
MAP 2454104 
Encounters - CR5

Room 13 – The Crypt
On the floor, a mosaic has been inlaid on plaster, the walls are made of large stones, and the ceiling has green colored bricks
covering iron pyrite crystals.

The debris pile: Climbing down this pile from above will require a Reflex Save, this action is difficulty 18,
climbing up the pile is a difficulty 14. A failure indicates a fall of 10 feet.

The double doors of stone: The doors are magically sealed with an arcane lock spell, and are otherwise DC 23 to
open once dispelled. The door has two traps; depending on which side the door is opened from. 

When opened from the Crypt Hallway (Room 14):
Glyph of Warding (Blast): CR 4; spell; spell trigger; no reset; spell effect (glyph of warding [blast], 5th-
level cleric, 2d8 acid, DC 14 Reflex save half damage); multiple targets (all targets within 5 ft.); Search DC
28; Disable Device DC 28. Cost: 350 gp to hire NPC spellcaster.

When opened from inside The Crypt (Room 13):
Bestow Curse Trap: CR 4; magic device; touch trigger (detect chaos); automatic reset; spell effect (bestow
curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28. Cost: 8,000 gp,
640 XP.

Two Gargantuan Monstrous Centipedes are in this room, one is in the upper right corner of the room with its head near the
double doors of stone, the second is in the lower right corner of the room with its head atop of the knight’s crypt. This second
Monstrous Centipede will watch anyone coming down the pile of stones from the first level. It will hold its attack until
someone enters a square in the lower right quarter of the room, it is discovered, or the other Monstrous Centipede becomes
engaged in melee. The first Monstrous Centipede will attack anyone coming into the top center 6 squares, or is otherwise
attacked.

Name: Monstrous Centipede, Gargantuan
Size: Gargantuan
Type: Vermin
Hit Dice: 12d8+12 (66 hp)
Initiative: +2
Speed: 40 ft. (8 squares), climb 40 ft.
Armor Class: 18 (-4 size, +2 Dex, +10 natural), 

touch 8, flat-footed 16
Base Attack: +9
Grapple: +27
Attack: Bite +11 melee (2d8+9 plus poison)
Space: 20 ft.
Reach: 15 ft.
Special Attacks: Poison  - Fort DC  17  Damage 1d8 Dex
Special Qualities: Darkvision 60 ft., vermin traits
Saves: Fort +9, Ref +6, Will +4
Abilities: Str 23, Dex 15, Con 12, Int -, Wis 10, Cha 2
Skills: Climb +14, Hide -2, Spot +4
Environment: Underground
Challenge Rating: 6
Treasure: None
Alignment: Neutral

Monstrous centipedes tend to attack anything that resembles food, biting with their jaws and injecting their poison.
Poison (Ex): A monstrous centipede has a poisonous bite. The details vary by the centipede's size, as shown on the
table above. The save DCs are Constitution-based. The indicated damage is both initial and secondary damage.

Skills: Monstrous centipedes have a +4 racial bonus on Spot checks, and a +8 racial bonus on Climb and Hide
checks. They can use either their Strength or Dexterity modifier for Climb checks, whichever is higher. Monstrous
scorpions can take 10 on Climb checks, even if threatened or distracted.

The knight’s crypt that is buried under the rubble from the collapsed ceiling has been defiled, the spirit of the knight will



attack anyone touching his crypt, this includes anyone walking over the rubble that has covered it. None of the undead in this
crypt will leave the room for any reason. The other knights are resting in peace, if their crypts are opened they will become
active and attack. The King’s crypt contains a Spectre if it is opened, all the unopened knight crypt's Wraiths will attack.
Each knight’s crypt contains a 5th level treasure, the king has a 7th level treasure, there is no other treasure in the room.

Name: Knight Wraith
Size: Medium
Type: Undead
Descriptor: Incorporeal
Hit Dice: 5d12 (32 hp)
Initiative: +7
Speed: Fly 60 ft. (good) (12 squares)
Armor Class: 15 (+3 Dex, +2 deflection), touch 15, flat-footed 12
Base Attack: +2
Attack: Incorporeal touch +5 melee (1d4 plus 1d6 Constitution drain)
Space: 5 ft.
Reach: 5 ft.
Special Attacks: Constitution drain, create spawn
Special Qualities: Darkvision 60 ft., daylight powerlessness, 

+2 turn resistance, unnatural aura
Saves: Fort +1, Ref +4, Will +6
Abilities: Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15
Skills: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, 
            Survival +2 (+4 following tracks)
Feats: Alertness B, Blind-Fight, Combat Reflexes, Improved Initiative B
Environment: Any
Challenge Rating: 5
Treasure: None
Alignment: Always lawful evil

Wraiths are incorporeal creatures born of evil and darkness. In some cases, the grim silhouette of a wraith might
appear armored or outfitted with weapons. This appearance does not affect the creature's AC or combat abilities but
only reflects the shape it had in life. A wraith is about as tall as a human, while a dread wraith is roughly the size of
an ogre. Since both are incorporeal, they are weightless. Wraiths speak Common and Infernal.

Combat:
Unnatural Aura (Su): Animals, whether wild or domesticated, can sense the unnatural presence of a wraith at a
distance of 30 feet. They will not willingly approach nearer than that and panic if forced to do so; they remain
panicked as long as they are within that range.

Daylight Powerlessness (Ex): Wraiths are utterly powerless in natural sunlight (not merely a daylight spell) and flee
from it.

Constitution Drain (Su): Living creatures hit by a wraith's incorporeal touch attack must succeed on a DC 14
Fortitude save or take 1d6 points of Constitution drain. The save DC is Charisma-based. On each such successful
attack, the wraith gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a wraith becomes a wraith in 1d4 rounds. Its body remains intact and
inanimate, but its spirit is torn free from its corpse and transformed. Spawn are under the command of the wraith
that created them and remain enslaved until its death. They do not possess any of the abilities they had in life.

