
Lair of Maurg Kurik

Sample Hook:  Maurg Kurik is a young, arrogant, and 
destructive Blue Dragon.  This evil creature is truly rotten 
to the core.  It has been patrolling the areas around a small 
farming town, killing livestock and burning crops.  The 
town has pooled its resources, and has hired your troupe to 
destroy it and its cohorts who live within its lair.



Room #1:
Door (south, 2 from west):  wooden, strong, stuck
Monsters:

   giant ant (vermin) (2), Worker giant ant; CR 1; Medium 
vermin; HD 2d8; hp 9; Init +0; Spd 50 ft. (10 squares), 
climb 20 ft.; AC 17 (+7 natural), touch 10, flat-footed 17; 
Base Atk +1; Grp +1; Atk +1 melee (1d6, bite); Full Atk +1 
melee (1d6, bite); Space/Reach 5 ft./5 ft.; SA Improved 
grab; SQ Scent, vermin traits; AL N; SV Fort +3, Ref +0, 
Will +0; Str 10, Dex 10, Con 10, Int -, Wis 11, Cha 9; Skills 
and Feats: Climb +8; Track

Treasure:
340 silver coins (34 gp)
Features:  branding iron, bottle, mound of rubble, 

manacles

Room #2:
Door (south, 2 from west):  (concealed) false wall, stuck
Door (north, 1 from west):  wooden, simple, stuck
Monsters:

   orc (5), CR 1/2; Medium humanoid (orc); HD 1d8+1; hp 
5; Init +0; Spd 30 ft. (6 squares); AC 13 (+3 studded 
leather armor), touch 10, flat-footed 13; Base Atk +1; Grp 
+4; Atk +4 melee (2d4+4/18-20, falchion) or +1 ranged 
(1d6+3, javelin); Full Atk +4 melee (2d4+4/18-20, falchion) 
or +1 ranged (1d6+3, javelin); Space/Reach 5 ft./5 ft.; SA -; 
SQ Darkvision 60 ft., light sensitivity; AL CE; SV Fort +3, 
Ref +0, Will -2; Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6; 
Skills and Feats: Listen +1, Spot +1; Alertness
      Treasure:  gemstone - banded eye agate (11 gp), +1 
large steel shield of bashing (4170 gp)

Room #3:
Door (south, 2 from west):  wooden, simple, free



Door (north, 2 from west):  stone, stuck
Features:  sack, runes, loom, collapsed wall, cupboard

Room #4:
Door (west, 1 from north):  stone, free, trapped [trap: 

spiked pit trap (20 ft. deep) (CR2) (Find/Disable DC 22)]
Features:  tools, belt, scroll (nonmagical), foodstuffs 

(edible), manacles, overhang, hole

Room #5:
Door (south, 3 from west):  wooden, good, stuck
Door (north, 2 from west):  (concealed) illusory wall
Features:  equipment (broken), equipment (usable), odor 

(unidentifiable), whetstone, painting, trough, weapon rack

Room #6:
Door (west, 3 from north):  (secret) rotating wall, gesture 

trigger
Features:  dipping water, fountain, pool, workbench, 

chandelier

Room #7:
Door (north, 2 from west):  wooden, simple, stuck
Empty

Room #8:
Door (south, 3 from west):  (concealed) wooden, strong, 

locked, behind tapestry
Monsters:

  lizardfolk (1), CR 1; Medium humanoid (reptilian); HD 
2d8+2; hp 11; Init +0; Spd 30 ft. (6 squares); AC 15 (+5 
natural) or 17 (+5 natural, +2 heavy shield), touch 10, flat-
footed 15 or 17; Base Atk +1; Grp +2; Atk +2 melee 
(1d4+1, claw) or +2 melee (1d6+1, club) or +1 ranged 



(1d6+1, javelin); Full Atk +2 melee (1d4+1, 2 claws) and 
+0 melee (1d4, bite) or +2 melee (1d6+1, club) and +0 
melee (1d4, bite) or +1 ranged (1d6+1, javelin); 
Space/Reach 5 ft./5 ft.; SA -; SQ Hold breath; AL N; SV Fort 
+1, Ref +3, Will +0; Str 13, Dex 10, Con 13, Int 9, Wis 10, 
Cha 10, Skills and Feats: Balance +4, Jump +5, Swim +2; 
Multiattack

Treasure:   30,400 silver coins (3040 gp),  
scroll (arcane): unseen servant (l1, cl1), shocking grasp 

(l1, cl1) (50 gp)

Room #9:
Door (south, 4 from west):  wooden, strong, free, trapped 

[trap: spiked pit trap (40 ft. deep) (CR3) (Find/Disable DC 
22)]
Monsters:

   scorpion, medium-size monstrous (vermin) (3), CR 
1; Medium vermin; HD 2d8+4; hp 13; Init +0; Spd 40 ft. (8 
squares); AC 14 (+4 natural), touch 10, flat-footed 14; 
Base Atk +1; Grp +2; Atk +2 melee (1d4+1, claw); Full Atk 
+2 melee (1d4+1, 2 claws) and -3 melee (1d4 plus poison, 
sting); Space/Reach 5 ft./5 ft.; SA Constrict 1d4+1, 
improved grab, poison; SQ Darkvision 60 ft., tremorsense 
60 ft., vermin traits; AL N; SV Fort +5, Ref +0, Will +0; Str 
13, Dex 10, Con 14, Int -, Wis 10, Cha 2, Skills and Feats: 
Climb +5, Hide +4, Spot +4; -

Treasure:   600 copper coins (6 gp)

