (6d8 - 6)
Fort +0, Ref +5, Will +6
Defensive Abilities evasion
OFFENSE
Spd 30 ft.
Melee	mwk dagger +6 (1d4 - 3/19-20)
Ranged	mwk hand crossbow +6 (1d4/19-20)
Special Attacks sneak attack (1d6 + 1 bleed)
TACTICS
During Combat Although he is much higherlevel than the PCs, Gaedren’s age has all but crippled him. On one level he’s aware of his flaws, but his bitter and cruel personality gets the better of his judgment. His first act in combat is to fire a crossbow bolt at Gobblegut— assuming he hits, the sudden pain drives the cantankerous alligator into a frenzy. Gaedren hopes that Gobblegut takes care of the PCs, but he continues firing crossbow bolts at them as long as he can, switching to his dagger only if confronted in melee.
Morale Although unwilling to give up his latest home, Gaedren knows when he’s in trouble. If reduced to fewer than 3 hit points, he tries to escape to one of the skiffs tied to the hidden walkway in area A12 to row away. Of course, if Gobblegut is riled up, navigating the walkway around the alligator’s den might just be the last thing Gaedren does.
STATISTICS
Str 5, Dex 13, Con 9, Int 16, Wis 14, Cha 15
Base Atk +4; CMB +1; CMD 11
Feats Combat Expertise, Improved Initiative, Skill Focus (Bluff), Weapon Finesse
Skills Appraise +12, Bluff +14, Linguistics +12, Handle Animal +7, Intimidate +13, Knowledge (local) +12, Disable Device +10, Perception +11
Languages Common, Goblin
SQ trapfinding, rogue talent (bleeding attacks)
Gear masterwork dagger, masterwork hand crossbow with 10 bolts, ring of keys (for all locks in the fishery)

Gobblegut	CR 2	XP 600
N Medium animal	Alligator
Init +1; Senses low-light vision	Perception +8
DEFENSE 
AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) 
hp 22 (3d8 + 9)
Fort +6, Ref +4, Will +2
OFFENSE 
Spd 20 ft., swim 30 ft, sprint
Melee	bite +6 (1d8 + 4 plus grab) and
		tail slap +1 (1d10 + 2)
Special Attacks death roll (1d6 + 6 plus trip)
STATISTICS 
Str 19, Dex 12, Con 17, Int 1, Wis 12, Cha 2
Base Atk +2; CMB +6 (+10 grapple); CMD 17 (21 vs trip)
Feats Skill Focus (Perception, Stealth)
Skills Perception +8, Stealth +9 (+17 in water), Swim +12; Racial Modifiers +8 on Stealth in water, +8 swim
SQ hold breath
SPECIAL ABILITIES
Death Roll (Ex) When grappling a foe of its size or smaller, an alligator can perform a death roll upon making a successful CMB check. As it clings to its foe, it tucks in its legs and rolls rapidly, twisting and wrenching its victim. The alligator inflicts its bite damage and knocks the creature prone. If successful, the alligator maintains its grapple.
Sprint (Ex) Once per minute an alligator may sprint, increasing its land speed to 40 feet for 1 round
Otyugh	CR 4	XP 1,200
N Large aberration
Init +0; Senses darkvision 60 ft, scent	Perception +9
DEFENSE 
AC 17, touch 9, flat-footed 17 (+8 NA, -1 size) 
hp 39 (6d8 + 12)
Fort +3, Ref +2, Will +6
Immune disease
OFFENSE 
Spd 20 ft
Melee	bite +7 (1d8 + 4 plus disease) and
		2 tentacles +3 (1d6 + 2 plus grab)
Space 10 ft; Reach 10 ft (15 ft with tentacle)
Special Attacks constrict (tentacle 1d6 + 2)
STATISTICS 
Str 18, Dex 10, Con 13, Int 5, Wis 13, Cha 6
Base Atk +4; CMB +9 (+13 grapple); CMD 19 (21 vs trip)
Feats Alertness, Toughness, Weapon Focus (tentacle)
Skills Perception +9, Stealth +2 (+10 in lair)
Racial Modifiers +8 Stealth in lair
Languages Common
SPECIAL ABILITIES
Disease (Ex) Filth fever: Bite – injury; save Fort DC 14; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.