Name: Spectre of the King
Size: Medium
Type: Undead
Descriptor: Incorporeal
Hit Dice: 7d12 (45 hp)
Initiative: +7
Speed: 40 ft. (8 squares), fly 80 ft. (perfect)
Armor Class: 15 (+3 Dex, +2 deflection), touch 15, flat-footed 13
Base Attack: +3
Attack: Incorporeal touch +6 melee (1d8 plus energy drain)



Space: 5 ft.
Reach: 5 ft.
Special Attacks: Energy drain, create spawn
Special Qualities: Darkvision 60 ft., +2 turn resistance, sunlight powerlessness, unnatural aura
Saves: Fort +2, Ref +5, Will +7
Abilities: Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15
Skills: Hide +13, Intimidate +12, Knowledge (religion) +12, Listen +14, Search +12, Spot +14, Survival +2 (+4
following tracks)
Feats: Alertness, Blind-Fight, Improved Initiative
Environment: Any land and underground
Challenge Rating: 7
Treasure: None
Alignment: Always lawful evil

A spectre looks much as it did in life and can be easily recognized by those who knew the individual or have seen
the individual's face in a painting or a drawing. In many cases, the evidence of a violent death is visible on its body.
A spectre is roughly human-sized and is weightless.

Combat
In close combat a spectre attacks with its numbing, life-draining touch. It makes full use of its incorporeal nature,
moving through walls, ceilings, and floors as it attacks.

Energy Drain (Su): Living creatures hit by a spectre's incorporeal touch attack gain two negative levels. The DC is
15 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level
bestowed, the spectre gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a spectre becomes a spectre in 1d4 rounds. Spawn are under the
command of the spectre that created them and remain enslaved until its death. They do not possess any of the
abilities they had in life.

Unnatural Aura (Su): Animals, whether wild or domesticated, can sense the unnatural presence of a spectre at a
distance of 30 feet. They do not willingly approach nearer than that and panic if forced to do so; they remain
panicked as long as they are within that range.

Sunlight Powerlessness (Ex): Spectres are powerless in natural sunlight (not merely a daylight spell) and flee from
it. A spectre caught in sunlight cannot attack and can take only a single move or attack action in a round.

Room 14 – Crypt Hallway
Stairs lead down from the Acolyte Quarters (Room 15) to a landing where a statue guards the hall and continue down to a set
of double stone doors. The dust-covered floor is hewn from granite, the walls are made of large stones, and the ceiling is
covered with crimson colored bricks.

The double doors of stone (top): The doors are magically sealed with an arcane lock spell, and are otherwise DC
23 to open once dispelled. The door has two traps; depending on which side the door is opened from. Both traps are
activated when opened from the Crypt Hallway (Room 14):

When opened from the Acolyte Quarters (Room 15):
Moving Executioner Statue: CR 5; mechanical; location trigger; automatic reset; hidden switch bypass
(Search DC 25); Atk +16 melee (1d12+8/x3, great axe); multiple targets (both arms attack); Search DC 25;
Disable Device DC 18. Market Price: 22,500 gp.

When opened from inside Crypt Hallway (Room 14):
Bestow Curse Trap: CR 4; magic device; touch trigger (detect chaos); automatic reset; spell effect (bestow
curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28. Cost: 8,000 gp,
640 XP.

The double doors of stone (bottom): The doors are magically sealed with an arcane lock spell, and are otherwise
DC 23 to open once dispelled. The door has two traps; depending on which side the door is opened from. 

When opened from the Crypt Hallway (Room 14):
Glyph of Warding (Blast): CR 4; spell; spell trigger; no reset; spell effect (glyph of warding [blast], 5th-



level cleric, 2d8 acid, DC 14 Reflex save half damage); multiple targets (all targets within 5 ft.); Search DC
28; Disable Device DC 28. Cost: 350 gp to hire NPC spell caster.

When opened from inside The Crypt (Room 13):
Bestow Curse Trap: CR 4; magic device; touch trigger (detect chaos); automatic reset; spell effect (bestow
curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28. Cost: 8,000 gp,
640 XP.

If the password is not uttered clearly before stepping on the landing the statue will animate and attack anyone in the hallway.
The statue will not leave the hallway in pursuit. When no one is in the hallway, the statue will take its original position and
deactivate. Since it is a construct, it has no eyes and can sense invisible as well as visible. Its weapon is a 10ft bronze spear.

Name: Crypt Guardian
Size: Medium
Type: Construct
Hit Dice: 7d10+30 (68 hp)
Initiative: +1
Speed: 20 ft. (4 squares)
Armor Class: 23 (+1 Dex, +13 natural, -1 size), 

touch 10, flat-footed 22
Base Attack: +7
Grapple: +18
Attack: Slam +13 melee (1d8+9)
Special Qualities:  One ability from Menu B, 

  construct traits, damage reduction 5/magic, darkvision 60 ft., low-light vision
Space: 5 ft.
Reach: 10 ft.
Saves: Fort +2, Ref +3, Will +2
Abilities: Str 29, Dex 13, Con -, Int -, Wis 11, Cha 10
Challenge Rating: 5
Treasure: None
Alignment: Always neutral

Room 15 – Acolyte Quarters
The floor has rotted carpets covering brick, the walls are made of white marble, and the 25 foot tall ceiling is covered with
stalagmites.

Double doors of stone: The doors are magically sealed with an arcane lock spell, and are otherwise DC 23 to open
once dispelled. The door has two traps; depending on which side the door is opened from. Both traps are activated
when opened from the Crypt Hallway (Room 14):

When opened from the Acolyte Quarters (Room 15):
Moving Executioner Statue: CR 5; mechanical; location trigger; automatic reset; hidden switch bypass
(Search DC 25); Atk +16 melee (1d12+8/x3, great axe); multiple targets (both arms attack); Search DC 25;
Disable Device DC 18. Market Price: 22,500 gp.

When opened from inside Crypt Hallway (Room 14):
Bestow Curse Trap: CR 4; magic device; touch trigger (detect chaos); automatic reset; spell effect (bestow
curse, 5th-level cleric, DC 14 Will save negates); Search DC 28; Disable Device DC 28. Cost: 8,000 gp,
640 XP.

