Encounter 8:

Note: I assume that ad-hoc CR adjustments based on playtesting adjust the CRs of these creatures up to the appropriate EL.

DIRE BAT of legend

	 
	Large Outsider (native)

	Hit Dice:
	7d8+56 (84 hp –87 in mod)

	Initiative:
	+13 (+9 dex, +4 imp init)

	Speed:
	20 ft. (4 squares), fly 40 ft. (good)

	Armor Class:
	28 (–1 size, +9 Dex, +10 natural), touch 15, flat-footed 14

	Base Attack/Grapple:
	+5/+17

	Attack:
	Bite +12 melee (1d8+12)

	Full Attack:
	Bite +12 melee (1d8+12)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Poison

	Special Qualities:
	Blindsense 40 ft., DR 10/magic, Immune to Acid and Electricity

	Saves:
	Fort +16, Ref +17, Will +11

	Abilities:
	Str 27, Dex 28, Con 27, Int 4, Wis 16, Cha 10

	Skills:
	Hide +9, Intimidate +1 1.5r, Listen +13*, Move Silently +16, Spot +9*

	Feats:
	Alertness, Stealthy, Flyby Attack, Improved Initiative, Mutliattack

	Environment:
	Temperate deserts

	Organization:
	Solitary or colony (5–8)

	Challenge Rating:
	5

	Treasure:
	None

	Alignment:
	Always neutral

	Advancement:
	5–12 HD (Large)

	Level Adjustment:
	—


A dire bat has a wingspan of 15 feet and weighs about 200 pounds.

Combat

Dire bats swoop down upon unsuspecting prey from above.

Blindsense (Ex): A dire bat uses echolocation to pinpoint creatures within 40 feet. Opponents still have total concealment against the bat unless it can actually see them.

Poison (Ex): Fort (DC 13+con=21) negates 1d6 str/1d6str. This save DC is con based.

Skills: Dire bats have a +4 racial bonus on Spot and Listen checks. These bonuses are lost if its blindsense is negated.

+3 HD= +1 CR, template=+2; reasonable ad-hoc adjustments would bring them to the module’s listed CR of 7.

DIRE BAT of legend

	 
	Large Outsider (native)

	Hit Dice:
	11d8+88 (132 hp—137 in mod)

	Initiative:
	+13 (+9 dex, +4 imp init)

	Speed:
	20 ft. (4 squares), fly 40 ft. (good)

	Armor Class:
	28 (–1 size, +9 Dex, +10 natural), touch 15, flat-footed 14

	Base Attack/Grapple:
	+8/+21

	Attack:
	Bite +16 melee (1d8+13)

	Full Attack:
	Bite +16 melee (1d8+13)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Poison

	Special Qualities:
	Blindsense 40 ft., DR 10/magic, Immune to Acid and Electricity

	Saves:
	Fort +18, Ref +19, Will +12

	Abilities:
	Str 28, Dex 28, Con 27, Int 4, Wis 16, Cha 10

	Skills:
	Hide +9, Intimidate +1 1.5r, Listen +13*, Move Silently +16, Spot +9*

	Feats:
	Alertness, Stealthy, Flyby Attack, Improved Initiative, Mutliattack, Power Attack.

	Environment:
	Temperate deserts

	Organization:
	Solitary or colony (5–8)

	Challenge Rating:
	7

	Treasure:
	None

	Alignment:
	Always neutral

	Advancement:
	5–12 HD (Large)

	Level Adjustment:
	—


A dire bat has a wingspan of 15 feet and weighs about 200 pounds.

Combat

Dire bats swoop down upon unsuspecting prey from above.

Blindsense (Ex): A dire bat uses echolocation to pinpoint creatures within 40 feet. Opponents still have total concealment against the bat unless it can actually see them.

Poison (Ex): Fort (DC 15+con=23) negates 1d6 str/1d6str. This save DC is con based.

Skills: Dire bats have a +4 racial bonus on Spot and Listen checks. These bonuses are lost if its blindsense is negated.

+7 HD= +3 CR, template=+2 CR Reasonable ad-hoc adjustments would bring them to the module’s listed CR 9

Encounter 9:

Note: the CR was dramatically miscalculated on monsters and, based on my slot-0 experience, I find it hard to believe that ad-hoc playtesting adjustments could reasonably reduce the CR to fit within the ELs given. Consequently I have designed these creatures to reflect more or less the same kind of challenge intended in the mod (so I haven’t given them power attack or spring attack or similar challenge altering feats for advancement by HD). I have also purposefully left the CRs of the APL 8 and 12 creatures below the listed EL since I consider the heavy rain and wind to represent favorable circumstances that ought to increase the EL of the encounter. (I believe that the ambush mechanic using a listen check dramatically higher than the dire snake is capable of making on his move silently ought to increase the EL as well if used as written). 

Unfortunately for the APL 10 parties, however, the dire snake’s advancement caps out at 16 HD (which is no different from 15 HD advancement in terms of CR) and the two headed template used in the module is a minimum +3 CR for a dire snake so, in order to remain true to original encounter, I have used a two-headed dire snake which is, including circumstance modifiers for the weather, is an EL 13 encounter rather than the listed EL 12 encounter. However, such parties are still getting a good deal compared to the module as written.

Advanced Dire Snake (APL 8): CR 9; Gargantuan Animal; HD 15d8+78; hp 149; Init +9 (+5 dex, +4 imp init); Spd 30 ft., Climb 20 ft., Swim 20 ft.; AC 20 [-4 size, +5 dex, +9 natural] (touch 11, flat-footed 15); BAB: +11; Grap +34;  Atk/Full Atk: Bite +18 melee (3d6+16 and poison); Face/Reach 20ft. by 15 ft.; SA: Improved Grab, Constrict 1d8+16, poison; SQ: Low-light vision, Scent; AL: N; SV Fort +15, Ref +14, Will +10; Str 32, Dex 21, Con 20, Int 1, Wis 14, Cha 11.

Skills Balance +14, Climb +21, Hide +2, Listen +12, Moves Silently +5 (not a class skill), Spot +12.; Alertness, Combat Reflexes, Dodge, Endurance, Improved Initiative, Toughness

Poison (EX): Bite, Fort save (DC 21), initial and secondary damage 1d6 temporary con.

Improved Grab (EX): To use this ability, the dire snake must hit with its bite attack. If it gets a hold, it can constrict.

Constrict (EX): A dire snake deals 1d8+16 points of damage with a successful grapple check against a large or smaller creature.

Skills: The dire snake receives a +4 racial bonus on Hide, Listen, and Spot checks, and a +8 racial bonus on Balance checks.

+8 HD=+3 CR, size increase=+1 CR

Advanced Two Headed Dire Snake (APL 10): CR 12; Gargantuan Animal; HD 17d8+111; hp 185; Init +10 (+6 dex, +4 imp init); Spd 30 ft., Climb 20 ft., Swim 20 ft.; AC 22 [-4 size, +6 dex, +10 natural] (touch 12, flat-footed 16); BAB: +12; Grap +35;  Atk: Bite +19 melee (3d6+16 and poison);  Full Atk: Bite +19 melee (3d6+16 and poison) and Bite +19 melee (3d6+11 and poison); Face/Reach 20ft. by 15 ft.; SA: Improved Grab, Constrict 1d8+16, poison, Superior Multi-weapon fighting; SQ: Darkvision 90’, Low-light vision, Scent; AL: N; SV Fort +17, Ref +16, Will +10; Str 32, Dex 22, Con 22, Int 1, Wis 14, Cha 11.

Skills Balance +14, Climb +21, Hide +2, Listen +15, Moves Silently +5 (not a class skill), Search –3,  Spot +15; Alertness, Combat Reflexes (b), Dodge, Endurance, Improved Initiative (b), Mobility, Toughnes (x3)

Poison (EX): Bite, Fort save (DC 23), initial and secondary damage 1d6 temporary con.

Improved Grab (EX): To use this ability, the dire snake must hit with its bite attack. If it gets a hold, it can constrict.

Constrict (EX): A dire snake deals 1d8+16 points of damage with a successful grapple check against a large or smaller creature.

Skills: The dire snake receives a +4 racial bonus on Hide, Listen, and Spot checks, and a +8 racial bonus on Balance checks. A two headed creature receives a +2 racial bonus on listen, search, and spot checks.

Superior Multi-weapon fighting: A two headed creature takes no attack penalty when attacking with multiple natural weapons.

+8 HD=+3 CR, size increase=+1 CR, Two headed Template +2 CR, head dependent special attack (poison) +1 CR

Advanced Three Headed Dire Snake (APL 12): CR 13; Gargantuan Animal; HD 19d8+136; hp 216; Init +10 (+6 dex, +4 imp init); Spd 30 ft., Climb 20 ft., Swim 20 ft.; AC 24 [-4 size, +6 dex, +12 natural] (touch 12, flat-footed 17); BAB: +13; Grap +36;  Atk: Bite +20 melee (3d6+16 and poison);  Full Atk: Bite +20 melee (3d6+16 and poison) and Bite +20 melee (3d6+11 and poison) and Bite +20 melee (3d6+11 and poison); Face/Reach 20ft. by 15 ft.; SA: Improved Grab, Constrict 1d8+16, poison, Superior Multi-weapon fighting; SQ: Darkvision 90’, Low-light vision, Scent; AL: N; SV Fort +19, Ref +17, Will +11; Str 32, Dex 22, Con 24, Int 1, Wis 14, Cha 11.

Skills Balance +14, Climb +21, Hide +2, Listen +18, Moves Silently +6 (not a class skill), Search –1,  Spot +18; Alertness, Combat Reflexes (b), Dodge, Endurance, Improved Initiative (b), Improved Natural Armor x2, Mobility, Toughnes (x2)

Poison (EX): Bite, Fort save (DC 25), initial and secondary damage 1d6 temporary con.

Improved Grab (EX): To use this ability, the dire snake must hit with its bite attack. If it gets a hold, it can constrict.

Constrict (EX): A dire snake deals 1d8+16 points of damage with a successful grapple check against a large or smaller creature.

Skills: The dire snake receives a +4 racial bonus on Hide, Listen, and Spot checks, and a +8 racial bonus on Balance checks. A three headed creature receives a +4 racial bonus on listen, search, and spot checks.

Superior Multi-weapon fighting: A multi-headed creature takes no attack penalty when attacking with multiple natural weapons.

+8 HD=+3 CR, size increase=+1 CR, Multi-headed Template (3 heads) +3 CR, head dependent special attack (poison) +1 CR
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