Renegade Guard	CR 1	XP 400
CE Medium humanoid	Male human warrior 3
Init +4	Perception -1
DEFENSE 
AC 18, touch 10, flat-footed 18 (+6 armor, +2 shield)
hp 18 (310 + 3)
Fort +4, Ref +1, Will +0
OFFENSE 
Spd 20 ft
Melee	Longsword +5 (1d8 + 1/19-20)
		warhammer +5 (1d8 + 1/x3)
Ranged	light crossbow +2 (1d8/19-20)
Tactics – Renegade Guard
During Combat The guards open with shots from their crossbows, switching to melee only if their enemies close to do the same. If more than one guard is involved in a fight, at least one tires to fall back to support the other with crossbow fire
Morale If reduced to 4 hit point or less, a guard attempts to flee into the city. If at least two guards are killed, the others abandon Verik and flee as soon as they see proof of the other two’s death
STATISTICS 
Str 13, Dex 11, Con 12, Int 10, Wis 9, Cha 8
Base Atk +3; CMB +4; CMD 14
Feats Improved Initiative, Weapon Focus(Longsword), Quick Draw
Skills Handle Animal +5, Intimidate +5, Ride +0
Languages Common
Other Gear chainmail, heavy steel shield, Longsword, light crossbow with 10 bolts, 20 gp

Verik Vancaskerkin	CR 2	XP 600
CN Medium humanoid	Male human fighter 3
Init +2	Perception -2
DEFENSE 
AC 18, touch 12, flat-footed 16 (+6 armor, +2 shield)
hp 24 (3d10 + 3)
Fort +4, Ref +3, Will +0 +1 vs fear
Defensive Abilities armor training I
OFFENSE 
Spd 30 ft
Melee	mwk spear +6 (1d8 + 3/x3)
Ranged	mwk composite longbow +8 (1d8 + 4/19-20)
Tactics 
During Combat Verik prefers to fight with his longbow. He switches to his spear only if someone manages to engage him in melee
Morale Verik surrenders if brought below 6 hit points.
STATISTICS 
Str 15, Dex 14, Con 12, Int 10, Wis 8, Cha 13
Base Atk +3; CMB +5; CMD 17
Feats Iron Will, Point Blank Shot, Precise Shot, Quick Draw, Weapon Focus (longbow)
Skills Handle Animal +7, Intimidate +7, Ride +0
Languages Common
SQ bravery +1
Combat Gear potion of cure moderate wounds
Other Gear masterwork chainmail, masterwork spear, masterwork composite longbow (+2) with 20 +1 arrows

Boar	CR 2	XP 600
N Medium animal
Init +0; Senses low-light vision, scent	Perception +6
DEFENSE 
AC 14, touch 10, flat-footed 14 (+4 natural) 
hp 18 (2d8 + 9)
Fort +6, Ref +3, Will +1
Defensize Abilities ferocity
OFFENSE 
Spd 40 ft
Melee	gore +4 (1d8 + 4)
STATISTICS 
Str 17, Dex 10, Con 17, Int 2, Wis 13, Cha 4
Base Atk +1; CMB +4; CMD 14
Feats Toughness
Skills Perception +6


Reefclaw	CR 1	XP 400
CN Small aberration (aquatic)
Init +5; Senses darkvision 60 ft., low-light vision	Perception +6
DEFENSE
AC 14, touch 12, flat-footed 13 (+1 Dex, +2 natural, +1 size)
hp 11 (2d8 + 2)
Fort +2, Ref +1, Will +4
Resist cold 5
OFFENSE
Spd 5 ft., swim 40 ft.
Melee	2 claws +3 (1d4 plus numbing poison)
Space 5 ft.; Reach 5 ft. 
Special Attacks death frenzy, constrict (1d4)
TACTICS
During Combat A reefclaw charges at the nearest opponent and uses its claws to attempt a grapple. Once a reefclaw establishes a grapple, it maintains that grapple until either it or its victim dies. If a creature escapes a reefclaw’s grapple, the enraged reefclaw pursues that creature until one of them is dead. In a group, reefclaws each attack different creatures and never aid one another.
Morale A reefclaw grappling a creature fights until killed. If unable to grapple a creature, a reefclaw flees if reduce to 1 or fewer hit points.
STATISTICS
Str 10, Dex 13, Con 14, Int 5, Wis 12, Cha 13
Base Atk +1; CMB +0 (+8 grapple); CMD 11 (can’t be tripped)
Feats Improved Initiative
Skills Perception +6, Swim +8; Racial Modifiers Swim +8
Language Common (can’t speak)
SQ amphibious
SPECIAL ABILITIES
Death Frenzy (Su) When a reefclaw is killed, its body spasms horrifically. Immediately upon dying, the reefclaw makes a full attack against a creature it threatens. If more than one creature is within reach, roll randomly for each attack to determine the target (which may be another reefclaw).
[bookmark: TOC-Grab-Ex-]Grab (Ex) A reefclaw can use its grab ability on a target of any size. Reefclaws have a +8 racial bonus on grapple checks; this bonus replaces the normal +4 bonus a creature with grab receives.
[bookmark: TOC-Poison-Ex-]Poison (Ex) Claw—injury; save Fort DC 13; frequency 1/round for 4 rounds;effect 1d2 Str; cure 1 save.