Wooden Door: The door is half ajar, something is written in an arcane language on the side that faces the Audience
Room (Room 16). The script translates as – “Death to those that defile the king’s rest”. The script is:

Explosive Runes Trap: CR 4; magic device; read trigger; spell effect (explosive runes, 3rd-level sorcerer,
6d6 force damage, Reflex save for half damage for others within 10ft, reader no save); Search DC 28;
Disable Device DC 28.

Fountain: The basin is still filled with water, and the spouts drip, there is excessive algae buildup on the fountain.
The water is unpalatable but one could safely drink it. (The activation switch for the Moving Executioner Statue trap
is located on the fountain)



Acolyte room: Each room has a bed, desk, chair, and a locked trunk. The locks for the trunks are simple, and not
trapped. Each contains a 1st level treasure.

Table with 4 chairs: This is a normal table, rotted and broken, so are the chairs, they can be broken up into debris
easily. 

Bookshelf and Chair: The books on this shelf were eaten by worms long ago, only the shells of the covers and
bindings remain. The chair is still has a sturdy frame, but the seat has been rotted and eaten away.

The denizens of this room are 2 Huge Spiders, they have webbed the entire area

Name: Monstrous Spider, Huge
Size: Huge
Type: Vermin
Hit Dice: 8d8+16 (52 hp)
Initiative: +3
Speed: 30 ft. (6 squares), climb 20 ft.
Armor Class: 16 (-2 size, +3 Dex, +5 natural), touch 11, flat-footed 13
Base Attack: +6
Grapple: +18
Full Attack: Bite +9 melee (2d6+6 plus poison)
Space: 15 ft.
Reach: 10 ft.
Special Attacks: Poison, web
Special Qualities: Darkvision 60 ft., tremorsense 60 ft., vermin traits
Saves: Fort +8, Ref +5, Will +2
Abilities: Str 19, Dex 17, Con 14, Int -, Wis 10, Cha 2
Skills: Climb +12, Hide -1*, Jump +4*, Spot +4*
Environment: Temperate forests
Challenge Rating: 5
Treasure: 1/10 coins; 50% goods; 50% items

All monstrous spiders are aggressive predators that use their poisonous bites to subdue or kill prey. Monstrous
spiders come in two general types: hunters and web-spinners. Hunters rove about, while web-spinners usually
attempt to trap prey. Hunting spiders can spin webs to use as lairs, but cannot use their webs as weapons the way
web-spinners can. A hunting spider has a base land speed 10 feet faster than the figures given in the statistics blocks.
A monstrous spider has a poisonous bite. Fort DC 16 1d8 Str. The save DCs are Constitution-based. The indicated
damage is initial and secondary damage.

Web (Ex): Both types of monstrous spiders often wait in their webs or in trees, then lower themselves silently on
silk strands and leap onto prey passing beneath. A single strand is strong enough to support the spider and one
creature of the same size. Web-spinners can throw a web eight times per day. This is similar to an attack with a net
but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective against targets up to one size
category larger than the spider. An entangled creature can escape with a successful Escape Artist check or burst it
with a Strength check. Both are standard actions whose DCs are given in the table below. The check DCs are
Constitution-based, and the Strength check DC includes a +4 racial bonus.

Web-spinners often create sheets of sticky webbing from 5 to 60 feet square, depending on the size of the spider.
They usually position these sheets to snare flying creatures but can also try to trap prey on the ground. Approaching
creatures must succeed on a DC 20 Spot check to notice a web; otherwise they stumble into it and become trapped
as though by a successful web attack. Attempts to escape or burst the webbing gain a +5 bonus if the trapped
creature has something to walk on or grab while pulling free. Each 5-foot section has the hit points given on the
table, and sheet webs have damage reduction 5/-.  Escape Artist DC 16, Break DC 20, Web Hit Points 14.

A monstrous spider can move across its own web at its climb speed and can pinpoint the location of any creature
touching its web.

Tremorsense (Ex): A monstrous spider can detect and pinpoint any creature or object within 60 feet in contact with
the ground, or within any range in contact with the spider's webs.

Skills: Monstrous spiders have a +4 racial bonus on Hide and Spot checks and a +8 racial bonus on Climb checks. A
monstrous spider can always choose to take 10 on Climb checks, even if rushed or threatened. Monstrous spiders



use either their Strength or Dexterity modifier for Climb checks, whichever is higher. *Hunting spiders have a +10
racial bonus on Jump checks and a +8 racial bonus on Spot checks. Web-spinning spiders have a +8 racial bonus on
Hide and Move Silently checks when using their webs.

Room 16 – Audience Room
The floor is made of white marble tiles, the walls are made of white marble blocks, and the 45 foot tall ceiling is covered with
stalagmites.

Wooden Acolyte Door Room 15: The door is half ajar, something is written in an arcane language on the side that
faces the Audience Room (Room 16). The script translates as – “Death to those that defile the king’s rest”. The
script is:

Explosive Runes Trap: CR 4; magic device; read trigger; spell effect (explosive runes, 3rd-level sorcerer,
6d6 force damage, Reflex save for half damage for others within 10ft, reader no save); Search DC 28;
Disable Device DC 28.

Wooden High Priest’s Door Room 17: This door is magically sealed with an arcane lock spell. Once dispelled it
can be forced open - DC 16.

Double doors of stone (Stairs Down Room 16): The doors are magically sealed with an arcane lock spell, and are
otherwise DC 23 to open once dispelled.

Double doors of stone (Main Entry Room 20): The doors are magically sealed with an arcane lock spell, and are
otherwise DC 23 to open once dispelled. A voice command will open the doors if the proper phrase is uttered.

Fischer to room 18: Erosion has cracked wall and floor, resulting in a collapse. The broken debris from the collapse
has been engulfed by quicksand, which has since dried up. Some remnants remain exposed. Traversing this crag will
require a Reflex save. The sloped floor of the crag measures between 2 feet and 6 feet lower than the main floor.