Room #10:
Door (south, 2 from west):  wooden, simple, locked
Features:   belt, scorch marks, tools, foodstuffs (edible), 

stool, bed, firepit

Room #11:



Door (west, 1 from north):  wooden, good, free
Monsters:

   ghoul (1), CR 1; Medium undead; HD 2d12; hp 13; Init 
+2; Spd 30 ft. (6 squares); AC 14 (+2 dex, +2 natural), 
touch 12, flat-footed 12; Base Atk +1; Grp +2; Atk +2 
melee (1d6+1 plus paralysis, bite); Full Atk +2 melee 
(1d6+1 plus paralysis, bite) and +0 melee (1d3 plus 
paralysis, 2 claws); Space/Reach 5 ft./5 ft.; SA Ghoul fever, 
paralysis; SQ Darkvision 60 ft., undead traits, +2 turn 
resistance; AL CE; SV Fort +0, Ref +2, Will +5; Str 13, Dex 
15, Con -, Int 13, Wis 14, Cha 12, Skills and Feats: Balance 
+6, Climb +5, Hide +6, Jump +5, Move Silently +6, Spot 
+7; Multiattack

Treasure:  1,500 cp coin (15 gp), Half-plate (600 gp)
Features:   bucket, drum, oil (scented), stall or pen

Room #12:
Door (east, 4 from north):  wooden, strong, stuck
Monsters:

  blink dog (1), CR 2; Medium magical beast; HD 4d10; hp 
22; Init +3; Spd 40 ft. (8 squares); AC 16 (+3 dex, +3 
natural), touch 13, flat-footed 13; Base Atk +4; Grp +4; Atk 
+4 melee (1d6, bite); Full Atk +4 melee (1d6, bite); 
Space/Reach 5 ft./5 ft.; SA -; SQ Blink, darkvision 60 ft., 
dimension door, low-light vision, scent; AL LG; SV Fort +4, 
Ref +7, Will +4; Str 10, Dex 17, Con 10, Int 10, Wis 13, Cha 
11, Skills and Feats: Hide +3, Listen +5, Sense Motive +3, 
Spot +5, Survival +4; Iron Will, Run, Track

Treasure:  1,000 silver coins (100 gp), gemstone - jasper 
iolite (60 gp), 

scroll (arcane),   - blur (l2, cl3),   - summon monster II 
(l2, cl3) (300 gp)

Features:  trophy, pole, tray, scroll case (empty), firepit



Room #13:
Door (east, 1 from north):  wooden, simple, locked
Empty

Room #14:
Door (north, 4 from west):  iron, stuck
Empty

Room #15:
Door (south, 1 from west):  (secret) up-sliding, pressure-

plate trigger
Monsters:

  ghoul (2), CR 1; Medium undead; HD 2d12; hp 13; Init 
+2; Spd 30 ft. (6 squares); AC 14 (+2 dex, +2 natural), 
touch 12, flat-footed 12; Base Atk +1; Grp +2; Atk +2 
melee (1d6+1 plus paralysis, bite); Full Atk +2 melee 
(1d6+1 plus paralysis, bite) and +0 melee (1d3 plus 
paralysis, 2 claws); Space/Reach 5 ft./5 ft.; SA Ghoul fever, 
paralysis; SQ Darkvision 60 ft., undead traits, +2 turn 
resistance; AL CE; SV Fort +0, Ref +2, Will +5; Str 13, Dex 
15, Con -, Int 13, Wis 14, Cha 12, Skills and Feats: Balance 
+6, Climb +5, Hide +6, Jump +5, Move Silently +6, Spot 
+7; Multiattack

Treasure:  130 gold coins (130 gp), 
scroll (divine)
  - cure light wounds (l1, cl1)
  - aid (l2, cl3)
  - detect chaos (l1, cl1) (200 gp)
Trap:  flame jet (CR2) (Find/Disable DC 22)

Room #16:
Door (south, 3 from west):  wooden, good, locked, 

trapped [trap: pit trap (20 ft. deep) (CR1) (Find/Disable DC 
22)]



Monsters:
   wyrmling blue dragon, CR 3; Small dragon (earth); HD 
6d12+6; hp 45; Init +4; Spd 40 ft., burrow 20 ft., fly 100 ft. 
(average); AC 16 (+1 size, +5 natural), touch 11, flat-
footed 16; Base Atk +6; Grp +3; Atk +8 melee (1d6+1, 
bite); Full Atk +8 melee (1d6+1, bite) and +8 melee (1d4, 
2 claws); Space/Reach 5 ft./5 ft.; SA Breath weapon (40 ft. 
line of lightning 2d8, DC 14); SQ Blindsense 60 ft., 
create/destroy water, darkvision 120 ft., immunity to 
electricity, immunity to sleep and paralysis, keen senses; 
AL LE; SV Fort +6, Ref +5, Will +5; Str 13, Dex 10, Con 13, 
Int 10, Wis 11, Cha 10, Skills and Feats: Bluff +2, 
Concentration +4, Diplomacy +2, Escape Artist +2, Hide 
+6, Intimidate +3, Knowledge (any 1) +7, Listen +11, 
Search +9, Sense Motive +2, Spellcraft +2, Spot +11, Use 
Magic Device +2; Alertness, Hover, Improved Initiative

Treasure:  4,000 silver coins (400 gp),  gemstone - silver 
pearl (80 gp)

scroll (divine)
  - aid (l2, cl3) (150 gp)
Features:  equipment (broken), dice, chains, dung heap, 

pit (shallow)
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