Devargo Barvasi	CR 3	XP 800
LE Medium humanoid	Male human rogue 4
Init +3	Perception +7
DEFENSE
AC 18, touch 15, flat-footed 14 (+3 armor, +3 Dex, +1 shield)
hp 28 (4d8+10)
Fort +3, Ref +7, Will +0
Defensive Abilities evasion, trap sense +1, uncanny dodge
OFFENSE
Speed 30 ft.
Melee	mwk bladed gauntlet +8 (1d4+1 plus poison) or 
		mwk bladed gauntlet +6 (1d4+1 plus poison) and
		mwk bladed gauntlet +6 (1d4 plus poison)
Ranged	mwk hand crossbow +7 (1d4/19-20 plus poison)
Special Attacks sneak attack +2d6
STATISTICS
Str 12, Dex 16, Con 14, Int 10, Wis 8, Cha 13
Base Atk +3; CMB +4; CMD 17
Feats Two-Weapon Defense, Two-Weapon Fighting, Weapon Finesse, Dodge, Weapon Focus (bladed gauntlet)
Skills Bluff +8, Climb +8, Craft (Alchemy) +7, Diplomacy +8, Intimidate +8, Knowledge (Local) +7, Perception +6, Sense Motive +6, Sleight of Hand +10
Languages Common
SQ trapfinding, rogue talents (combat trick, weapon training)
Combat Gear potion of cure moderate wounds, potion of invisibility, medium spider venom (5 doses; save Fort DC 14, frequency 1/round for 4 rounds, effect 1d2 Str damage, cure 1 save)
Other Gear +1 leather armor, masterwork bladed gauntlets (2), masterwork hand crossbow with 20 bolts, key to area C9, key to footlocker in area C14

Majenko	CR 1	XP 400
NG tiny dragon	Male pseudodragon
Init +2; Senses blindsense 60 ft., darkvision 60ft.	Perception +6
	low-light vision
DEFENSE
AC 16, touch 14, flat-footed 14 (+2 Dex, +2 natural, +2 size)
hp 15 (2d12 + 2)
Fort +4, Ref +5, Will +4
Immune paralysis, sleep; SR 12
OFFENSE
Spd 15 ft., fly 60 ft. (good)
Melee	sting +6 (1d3 - 2 plus poison)
	bite +6 (1d2 - 2)
TACTICS
During Combat If a fight breaks out, Majenko realizes that the PCs are his chance for freedom. He telepathically contacts them, begging for them to release him. If they let him loose, he promises to help them in the fight and serve them for a year in gratitude. Opening Majenko’s cage is a full round action that provokes attacks of opportunity and requires a DC 15 Disable Device check, a 20 Str check, or 10 points of damage, hardness 2.
Morale Majenko selects the PC who released him as his savior and fights to the death at that character’s side. As long as that character doesn’t reject the grateful pseudodragon, Majenko makes good on his promise to serve that character for a year in gratitude for his release.
STATISTICS
Str 7, Dex 15, Con 13, Int 10, Wis 12, Cha 10
Base Atk +2; CMB +2; CMD 10 (14 vs trip)
Feats Weapon Finesse
Skills Diplomacy +5, Fly +15, Perception +6, Sense Motive +6, Stealth +19 ( +23 in forests), Survival +6; Racial Modifiers +4 Stealth (+8 in forests)
Language Draconic; telepath (60 ft)
SPECIAL ABILITIES
Poison (Ex) Sting—injury; save Fort DC 14; frequency 1/minute for 10 minutes; effect sleep for 1 minute; cure 1 save
Renegade Guard	CR 1	XP 400
CE Medium humanoid	Male human warrior 3
Init +4	Perception -1
DEFENSE 
AC 18, touch 10, flat-footed 18 (+6 armor, +2 shield)
hp 18 (310 + 3)
Fort +4, Ref +1, Will +0
OFFENSE 
Spd 20 ft
Melee	Longsword +5 (1d8 + 1/19-20)
Ranged	light crossbow +2 (1d8/19-20)
Tactics – Eel’s End Enforcer
During Combat Enforcers call out an alarm if a fight starts, and all twelve arrive as soon as possible. Their primary goal in a fight is to chase trouble onto land or to force the miscreants in the water below – killing visitors brings too much paperwork and investigation from the Korvosan Guard, so if they drop a foe, an enforcer typically ignores him and might even try to bandage him if he gets the chance.
Morale The Eel’s End enforcers are afraid of Devargo and his uncanny mastery over spiders almost as much as they value the money he pays them – as a result, they fight until dropped to 2 hit points or less, only then attempting to flee to safety.
Tactics – Hopeful Thugs
During Combat The thugs compete to impress Devargo, and as a result don’t fight together if a brawl breaks out here in the throne room. They might even compromise each other’s defenses accidentally by getting in the way of charges or by using each other as cover.
Morale Although eager to please Devargo, these thugs are cowards. A thug flees Eel’s End as soon as he takes any damage
STATISTICS 
Str 13, Dex 11, Con 12, Int 10, Wis 9, Cha 8
Base Atk +3; CMB +4; CMD 14
Feats Improved Initiative, Weapon Focus(Longsword), Quick Draw
Skills Handle Animal +5, Intimidate +5, Ride +0
Languages Common
Other Gear chainmail, heavy steel shield, Longsword, light crossbow with 10 bolts, 20 gp

Chittersnap	CR 3	XP 800
NE Medium aberration	Male ettercap
Init +7; Senses darkvision 60 ft., low-light vision	Perception +9
DEFENSE
AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural)
hp 30 (4d8 + 12)
Fort +6, Ref +4, Will +6
OFFENSE
Speed 30 ft., climb 30 ft.
Melee	bite +5 (1d6+2 plus poison) and
	2 claws +5 (1d4+2)
Special Attacks traps, web (+6 ranged, DC 15, hp 4)
STATISTICS
Str 14, Dex 17, Con 17, Int 6, Wis 15, Cha 8
Base Atk +3; CMB +5; CMD 18
Feats Great Fortitude, Improved Initiative
Skills Climb +14, Craft (trapmaking) +8, Perception +9, Stealth +7; Racial Modifiers +8 on Craft (trapmaking)
Languages Common
SQ spider empathy +7
SPECIAL ABILITIES
Poison (Ex) Bite—injury; save Fort DC 15; frequency 1/round for 10 rounds; effect 1d2 Dex; cure 2 consecutive saves.
Spider Empathy (Ex) This ability functions as the druid’s wild empathy, save that an ettercap can only use this ability on spiders. An ettercap gains a +4 racial bonus on this check. Spiders are mindless, but this empathic communication imparts on them a modicum of implanted intelligence, allowing ettercaps to train giant spiders and use them as guardians.
Traps (Ex) The ettercap is particularly skilled at crafting cunning traps with its webs. Deadfalls, nooses, and spear traps are the most common traps ettercaps build with their webs. An ettercap doesn’t require gold to build its traps, merely time

Giant Spider 	CR 1	XP 400
N Medium vermin
Init +3; Senses darkvision 60 ft., tremorsense 60 ft.	Perception +4
DEFENSE
AC 14, touch 13, flat-footed 11 (+1 natural, +3 Dex)
hp 16 (3d8 + 3)
Fort +4, Ref +4, Will +1
Immune mind-affecting effects
OFFENSE
Speed 30 ft., climb 30 ft.
Melee	bite +2 (1d6 plus poison)
Special Attack web (+5 ranged, DC 12, hp 2)
STATISTICS
Str 11, Dex 17, Con 12, Int —, Wis 10, Cha 2
Base Atk +2; CMB +2; CMD 15 (27 vs. trip)
Skills Climb +16, Perception +4 (+8 in webs), Stealth +7 (+11 in webs); Racial Modifiers +4 Perception, +4 Stealth (+8 in webs), +16 Climb
SPECIAL ABILITIES
Poison (Ex) Bite—injury; save Fort DC 14; frequency 1/round for 4 rounds; effect 1d2 Strength damage; cure 1 save.

