South Keep Appendix: All APLs

Archmage Kryzamine
CR 20
Female half-fiend human Diviner 10/Mindbender 1/Fatespinner 2/Archmage 3

CE Female outsider (augmented human, Suel)

Init +4; Senses Listen +3, Spot +3, darkvision 60 ft., telepathy 100 ft.

Languages Common 

AC 12, touch 12, flat-footed 10


(+4 Dex, +1 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 138 (16 HD); DR 10/magic

Immune Poison

Resist acid 10, cold 10, electricity 10 and fire 10; SR 26

Fort +18, Ref +13, Will +21

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in (6 squares), base movement 60 ft.

2 Claws +8 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+1) and bite +3 melee (1d4)

Ranged touch +12[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Space 5 ft.; Reach 5 ft.

Base Atk +7; Grp +8

Atk Options Smite good, Spell-like abilities

Special Actions Spell-like abilities

Combat Gear Belt of battle (3 charges/day: swift activation, spend 3 charges to immediately gain an extra full-round action)

Spell-like Abilities (CL 16th)


3/day— darkness, poison (DC 15), unholy aura


1/day— blasphemy, contagion (DC 14), desecrate, horrid wilting (DC 19), unhallow, unholy blight (DC 15)

Wizard Spells Prepared (CL 20th; opposed: necromancy)

8th— heightened mass hold person (DC 30), moment of prescience, quickened wall of fire, rapid heightened dominate person (DC 29)

7th—brilliant aura, greater arcane sight, quickened unluck (DC 22), rapid heightened dominate person (DC 28)

6th— acid fog [sonic], disintegrate (DC 26), greater dispel magic, greater dispel magic, true seeing
5th— duelward, greater blink, hold monster (DC 27), overland flight, reciprocal gyre (DC 24), teleport

4th— assay spell resistance, confusion (DC 26), dimension door, dragonbreath (DC 23), Evard’s black tentacles, heart of earth, Otiluke’s resilient sphere (DC 23)
3rd— arcane sight, battlemagic perception, dispel magic, dragonskin [red], fireball (DC 22), greater mage armor, slow (DC 23)

2nd— cat’s grace, glitterdust (DC 20), mirror image, resist energy [electricity], scorching ray, see invisibility, web (DC 21)

1st— combat readiness, familiar pocket, grease (DC 19), magic missile, magic missile, magic missile, nerveskitter, shield
0— immaterial
Abilities Str 12, Dex 18, Con 20, Int 28, Wis 12, Cha 12

SQ Mastery of counterspelling, Spellpower (2)

Feats Arcane Mastery, Elven Spell Lore (acid fog), Heighten Spell, Improved Counterspell, Quicken Spell, Rapid Spell, Scribe Scroll, Skill Focus (spellcraft), Spell Focus (transmutation), Spell Focus (enchantment)

Skills: Bluff +6, Concentration +24, Diplomacy +6, Intimidate +6, Knowledge (arcana) +28, Knowledge (local: Iuz’s Border States) +20, Knowledge (planes) +28, Profession (gambler) +10, Sense Motive +10, Spellcraft +30[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus headband of intellect +6, amulet of health +4, cloak of resistance +5, veil of allure, belt of battle, orange prism ioun stone, lesser metamagic rod of quicken, metamagic rod of chain spell, ring of arcane might, ring of counterspells (reciprocal gyre), contingency focus

Mastery of counterspelling (Ex) If Kryzamine successfully counterspells a spell, she may choose to redirect it as if it had been affected by the spell turning spell.

Contingency (Sp) If reduced to less than 70 hit points, Kryzamine teleports to Dorakaa with all her gear.