King’s Guardians - Statues: If the password is not uttered clearly before stepping on the dais the statues will
animate and attack anyone in the room. The statues will not leave the room in pursuit. When no one is in the room,
the statues will take their original positions and deactivate. Since they are a construct, and have no eyes, they can
sense invisible as well as visible. Their weapons are 10ft bronze spears.

Name: King’s Guardians
Size: Medium
Type: Construct
Hit Dice: 7d10+30 (68 hp)
Initiative: +1
Speed: 20 ft. (4 squares)
Armor Class: 23 (+1 Dex, +13 natural, -1 size), touch 10, flat-footed 22
Base Attack: +7
Grapple: +18
Attack: Slam +13 melee (1d8+9)
Special Qualities:  One ability from Menu B, 

  construct traits, damage reduction 5/magic, darkvision 60 ft., low-light vision
Space: 5 ft.
Reach: 10 ft.
Saves: Fort +2, Ref +3, Will +2
Abilities: Str 29, Dex 13, Con -, Int -, Wis 11, Cha 10
Challenge Rating: 5
Treasure: None
Alignment: Always neutral

Dais: The dais has no chair or throne, representing the missing king. A tattered red carpet leads up the steps to the
wall. Under the carpet is a secret trapped door (sealed with and arcane lock) that reveals a 5x5 foot opening with

stairs leading down to a secret 20x30 foot room. A locked and trapped chest contains a 6th level treasure. Lock DC
18 to pick, DC 16 to break.

Flame Strike Trap: CR 6; magic device; proximity trigger (detect magic); automatic reset; spell effect
(flame strike, 9th-level cleric, 9d6 fire, DC 17 Reflex save half damage); Search DC 30; Disable Device
DC 30. Cost: 22,750 gp, 1,820 XP.



Columns: These 10 white marble columns are 30 feet in height and do not support anything, they can be easily
toppled – DC 26.

Two animal skeletons that have run amuck inhabit the room, attempts to turn or command them will simply enrage them.
They must remain in the central portion of the room due to their size.

Name: Advanced Mega-Raptor Skeleton
Size: Huge
Type: Undead
Hit Dice: 12d12 (78 hp)
Initiative: +7
Speed: 60 ft. (12 squares)
Armor Class: 14 (-2 size, +3 Dex, +3 natural), touch 11, flat-footed 11
Base Attack: +6
Grapple: +19
Attack: 2 Talons at +9 melee (2d8+5), 1 Bite at +6 melee (2d4+4) – claw, claw or bite not all three at once.
Special Qualities: Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits
Space: 15 ft.
Reach: 10 ft.
Saves: Fort +4, Ref +7, Will +8
Abilities: Str 21, Dex 17, Con -, Int -, Wis 10, Cha 1
Feats: Improved Initiative
Challenge Rating: 6
Treasure: None
Alignment: Always neutral evil

Room 17 –  High Priest’s Quarters
The floor is made of black, corroded, metallic tiles, the walls are polished black marble, and the ceiling is made of fine
polished wood.

Bookshelf & Chair:  A scroll of clerical spells can be found amongst the disintegrated books

Chair & Desk:  The dried and withered corpse of the high priest sits in the chair next to the desk. There is an open
book on the desk. (The book on the desk contains a secret page. The page divulges the command words for all the
guards, doors, and traps. If the book is touched the spirit of the high priest will attack.)

Name: Spectre of the High Priest
Size: Medium
Type: Undead
Descriptor: Incorporeal
Hit Dice: 7d12 (45 hp)
Initiative: +7
Speed: 40 ft. (8 squares), fly 80 ft. (perfect)
Armor Class: 15 (+3 Dex, +2 deflection), 

touch 15, flat-footed 13
Base Attack: +3
Attack: Incorporeal touch +6 melee (1d8 plus energy drain)
Space: 5 ft.
Reach: 5 ft.
Special Attacks: Energy drain, create spawn
Special Qualities: Darkvision 60 ft., +2 turn resistance, sunlight powerlessness, unnatural aura
Saves: Fort +2, Ref +5, Will +7
Abilities: Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15
Skills: Hide +13, Intimidate +12, Knowledge (religion) +12, Listen +14, Search +12, Spot +14, Survival +2
(+4 following tracks)
Feats: Alertness, Blind-Fight, Improved Initiative
Environment: Any land and underground
Challenge Rating: 7
Treasure: None
Alignment: Always lawful evil



A spectre looks much as it did in life and can be easily recognized by those who knew the individual or
have seen the individual's face in a painting or a drawing. In many cases, the evidence of a violent death is
visible on its body. A spectre is roughly human-sized and is weightless.

Combat
In close combat a spectre attacks with its numbing, life-draining touch. It makes full use of its incorporeal
nature, moving through walls, ceilings, and floors as it attacks.

Energy Drain (Su): Living creatures hit by a spectre's incorporeal touch attack gain two negative levels.
The DC is 15 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each
such negative level bestowed, the spectre gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a spectre becomes a spectre in 1d4 rounds. Spawn are under the
command of the spectre that created them and remain enslaved until its death. They do not possess any of
the abilities they had in life.

Unnatural Aura (Su): Animals, whether wild or domesticated, can sense the unnatural presence of a spectre
at a distance of 30 feet. They do not willingly approach nearer than that and panic if forced to do so; they
remain panicked as long as they are within that range.

Sunlight Powerlessness (Ex): Spectres are powerless in natural sunlight (not merely a daylight spell) and
flee from it. A spectre caught in sunlight cannot attack and can take only a single move or attack action in a
round.

Bed: This rotted bed is infested with centipedes:
Name: Centipede Swarm
Size: Diminutive
Type: Vermin
Descriptor: Swarm
Hit Dice: 9d8-9 (31 hp)
Initiative: +4
Speed: 20 ft. (4 squares), climb 20 ft.
Armor Class: 18 (+4 size, +4 Dex), touch 18, flat-footed 14
Base Attack: +6
Attack: Swarm (2d6 plus poison)
Full Attack: 
Space: 10 ft.
Reach: 0 ft.
Special Attacks: Distraction, poison
Saves: Fort +5, Ref +7, Will +3
Abilities: Str 1, Dex 19, Con 8, Int -, Wis 10, Cha 2
Bonus Feats: Weapon Finesse
Skills: Climb +12, Spot +4
Environment: Underground
Challenge Rating: 4
Treasure: None
Alignment: Always neutral

Combat:
A centipede swarm seeks to surround and attack any living prey it encounters. A swarm deals 2d6 points of
damage to any creature whose space it occupies at the end of its move.