Dream Spider	CR ½	XP 200 
N Small vermin
Init +2; Senses darkvision 60 ft., tremorsense 60 ft.	 Perception +5 
DEFENSE
AC 13, touch 12, flat-footed 11 (+2 Dex, +1 size) 
hp 5 (1d8 + 1) 
Fort +3, Ref +2, Will +1
Immune mind-affecting effects
OFFENSE
Speed 30 ft., climb 20 ft.
Melee	bite +3 (1d3 plus poison)
Special Attacks dream web
STATISTICS
Str 10, Dex 15, Con 12, Int —, Wis 12, Cha 11
Base Atk +0; CMB -1; CMD 11
Feats Weapon Finesse
Skills Climb +10, Stealth +10, Perception +5; racial +4 Stealth, +4 Perception, +8 Climb 
SPECIAL ABILITIES
Dream Web (Ex) A dream spider can spin webs just like a monstrous spider of the same size but its webs carry an iridescent hue, making them easy to notice (Spot DC 15). Any animal, humanoid, giant, or monstrous humanoid that comes in contact with these webs experiences strange hallucinations, taking 1 point of Wisdom damage per round of contact. A DC 11 Fortitude save negates this damage. If the webs of a dream spider are burned, they create a spread of poisonous gas in a 10-foot radius. This gas deals 1d4 points of Wisdom damage to all creatures in the area (not just to those susceptible to contact with webs as listed above). A DC 11 Fortitude save halves this damage. The cloud of colorful vapor remains for only a single round before dissipating harmlessly. 
Dream Spider Poison (Ex) Bite – injury; save Fortitude DC 11; frequency 1/round for 5 rounds; effect 1d2 Wis damage; cure 2 saves

Trinia Sabor	CR 4	XP 1,200
CG Medium humanoid	Female human bard 5
Init +4	Perception +7
DEFENSE
AC 19, touch 14, flat-footed 15 (+5 armor, +4 Dex)
hp 32 (5d8+5)
Fort +2, Ref +8, Will +3
OFFENSE
Speed 30 ft.
Melee	mwk dagger +10 (1d4/19-20)
Spells Known (CL 5th; concentration +9, DC 14)
[bookmark: _GoBack]2nd (3/day) – calm emotions, cat's grace, minor image
1st (5/day) – cure light wounds, feather fall, hideous laughter, sleep
0 (any) – daze, light, mage hand, mending, message, prestidigitation
TACTICS
Before Combat As soon as she hears her neighbors call out an alarm, Trinia drinks her potions and then climbs out the window of her flat to crouch on the sloped roof below – when she hears anyone approaching the entrance to her flat she casts minor image to create an illusion of herself sleeping on the bed and then attempts to flee through the Shingles as detailed in “The Shingles Chase”
During Combat See “The Shingles Chase”
Morale See “The Shingles Chase”
Base Statistics Init +2, AC 17, touch 12, flat-footed 15; Ref +8; Melee mwk dagger +8 (1d4/19-20); Dex 14; Skills Acrobatics +14
STATISTICS
Str 10, Dex 14, Con 13, Int 12, Wis 8, Cha 18
Base Atk +3; CMB +5; CMD 15
Feats Acrobatic, Agile Maneuvers, Shingle Runner, Weapon Finesse
Skills Acrobatics +16, Bluff +12, Climb +10, Craft (Painting) +9, Diplomacy +9, Escape Artist +12, Intimidate +12, Knowledge (Local) +11, Perception +7, Perform (Comedy) + 12, Sense Motive +7, Use Magic Device +10
Languages Common, Elven
SQ bardic knowledge, bardic performance (standard action), countersong, distraction, fascinate, inspire competence, inspire courage, lore master, versatile performance, well-versed
Combat Gear potion of cat's grace, potion of jump, potion of shield of faith, wand of daze monster (10 charges)
Other Gear +1 mithral shirt worn under commoner's cloths, masterwork dagger, two bronze bracelets worth 50 gp each, copper necklace worth 100 gp
SPECIAL ABILITIES
Shingle Runner This feat grants Trinia a +2 bonus on Climb and Jump checks and allows her to take 1- on climb checks even when she’s distracted. If she falls, she reduces the total damage taken from the fall by 1d6

Goblin Zombie	CR 1/4	XP 100
NE Small undead goblin
Init +6; Senses darkvision 60 ft.	Perception -1
DEFENSE
AC 13, touch 13, flat-footed 12 (+1 Dex, +1 size, +1 natural)
hp 6 (1d8 + 1)
Fort +0, Ref +0, Will +0
DR 5/slashing; Immune undead traits
OFFENSE
Speed 30 ft.
Melee	slam +4 (1d6+4)
STATISTICS
Str 13, Dex 13, Con --, Int --, Wis 9, Cha 6
Base Atk +0; CMB +1; CMD 12
Feats Toughness