Power-Up Suite (arcane sight, battlemagic perception, cat’s grace, combat readiness, contingency, dragonskin [red], duelward, familiar pocket, greater arcane sight, greater blink, greater mage armor, heart of earth, mirror image, moment of prescience, overland flight, resist energy [electricity], see invisibility, shield, true seeing – all at CL 20; conviction, recitation, shield of faith – all at CL 18; heroes’ feast – at CL 14): 

Init +12; Senses Listen +3, Spot +3, arcane sight, darkvision 60 ft., telepathy 100 ft., true seeing

Languages Common 

AC 40, touch 24, flat-footed 34


(+6 Dex, +6 armor, +4 shield, +6 natural, +5 deflection, +3 luck)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 189 (16 HD); DR 10/magic

Miss chance 1d4+4 images (mirror image)

Immune Fear, Poison

Resist acid 10, cold 10, electricity 30 and fire 20; SR 26

Fort +26, Ref +21, Will +29

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in (6 squares), base movement 60 ft., fly 40 ft. (8 squares) average

2 Claws +12 melee[+/-X size, +X BAB, +X Str, +X weapon, +X feat] (1d6+1) and bite +7 (1d4)

Ranged touch +18[+/-X size, +X BAB, +X Dex, +X weapon, +X feat]
Physical Description: A wiry, horse-faced Suel woman with graying hair, the Archmage dresses in earth tones and doesn’t bother to clean up every speck of blood that spatters her attire during her “experiments.”
Blackguard
CR 13

Male human Fighter 4/Ranger 1/Blackguard 4/Pious Templar 3

CE Med humanoid (human)

Init +0; Senses Listen +5, Spot +5

Languages Common 

AC 24, touch 14, flat-footed 24


(+9 armor, +4 shield, +1 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 93 (12 HD)

Fort +22, Ref +14, Will +15

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 20 ft. in full plate (4 squares), base movement 30 ft.

+1 keen greatsword +19/14/9 melee (2d6+10) or masterwork spiked gauntlet +15/10/5 melee (1d4+3)

Masterwork composite [Str +3] longbow +13/8/3 ranged (1d8+3)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +15 (+19 to resist grapples)

Atk Options Cleave, Divine Might (spend a rebuke attempt as a free action to gain +6 damage to all attacks for 1 round), Improved Sunder, Power Attack, Sneak Attack +1d6

Special Actions Rebuke Undead (10/day), True Believer (1/day, +2 to any one saving throw)

Combat Gear Belt of battle (3 charges/day: swift activation, spend 3 charges to immediately gain an extra full-round action)

Blackguard Spells Prepared (CL 4th ):

2nd— bull’s strength, death knell (DC 18), death knell (DC 18)

1st— divine sacrifice, zeal (xx?), zeal (xx?)

Pious Templar Spells Prepared (CL 3rd):

   2nd—

   1st—
Abilities Str 16, Dex 10, Con 13, Int 8, Wis 12, Cha 22

SQ Aura of Despair, Aura of Evil, Command Undead, Dark Blessing, Evasion, Favored Enemy (dwarf) +2, Mettle, Sneak Attack +1d6

Feats Cleave, Divine Shield, Improved Sunder, Melee Weapon Mastery (slashing), Power Attack, Shield Specialization, Shield Ward, Track, True Believer, Weapon Focus (greatsword), Weapon Specialization (greatsword)

Skills: Bluff +6, Concentration +15, Hide -1, Intimidate +10, Knowledge (religion) +3, Listen +5, Spot +5[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus cloak of charisma +4, gauntlets of ogre power, vest of resistance +3, amulet of natural armor +1, +1 full plate armor, +1 animated heavy steel shield, belt of battle, ring of evasion, ring of silent spells

Aura of Despair (Su): A blackguard radiates a malign aura that causes all opponents within 10 ft. to suffer a -2 penalty to all saving throws. 

Aura of Evil (Su): See DMG pg. xx 

Command Undead (Su): See DMG pg. xx 

Dark Blessing (Su): A blackguard adds his Charisma bonus as a bonus to all his saving throws. (Already factored into stats.)

Evasion (Su): As the rogue ability (PHB pg. xx), except with no penalty for heavy armor.

Favored Enemy (Ex): Chosen foe: dwarf (+2). See PHB pg. xx.

Mettle (xx): When this blackguard makes a successful saving throw against an effect that allows a Fortitude or Will save for partial damage, he suffers no damage instead.