Distraction (Ex): Any living creature that begins its turn with a centipede swarm in its space must succeed
on a DC 13 Fortitude save or be nauseated for 1 round. The save DC is Constitution-based.

Poison (Ex): Injury, Fortitude DC 13, initial and secondary damage 1d4 Dex. The save DC is Constitution-
based.

Skills: A centipede swarm has a +4 racial bonus on Spot checks and a +8 racial bonus on Climb checks,
and uses its Dexterity modifier instead of its Strength modifier for Climb checks. A centipede swarm has a
+8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or



threatened.

Chest: This chest is sealed  with an arcane lock, it has a complex mechanical lock as well - DC 18  (The key is on a
brass chain the high priest wears around his neck under his clothing - Search DC 16) The trap is:

Blade Barrier Trap: CR 7; magic device; proximity trigger (alarm); automatic reset; spell effect (blade
barrier, 11th-level cleric, 11d6 slashing, DC 19 Reflex save half damage); Search DC 31; Disable Device
DC 31. Cost: 33,000 gp, 2,640 XP.

Room 18 –  Watery Cavern
The floor is made of sand, the walls are natural stone, and stalactites hang from the 50-foot tall ceiling.

Secret Exit: The passage shown leading off the bottom of the map ends in a small 5 x 5 foot hidden entrance that is
concealed by heavy brush. This passageway is 120 feet long, and has a slight incline for its duration.

Cavern Pond: This cavernous room contains a pond that leads to a nearby lake. See Room 19 for further details.

A sleeping black dragon lies against the upper right wall with its head pointing to the left waiting for anyone to enter from the
Audience Room. This dragon sleeps upon its treasure pile. The treasure is scattered loosely against the upper right wall. (The
dragon accesses the room from the cavern’s small pond that is connected to a nearby lake. Since these dragons sleep for
months at a time, his treasure will not be unattended) This dragon may awaken from its sleep due to noise in the Audience
Room. Any pillar falling over will surely awaken him. Melee sounds near the opening to this room have a 15% chance per
melee round of awaking him. If undisturbed for 30 minutes or more after waking, he will likely fall back asleep. He may,
however, swim, look into the audience room, stretch yawn and growl, chew on bones, or count his coins again.

Name: Black Dragon, Juvenile
Size: Medium
Type: Dragon
Descriptor: Water
Hit Dice: 13d12+26 (110 hp)
Initiative: +4
Speed: 60 ft., fly 150 ft. (poor), swim 60 ft.
Armor Class: 22 (+12 natural), 

touch 10, flat-footed 22
Base Attack: +13
Grapple: +16
Attack: Claw +15/Claw +15/Bite +17 

(1d4+2, 1d4+2, 1d8+3) Melee
Special Qualities: Blindsense 60 ft., darkness, darkvision 120 ft., immunity to acid, immunity to sleep and 

paralysis, keen senses, water breathing
Space: 5 ft.
Reach: 5 ft.
Special Attacks: Breath weapon (60 ft. line of acid 8d4, DC 18)
Skills: Concentration +6, Diplomacy +4, Escape Artist +4, Hide +4, Intimidate +4, Knowledge (any 1) +12, 
           Listen +18, Move Silently +4, Search +16, Sense Motive +4, Spot +18, Swim +7, Use Magic Device +4
Feats: Alertness, Hover, Improved Initiative, Weapon Focus (bite), Weapon Focus (claw)
Saves: Fort +10, Ref +8, Will +8
Abilities: Str 17, Dex 10, Con 15, Int 10, Wis 11, Cha 10
Environment: Warm marshes
Challenge Rating: 7
Treasure: Triple standard
Alignment: Always chaotic evil

 Age Juvenile
 Size M
 Hit Dice (hp) 13d12+26 (110)
 Str 17
 Dex 10
 Con 15
 Int 10
 Wis 11
 Cha 10



 Base Attack/ +13/+16
 Grapple +16
 Attack +16
 Fort Save +10
 Ref Save +8
 Will Save +8
 Breath Weapon (DC) 8d4 (18)
 Frightful Presence DC -
  Speed 60 ft., fly 150 ft. (poor), swim 60 ft.
 Initiative +0
 AC 22 (+12 natural), touch 10, flat-footed 22
 Special Abilities Darkness
 Caster Level -
 SR -
 
Black dragon are sometimes known as skull dragons because of their skeletal faces. Adding to the skeletal
impression is the gradual deterioration of the hide around the base of the horn and the cheekbones. This deterioration
increases with age and does not harm the dragon. On hatching, a black dragon's scales are thin, small, and glossy. As
the dragon ages, they become larger, thicker, and duller, helping it camouflage itself in swamps and marshes. Black
dragons are especially fond of coins. Older dragons sometimes capture and question humanoids about stockpiles of
gold, silver, and platinum coins before killing them.

Combat:
Black dragons prefer to ambush their targets, using their surroundings as cover. When fighting in heavily forested
swamps and marshes, they try to stay in the water or on the ground; trees and leafy canopies limit their aerial
maneuverability. When outmatched, a black dragon attempts to fly out of sight, so as not to leave tracks, and hide in
a deep pond or bog.

Breath Weapon (Su): A black dragon has one type of breath weapon, a line of acid.

Water Breathing (Ex): A black dragon can breathe underwater indefinitely and can freely use its breath weapon,
spells, and other abilities while submerged.

Other Spell-Like Abilities: 3/day-darkness (juvenile or older; radius 10 feet per age category)

Skills: Hide, Move Silently, and Swim are considered class skills for black dragons.