Human Skeleton	CR 1/3	XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.	Perception +0
DEFENSE
AC 16, touch 12, flat-footed 14 (+2 armor, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee	broken scimitar +0 (1d6)
		claw –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 Improved Initiative
Gear broken chain shirt, broken scimitar

Owlbear Skeleton	CR 2	XP 600
NE Large undead
Init +6; Senses Darkvision 60 ft.	Perception +0
DEFENSE
AC 13, touch 11, flat-footed 11 (+2 Dex, +2 natural, -1 size)
hp 20 (5d8)
Fort +3, Ref +5, Will +4
DR 5/bludgeoning Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee 	2 claws +6 (1d6+4 plus grab)
		bite +6 (1d6+4) 
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 19, Dex 14, Con --, Int --, Wis 10, Cha 10
Base Atk +3; CMB +8 (+12 to grapple); CMD 20 
Feats Improved Initiative

Human Zombie	CR ½	XP 200
NE Medium undead human
Init +0; Senses darkvision 60 ft.	 Perception +0
DEFENSE
AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8 + 3)
Fort +0, Ref +0, Will +3
DR 5/slashing; Immune undead traits
OFFENSE
Spd 30 ft.
Melee	slam +4 (1d6+4)
STATISTICS
Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats Toughness
Special Qualities staggered
SPECIAL ABILITIES
Staggered (Ex) Zombies have poor reflexes and can only perform a single move action or standard action each round. A zombie can move up to its speed and attack in the same round as a charge action.

Stirge	CR ½	XP 200
N Tiny magical beast
Init +4; Senses darkvision 60 ft., low-light vision, scent	Perception +1
DEFENSE
AC 16, touch 16, flat-footed 12 (+4 Dex, +2 size)
hp 5 (1d10)
Fort +2, Ref +6, Will +1
OFFENSE
Speed 10 ft., fly 40 ft. (average)
Melee	touch +7 (attach)
Special Attacks blood drain
STATISTICS
Str 3, Dex 19, Con 10, Int 1, Wis 12, Cha 6
Base Atk +1; CMB +3 (+11 grapple when attached); CMD 9 (17 vs. trip)
Feats Weapon Finesse
Skills Fly +8, Stealth +16
SQ diseased
SPECIAL ABILITIES
Attach (Ex) When a stirge hits with a touch attack, its barbed legs latch onto the target, anchoring it in place. An attached stirge is effectively grappling its prey. The stirge loses its Dexterity bonus to AC and has an AC of 12, but holds on with great tenacity and inserts its proboscis into the grappled target's flesh
Blood Drain (Ex) A stirge drains blood at the end of its turn if it is attached to a foe, inflicting 1 point of Constitution damage. Once a stirge has dealt 4 points of Constitution damage, it detaches and flies off to digest the meal. If its victim dies before the stirge's appetite has been sated, the stirge detaches and seeks a new target.
Diseased (Ex) Due to the stagnant swamps in which they live and their contact with the blood of numerous creatures, stirges are harbingers of disease. Any creature subjected to a stirge's blood drain attack has a 10% chance of being exposed to filth fever, blinding sickness, or a similar disease (See Afflictions). Once this check is made, the victim can no longer be infected by this particular stirge, though attacks by different stirges are resolved normally and may result in multiple illnesses.

Lesser Necrophidius	CR 2	XP 600
N Small construct
Init +5; Senses darkvision 60 ft., low-light vision	Perception +0
DEFENSE
AC 15, touch 15, flat-footed 10 (+5 Dex, +1 size)
hp 26 (3d10 + 10)
Fort +1, Ref +6, Will +1
DR 5/bludgeoning; Immune construct traits
OFFENSE
Speed 20 ft.
Melee	bite +5 (1d6+1 plus paralysis)
Special Attacks dance of death
TACTICS
During Combat The necrophidius attacks the closest target
Morale The necrophidius fights until destroyed
STATISTICS
Str 12, Dex 21, Con --, Int --, Wis 11, Cha 1
Base Atk +3; CMB +3; CMD 18
Skills Stealth +21; Racial Modifiers +12 Stealth
SPECIAL ABILITIES
Dance of Death (Ex) A lesser necrophidius can entrance opponents by swaying back and forth as a full-round action. All creatures within 30 feet who can see the necrophidius when it uses its dance of death must succeed on a DC 13 Will save or be dazed for 2d4 rounds. This is a mind-affecting effect. The save DC is Constitution-based and includes a +2 racial bonus.
Paralysis (Su) Any living creature that is bitten by a necrophidius must succeed on a DC 13 Fortitude save or be paralyzed for 1d4 rounds. The save DC is Constitution-based and includes a +2 racial bonus.