Sneak Attack (Ex): See PHB pg. xx

Power-Up Suite (Divine Shield – bull’s strength, CL 4): 

AC 30, touch 20, flat-footed 30


(+9 armor, +10 shield, +1 natural)

+1 keen greatsword +20/15/10 melee (2d6+12) or masterwork spiked gauntlet +16/11/6 melee (1d4+4)

Grp +16 (+26 to resist grapples)

Abilities Str 18, Dex 10, Con 13, Int 8, Wis 12, Cha 22

Power-Up Suite for EL 18 (Divine Shield – cat’s grace, conviction, fires of purity, greater magic weapon, haste, heroes’ feast, magic vestment, magic vestment, recitation, shield of faith – all spells CL 14; bull’s strength – CL 4): 

AC 43, touch 31, flat-footed 41


(+1 Dex, +11 armor, +12 shield, +4 deflection, +1 natural, +1 dodge, +3 luck)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 104 (12 HD)

Immune fear, poison

Fort +29, Ref +22, Will +22

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft. in full plate (4 squares), base movement 30 ft.

+3 keen greatsword +26/26/21/16 melee (2d6+14 plus 14 fire) or masterwork spiked gauntlet +21/21/16/11 melee (1d4+4 plus 14 fire)

Masterwork composite [Str +3] longbow +18/18/13/8 ranged (1d8+3)

Space 5 ft.; Reach 5 ft.

Base Atk +12; Grp +16 (+20 to resist grapples)

Abilities Str 18, Dex 10, Con 13, Int 8, Wis 12, Cha 22
Elder Earth Necromental
CR 12
NE Huge undead (augmented elemental, earth, extraplanar)
Init -1; Senses Listen +29, Spot +29

Languages None 

AC 24, touch 7, flat-footed 24


(-2 Siz, -1 Dex, +17 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 240 (24 HD); Fast healing 3; DR 10/-

Fort +16, Ref +7, Will +10

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. (6 squares), earth glide 30 ft.

Space 15 ft.; Reach 15 ft.

2 slams +27 melee (2d10+11/19-20)

Base Atk +18; Grp +37

Atk Options Power Attack, Energy Drain

Special Actions Create Spawn, Earth Mastery, Energy Drain, Push

Abilities Str 33, Dex 8, Con -, Int 1, Wis 10, Cha 1

SQ Fast Healing 3

Feats Alertness, Awesome Blow, Cleave, Great Cleave, Great Fortitude, Improved Bullrush, Improved Critical (slam), Improved Sunder, Iron Will, Power Attack

Skills: Listen +29, Spot +29

Possessions Masterwork full plate, masterwork heavy steel shield, masterwork flail, ring of protection +1, vest of resistance +1

Earth Mastery (Ex):

Energy Drain (Su): Living creatures hit by a necromental’s natural weapon attack gain one negative level. A necromental can use its energy drain ability once per round, regardless of the number of natural weapon attacks the necromental possesses. The save DC to remove the negative level 24 hours later is 10 +1/2 the necromental’s HD. When a necromental bestows a negative level on a victim, it gains 5 temporary hit points (10 on a critical hit). These temporary hit points last for up to 1 hour.

Push: 

Five-Headed Lernean Cryo Fire Giant Tripper
CR 17
Male multi-headed lernean cryo fire giant Fighter 1

CE Large giant (cold, fire)

Init +3; Senses Listen +10, Spot +28; darkvision 90 ft.

Languages Abyssal, Common, Giant 

AC 34, touch 15, flat-footed 31


(-1 siz, +3 dex, +9 armor +10 natural, +2 deflection, +1 insight)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 288 (16 HD); Regeneration 288

Fort +26, Ref +11, Will +12

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 30 ft. in full plate, base speed 40 ft.

+1 sweeping flail +25/20/15 melee (2d6+14) AND +1 sweeping flail +25/20/15 melee (2d6+14)

Rock +24/19/14 ranged (2d6+13 plus 2d6 fire) AND rock +24/19/14 ranged (2d6+13 plus 2d6 fire)

OR 2 slams +23 melee (1d4+13)

Space 10 ft.; Reach 10 ft. 

Base Atk +12; Grp +29

Atk Options Breath weapon (3d6 cold damage per head every 1d4 rounds; DC 26), Combat Reflexes, Improved Trip (+23 opposed check)

Special Actions 

Combat Gear 

Abilities Str 36, Dex 16, Con 34, Int 13, Wis 14, