
Return to Northmoor Session 5 - Entering the Temple of Art - Scene 1 - Deeper Into the Bog
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Passing the Night
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Information The Bogman and Ghosts Know About The Khumat
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Return to Northmoor Session 5 - Entering the Temple of Art - Scene 2 - Ancient Guards
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Return to Northmoor Session 5 - Entering the Temple of Art - Scene 3 - The Khumat - Setup
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Return to Northmoor Session 5 - Entering the Temple of Art - Scene 3 - The Khumat - Combat Reference

Khumat Level 2 Solo Brute
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Return to Northmoor Session 5 - Entering the Temple of Art - Scene 4 - Dancing Columns - Setup
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Return to Northmoor Session 5 - Entering the Temple of Art - Scene 5 - Dancing Columns - Combat
Reference

Caryatid Column Level 3 Soldier
Large natural animate (construct) XP 150

Initiative +5 Senses Perception +8, darkvision

HP 49; Bloodied 24
AC 19; Fortitude 16, Reflex 15, Will 15
Immune petrification, disease, poison, sleep
Speed 4

Stone Long Sword (standard; at-will)

Reach 2; +10 vs. AC; 1d10+4 damage.

Awesome Blow (standard; at-will)

The caryatid column makes a stone long sword attack. If the attack hits, it makes a
secondary attack against the same target. Secondary Attack: +8 vs. Fortitude; the
target is pushed 2 squares and knocked prone.

Death Burst (when reduced to 0 hit points)

The caryatid column explodes in a burst of jagged stones. Close burst 1; +10 vs. AC;
1d10 + 4 damage, and the space it occupied is difficult terrain until cleared.

Alignment Unaligned Languages Common, elven

Skills Perception +8

Str 17 (+4) Dex 14 (+3) Wis 14 (+3)

Con 17 (+4) Int 14 (+3) Cha 14 (+3)

Caryatid Column Tactics:
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