Room 19 – Cavern Pool
The floor is made of sand, the walls are natural stone, and stalactites hang from the 50-foot tall ceiling. This freshwater pool
becomes deep quickly, having a 35-degree slope. The cavern wall above the pool suggests that this is some sort of entrance,
the ceiling over the pool has no long stalactites, and some have been clearly broken off.

Although the black dragon that inhabits this cavernous room has subdued the lake’s occupant, it will not allow any
swimmers, and may even snatch those that venture close to the edge and linger:

Name: Adult Tojanida
Size: Medium
Type: Outsider
Descriptor: Extraplanar, Water
Hit Dice: 7d8+14 (45 hp)
Initiative: +1
Speed: 10 ft. (2 squares), swim 90 ft.
Armor Class: 23 (+1 Dex, +12 natural), 

touch 11, flat-footed 22
Base Attack: +7
Grapple: +10
Attack: Bite +10 melee (2d8+3) and 2 claws +5 melee (1d6+1)
Special Attacks: Improved grab, ink cloud
Special Qualities: All-around vision, darkvision 60 ft., immunity to acid and cold, electricity 10 and fire 10
Skills: Diplomacy +1, Escape Artist +11, Hide +11, Knowledge (the planes) +6, Listen +11, Search +14, 
           Sense Motive +11, Spot +15, Survival +1 (+3 other planes and following tracks), Swim +11, 



           Use Rope+1 (+3 with bindings)
Feats: Blind-Fight, Dodge, Power Attack
Space: 5 ft.
Reach: 5 ft.
Special Attacks: Improved grab, ink cloud
Saves: Fort +7, Ref +6, Will +6
Abilities: Str 16, Dex 13, Con 15, Int 10, Wis 12, Cha 9
Environment: Elemental Plane of Water
Challenge Rating: 5
Treasure: Standard
Alignment: Always neutral

A tojanida's shell is blue-green in color. Inside the shell is a fleshy body from which extend seven stalks. Four of
these stalks have paddles for locomotion, two are tipped with claws, and one bears the creature's head. Eight vents in
the shell, four at each end, allow the tojanida to thrust its stalks out in whatever configuration it finds convenient. A
juvenile tojanida is up to 25 years old. It has a shell about 3 feet long, and it weighs about 60 pounds. An adult is
aged 26 to 80. Its shell is about 6 feet long, and it weighs about 220 pounds. An elder can reach 150 years of age. It
has a shell about 9 feet long, and it weighs about 500 pounds. Tojanidas speak Aquan and can be loquacious, but
usually only on the subject of food.

Combat:
Improved Grab (Ex): To use this ability, a tojanida must hit with a bite or claw attack. It can then attempt to start a
grapple as a free action without provoking an attack of opportunity. Underwater, a tojanida can tow a grabbed victim
of its own size or smaller at its swim speed (but it cannot run). A favorite tactic is to grab a single opponent, then
withdraw, hauling the opponent away from its allies.

Ink Cloud (Ex): A tojanida can emit a spherical cloud of jet-black ink with a radius of 30 feet once per minute as a
free action. The effect is otherwise similar to fog cloud cast by an individual of a level equal to the tojanida's Hit
Dice. Out of water, the ink emerges in a stream up to 30 feet long, which a tojanida can squirt into an opponent's
eyes. The affected creature must succeed on a Reflex save or be blinded for 1 round. The save DC is 13 against a
juvenile, 15 against an adult, and 21 against an elder. The save DCs are Constitution based.

All-Around Vision (Ex): The multiple apertures in a tojanida's shell allow it to look in any direction, bestowing a +4
racial bonus on Spot and Search checks. Opponents gain no flanking bonuses when attacking a tojanida.

Skills: A tojanida has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can
always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

 Room 20 –  Main Entry
On the floor, statues stand on sandstone blocks at regular intervals against the walls, the walls are constructed of large tan
colored bricks, a section of which has collapsed with part of the floor. The natural stone ceiling has an occasional clump of
crimson quartz crystals growing from it. The end of the great hallway has collapsed completely.

Double doors of stone (main entry): The doors are magically sealed with an arcane lock spell, and are otherwise
DC 23 to open once dispelled. A voice command will open the doors if the proper phrase is uttered.

Passing between the first two statues without uttering the password will activate the statues in the hall. They will pursue all
intruders relentlessly throughout this entire level.

Name: Guardians of the Great Hall
Size: Large
Type: Construct
Hit Dice: 4d10+30 (52 hp)
Initiative: +0
Speed: 20 ft. (4 squares); 30 ft. legs, 40 ft. multiple legs, 60 ft. wheels
Armor Class: 14 (-1 size, +5 natural), touch 9, flat-footed 14
Base Attack: +3
Grapple: +10
Attack: Slam +5 melee (1d8+4)
Space: 10 ft.(long) 10 ft.(tall)



Reach: 5 ft.(long) 10 ft.(tall)
Special Attacks: See text
Special Qualities: Construct traits, darkvision 60 ft., low-light vision; also see text
Saves: Fort +1, Ref +1, Will -4
Abilities: Str 16, Dex 10, Con -, Int -, Wis 1, Cha 1
Environment: Any
Challenge Rating: 3
Treasure: None
Alignment: Always neutral

Animated objects come in all sizes, shapes, and colors. They owe their existence as creatures to spells such as
animate objects or similar supernatural abilities.

Combat:
Animated objects fight only as directed by the animator. They follow orders without question and to the best of their
abilities. Since they do not need to breathe and never tire, they can be extremely capable minions.

An object of at least Large size can make constriction attacks against multiple creatures at once, if they all are at
least two sizes smaller than the object and can fit under it. 

Constrict (Ex): A flexible animated object such as a rope, vine, or rug deals damage equal to its slam damage value
plus 1- 1/2 times its Strength bonus with a successful grapple check against a creature up to one size larger than
itself.

Hardness (Ex): An animated object has the same hardness it had before it was animated.

Improved Speed (Ex): The base land speed given in the statistics block assume that an animated object lurches,
rocks, or slithers along.

Objects with two legs (statues, ladders) or a similar shape that allows faster movement have a +10 foot bonus to
speed. 