Derro	CR 3	XP 800
CE Small humanoid (derro)
Init +6; Senses darkvision 60 ft.	Perception +0
DEFENSE
AC 17, touch 13, flat-footed 15 (+2 armor, +2 Dex, +2 natural, +1 size)
hp 25 (3d8 + 12)
Fort +5, Ref +3, Will +6
SR 14
Weaknesses vulnerability to sunlight
OFFENSE
Speed 20 ft.
Melee	short sword +5 (1d4) or 
		aklys +5 (1d6)
Ranged	repeating light crossbow +5 (1d6/19–20 plus poison)
		aklys +5 (1d6)
Special Attacks sneak attack +1d6
Spell-Like Abilities (CL 3rd)
At will—darkness, ghost sound (DC 13)
1/day—daze (DC 13), sound burst (DC 15)
STATISTICS
Str 11, Dex 15, Con 18, Int 10,Wis 5, Cha 16
Base Atk +2; CMB +1; CMD 13
Feats Improved Initiative, Weapon Finesse
Skills Perception +0, Stealth +9
Languages Aklo, Undercommon
SQ madness, poison use
SPECIAL ABILITIES
Madness (Ex) Derros use their Charisma modifier on Will saves instead of their Wisdom modifier, and are immune to insanity and confusion effects. Only a miracle or wish can remove a derro's madness. If this occurs, the derro gains 6 points of Wisdom and loses 6 points of Charisma.
Poison Use (Ex) Derros are not at risk of poisoning themselves when handling poison. They use Medium spider venom to poison their crossbow bolts, and generally carry 10 pre-poisoned bolts at all times.
Medium Spider Venom—injury; save Fort DC 14; frequency 1/round for 4 rounds; effect 1d2 Strength damage; cure 1 save.
Vulnerability to Sunlight (Ex) A derro takes 1 point of Con damage after every hour it is exposed to sunlight.


Carrion Golem	CR 4	XP 1,200
N Medium construct
Init +1; Senses blindsense 10 ft., darkvision 60 ft.	Perception +0
	low-light vision
Aura stench of death (10 ft.)
DEFENSE
AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural)
hp 42 (4d10 + 20)
Fort +1, Ref +2, Will +1
DR 5/Bludgeoning or Slashing; Immune construct traits, magic
Weaknesses animate dead; see magic immunity 
OFFENSE
Speed 30 ft.
Melee	Slam +7 (2d6+3 plus disease)
Special Attacks Disease, Stench of Death
TACTICS
During Combat A carrion golem uses only the simplest tactics in combat, selecting a foe at random and focusing on that target untils it has been torn to pieces
Morale Carrion golems fight until destroyed
STATISTICS
Str 17, Dex 12, Con --, Int --, Wis 10, Cha 1
Base Atk +4; CMB +7; CMD 18
SQ Immune to Magic
SPECIAL ABILITIES
Disease (Ex) A carrion golem is befouled with a thousand festering plagues. Anyone struck by a carrion golem's slam attack risks infection from a number of ailments. Roll 1d6 and consult the following to determine what particular disease assails the victim.
1. Filth Fever (save Fortitude DC 12, onset 1d3 days, frequency 1/day, effect 1d3 Dex and 1d3 Con damage, cure 2 consecutive saves)
2. Typhoid Fever (save Fortitude DC 15, onset 1d4 days, frequency 1/day, effect damage 1d6 Str, cure 2 consecutive saves)
3. Tetanus (save Fortitude DC 14, onset 1d6 days, frequency 1/day, effect damage 1d4 Dex and 50% chance stiffened jaw muscles prevent speech for the next 24 hours, cure 2 consecutive saves)
4. Cholera (save Fortitude DC 13, onset 1d3 days, frequency 1/day, effect damage 1d2 Con; as long as a character suffers Con damage from Cholera, he is fatigued, cure 2 consecutive saves)
5. Rapture Pox (save Fortitude DC 14, onset 1 day, frequency 1/day, effect damage 1d4 Wis and 1d4 Cha; as long as a character suffers ability damage, he is sickened, cure 2 consecutive saves)
6. Scarlet Leprosy (save Fortitude DC 20, onset 1d3 days, frequency 1/day, effect damage 1d6 Con and 1d6 Cha; whenever a character suffers Con damage, 1 point is permanent drain, cure 2 consecutive saves)
Immune to Magic (Ex) A carrion golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature.
· Gentle repose causes a carrion golem to seize up and remain motionless for 1d4 rounds if it fails a Will save against the spell.
· Animate dead causes the various parts of the golem's body to shudder and tear at each other, dealing 1d6 points of damage per caster level to the golem (no save).
· Any magical attack that deals cold or fire damage slows a carrion golem (as the slow spell) for 2d6 rounds, with no saving throw.
· Any magical attack that deals electricity damage hastes a carrion golem, as the spell of the same name, for 2d6 rounds.
Stench of Death (Ex) Carrion golems are foulness incarnate. Anyone within 10 feet of one must make a DC 12 Fortitude save or become nauseated for one round. If a creature succeeds on a save versus this effect, it is immune to that particular golem's stench for 24 hours.