 Room 21 –  Large Cavern
The floor is covered with rubble over limestone; the walls of natural stone are covered with brownish green vines. (Obscuring
veins of Platinum ore), the 45 foot tall ceiling is made of limestone and is covered with stalactites. A section of the floor has
collapsed, revealing a 50 foot drop to an underground river. A rope dangles from a circular hole in the ceiling down to the
water. (A bucket is attached to the rope, which is tied to a mechanical winch above.

Anyone investigating the short looping tunnel in the upper right of this cavern will encounter:

Name: Shadow Mastiff
Size: Medium
Type: Outsider
Descriptor: Extraplanar
Hit Dice: 4d8+12 (30 hp)
Initiative: +5
Speed: 50 ft. (10 squares)
Armor Class: 14 (+1 Dex, +3 natural), 

touch 11, flat-footed 13
Base Attack: +4
Grapple: +7
Attack: Bite +7 melee (1d6+4)
Space: 5 ft.
Reach: 5 ft.
Special Attacks: Bay, trip
Special Qualities: Darkvision 60 ft., shadow blend, scent
Saves: Fort +7, Ref +5, Will +5
Abilities: Str 17, Dex 13, Con 17, Int 4, Wis 12, Cha 13
Skills: Hide +8, Listen +8, Move Silently +8, Spot +8, Survival +8*
Feats: Dodge, Improved Initiative, Track B
Epic Feats: 



Environment: Plane of Shadow
Challenge Rating: 5
Treasure: None
Alignment: Always neutral evil

This creature has the body of a large dog, with a smooth black coat and a mouth full of sharp teeth. A shadow
mastiff is slightly more than 2 feet high at the shoulder and weighs about 200 pounds. Shadow mastiffs cannot
speak, but they understand Common.

Combat:
Shadow mastiffs prefer fighting in shadows or dark conditions, which gives them a great advantage.

If a magical light source negates the shadows around them, shadow mastiffs are cunning enough to either move out
of the light or back off and break up the opposition with their baying. They have been known to seize and carry off
items enspelled with daylight spells.

Bay (Su): When a shadow mastiff howls or barks, all creatures except evil outsiders within a 300-foot spread must
succeed on a DC 13 Will save or become panicked for 2d4 rounds. This is a sonic mind-affecting fear effect.
Whether or not the save is successful, an affected creature is immune to the same mastiff's bay for 24 hours. The
save DC is Charisma-based.

Trip (Ex): A shadow mastiff that hits with its bite attack can attempt to trip the opponent as a free action (+3 check
modifier) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent
cannot react to trip the shadow mastiff.

Shadow Blend (Su): In any condition of illumination other than full daylight, a shadow mastiff can disappear into
the shadows, giving it total concealment. Artificial illumination, even a light or continual flame spell, does not
negate this ability. A daylight spell, however, will.

Skills: *A shadow mastiff has a +4 racial bonus on Survival checks when tracking by scent.

Anyone approaching the left center portion of the collapse to investigate the dangling rope will witness a section of the wall
break off and begin walking towards them. It is hostile because of the gaping hole in the floor.

Name: Earth Elemental, Large
Size: Large
Type: Elemental
Descriptor: Earth, Extraplanar
Hit Dice: 8d8+32 (68 hp)
Initiative: -1
Speed: 20 ft. (4 squares)
Armor Class: 18 (-1 size, -1 Dex, +10 natural), 

touch 8, flat-footed 18
Base Attack: +6
Grapple: +17
Full Attack:  2 slams +12 melee (2d8+7)
Space: 10 ft.
Reach: 10 ft.
Special Attacks: Earth mastery, push
Special Qualities: Damage reduction 5/-, earth glide, darkvision 60 ft., elemental traits
Saves: Fort +10, Ref +1, Will +2
Abilities: Str 25, Dex 8, Con 19, Int 6, Wis 11, Cha 11
Skills: Listen +6, Spot +5
Feats: Cleave, Great Cleave, Power Attack
Environment: Elemental Plane of Earth
Challenge Rating: 5
Treasure: None
Alignment: Usually neutral

When summoned to the Material Plane, an earth elemental consists of whatever types of dirt, stones, precious
metals, and gems it was conjured from. Earth elementals speak Terran but rarely choose to do so.



Combat:
Though an earth elemental moves slowly, it is a relentless opponent. It can travel though solid ground or stone as
easily as humans walk on the earth's surface. It cannot swim, however, and must either walk around a body of water
or go through the ground under it. An earth elemental can move along the bottom of a body of water but prefers not
to.

Earth Mastery (Ex): An earth elemental gains a +1 bonus on attack and damage rolls if both it and its foe are
touching the ground. If an opponent is airborne or waterborne, the elemental takes a -4 penalty on attack and damage
rolls. (These modifiers are not included in the statistics block.)

Push (Ex): An earth elemental can start a bull rush maneuver without provoking an attack of opportunity. The
combat modifiers given in Earth Mastery, above, also apply to the elemental's opposed Strength checks.

Earth Glide (Ex): An earth elemental can glide through stone, dirt, or almost any other sort of earth except metal as
easily as a fish swims through water. Its burrowing leaves behind no tunnel or hole, nor does it create any ripple or
other signs of its presence. A move earth spell cast on an area containing a burrowing earth elemental flings the
elemental back 30 feet, stunning the creature for 1 round unless it succeeds on a DC 15 Fortitude save.

 Room 22 –  Large Cavern Tunnels
The floor is covered with rubble over limestone; the walls of natural stone are covered with brownish green vines. (Obscuring
veins of Platinum ore), the 45 foot tall ceiling is made of limestone and is covered with stalactites. A section of the floor has
collapsed, revealing a 50 foot drop to an underground river. A rope dangles from a circular hole in the ceiling down to the
water. (A bucket is attached to the rope, which is tied to a mechanical winch above.

These three openings are connected, and conceal three hydras, they protect a 7th level treasure:

Name: Six-Headed Hydra
Size: Huge
Type: Magical Beast
Hit Dice: 6d10+33 (66 hp)
Initiative: +1
Speed: 20 ft. (4 squares), swim 20 ft.
Armor Class: 16 (-2 size, +1 Dex, +7 natural), 

touch 9, flat-footed 15
Base Attack: +6
Grapple: +17
Attack: 6 bites +8 melee (1d10+3)
Space: 15 ft.
Reach: 10 ft.
Special Qualities: Darkvision 60 ft., fast healing 16, low-light vision, scent
Saves: Fort +10, Ref +6, Will +4
Abilities: Str 17, Dex 12, Con 20, Int 2, Wis 10, Cha 9
Skills: Listen +6, Spot +7, Swim +11
Feats: Combat Reflexes B, Iron Will, Toughness, Weapon Focus (bite)
Environment: Temperate marshes
Challenge Rating: 5 
Treasure: 1/10 coins; 50% goods; 50% items
Alignment: Usually neutral

Hydras are reptile-like monsters with multiple heads. A hydra is gray-brown to dark brown, with a light yellow or
tan underbelly. The eyes are amber and the teeth are yellow-white. It is about 20 feet long and weighs about 4,000
pounds. Hydras do not speak.

Combat:
Hydras can attack with all their heads at no penalty, even if they move or charge during the round. A hydra can be
killed either by severing all its heads or by slaying its body. To sever a head, an opponent must make a successful
sunder attempt with a slashing weapon. (The player should declare where the attack is aimed before making the
attack roll.) Making a sunder attempt provokes an attack of opportunity unless the foe has the Improved Sunder feat.
An opponent can strike at a hydra's heads from any position in which he could strike at the hydra itself, because the
hydra's head writhe and whip about in combat. An opponent can ready an action to attempt to sunder a hydra's head
when the creature bites at him. Each of a hydra's heads has hit points equal to the creature's full normal hit point



total, divided by its original number of heads. Losing a head deals damage to the body equal to half the head's full
normal hit points. A natural reflex seals the neck shut to prevent further blood loss. A hydra can no longer attack
with a severed head but takes no other penalties.

Each time a head is severed, two new heads spring from the stump in 1d4 rounds. A hydra can never have more than
twice its original number of heads at any one time, and any extra heads it gains beyond its original number wither
and die within a day. To prevent a severed head from growing back into two heads, at least 5 points of fire or acid
damage must be dealt to the stump (a touch attack to hit) before the new heads appear. A flaming weapon (or similar
effect) deals its energy damage to the stump in the same blow in which a head is severed. Fire or acid damage from
an area effect may burn multiple stumps in addition to dealing damage to the hydra's body. A hydra does not die
from losing its heads until all its heads have been cut off and the stumps seared by fire or acid.

A hydra's body can be slain just like any other creature's, but hydras possess fast healing (see below) and are
difficult to defeat in this fashion. Any attack that is not (or cannot be) an attempt to sunder a head affects the body.

Targeted magical effects cannot sever a hydra's heads (and thus must be directed at the body) unless they deal
slashing damage and could be used to make sunder attempts.

Fast Healing (Ex): Each round, a hydra heals damage equal to 10 + the number of its original heads.

Skills: Hydras have a +2 racial bonus on Listen and Spot checks, thanks to their multiple heads.

A hydra has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always
choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming,
provided it swims in a straight line.

Feats: A hydra's Combat Reflexes feat allows it to use all its heads for attacks of opportunity.

 Room 23 –  Stairs Down
Stairs lead down from the Audience Room (Room 16) to a landing where a statue guards the hall and continue down to
another landing. The dust-covered floor is hewn from granite, the walls are made of large stones, and the ceiling is covered
with green bricks.

Double doors of stone: The doors are magically sealed with an arcane lock spell, and are otherwise DC 23 to open
once dispelled.

If the password is not uttered clearly before stepping on the landing the statue will animate and attack anyone in the hallway.
The statue will not leave the hallway in pursuit. When no one is in the hallway, the statue will take its original position and
deactivate. Since it is a construct, it has no eyes and can sense invisible as well as visible. Its weapon is a 10ft bronze spear.

Name: Crypt Guardian
Size: Medium
Type: Construct
Hit Dice: 7d10+30 (68 hp)
Initiative: +1
Speed: 20 ft. (4 squares)
Armor Class: 23 (+1 Dex, +13 natural, -1 size), touch 10, flat-footed 22
Base Attack: +7
Grapple: +18
Attack: Slam +13 melee (1d8+9)
Special Qualities:  One ability from Menu B, 

  construct traits, damage reduction 5/magic, darkvision 60 ft., low-light vision
Space: 5 ft.
Reach: 10 ft.
Saves: Fort +2, Ref +3, Will +2
Abilities: Str 29, Dex 13, Con -, Int -, Wis 11, Cha 10
Challenge Rating: 5
Treasure: None
Alignment: Always neutral



Room 24 –  Stairs Below
Stairs lead down from the Audience Room (Room 16) to a landing where a statue guards the hall and continue down to
another landing with two doors (See third Level). The dust-covered floor is hewn from granite, the walls are made of large
stones, and the ceiling is covered with green bricks.

If the password is not uttered clearly before stepping on the landing the statue will animate and attack anyone in the hallway.
The statue will not leave the hallway in pursuit. When no one is in the hallway, the statue will take its original position and
deactivate. Since it is a construct, it has no eyes and can sense invisible as well as visible. Its weapon is a 10ft bronze spear.

Name: Crypt Guardian
Size: Medium
Type: Construct
Hit Dice: 7d10+30 (68 hp)
Initiative: +1
Speed: 20 ft. (4 squares)
Armor Class: 23 (+1 Dex, +13 natural, -1 size), touch 10, flat-footed 22
Base Attack: +7
Grapple: +18
Attack: Slam +13 melee (1d8+9)
Special Qualities:  One ability from Menu B, 

  construct traits, damage reduction 5/magic, darkvision 60 ft., low-light vision
Space: 5 ft.
Reach: 10 ft.
Saves: Fort +2, Ref +3, Will +2
Abilities: Str 29, Dex 13, Con -, Int -, Wis 11, Cha 10
Challenge Rating: 5
Treasure: None
Alignment: Always neutral