Vreeg	CR 6	XP 2400
NE Small monstrous humanoid	Male derro necromancer 5
Init +4; Senses darkvision 60 ft.	Perception +2 
DEFENSE
AC 22, touch 16, flat-footed 18 (+1 deflection, +4 Dex, +4 shield, +2 natural, +1 size)
hp 65 (8 HD; 3d8 + 5d6 + 35)
Fort +5, Ref +8, Will +11
Immune confusion, insanity; SR 15
Weaknesses vulnerability to sunlight
OFFENSE
Speed 20 ft., fly 60 ft. (good)
Melee	mwk dagger +7 (1d3/19-20 plus poison) 
Special Attacks poison use, sneak attack +1d6
Spell-Like Abilities (CL 3rd; concentration +6)
At will-- darkness, ghost sound (DC 14)
6/day--channel negative energy (DC 16), grave touch (touch, shaken 2/r)
1/day-- daze (DC 14), sound burst (DC 16)
Wizard Spells Prepared (CL 5th; concentration +8; +10 ranged touch, DC 14) 
3rd-- extended false life, fly, vampiric touch 
2nd-- blindness/deafness, extended shield, scorching ray, spectral hand 
1st-- cause fear, chill touch, magic missile, ray of enfeeblement, sleep
0--detect magic, mage hand, mending, ray of frost, touch of fatigue
Specialty necromancy; Prohibited conjuration, illusion
TACTICS
Before Combat Vreeg casts extended false life every morning. If he hears intruders, he also casts fly and extended shield.
During Combat Vreeg uses flight to remain out of melee combat, casting spells and throwing undead from his robe of bones until cornered or forced into melee. At this point, he uses his wand of ghoul touch against foes, or makes sneak attacks against a character he’s cast blindness on.
STATISTICS
Str 10, Dex 18, Con 16, Int 16, Wis 3, Cha 18
Base Atk +5; CMB +5; CMD 19
Feats Combat Casting, Command Undead, Craft Wand, Extend Spell, Scribe Scroll, Spell Focus (Necromancy)
Skills Bluff +10, Knowledge (arcana) +8, Perception +2, Spellcraft +10, Stealth +14 
Languages Common, Aklo, Terran, Undercommon
SQ madness, arcane bond (ring of protection +1)
Combat Gear wand of ghoul touch (44 charges), blue whinnis (5 doses; save Fort DC 14, frequency 1/round for 2 rounds, initial effect 1 Con damage, secondary effect unconciousness for 1d3 hours, cure 1 save)
Other Gear masterwork dagger, robe of bones (human skeleton, goblin zombie, human zombie), ring of protection +1
SPECIAL ABILITIES
Madness (Ex) Derros use their Charisma modifier on Will saves instead of their Wisdom modifier, and are immune to insanity and confusion effects. Only a miracle or wish can remove a derro’s madness. If this occurs, the derro gains 6 points of Wisdom and loses 6 points of Charisma.
Vulnerability to Sunlight (Ex) A derro takes 1 point of Con damage after every hour it is exposed to sunlight.
Poison Use (Ex) Derros are not at risk of poisoning themselves when handling poison. They use Medium spider venom to poison their crossbow bolts, and generally carry 10 prepoisoned bolts at all times.
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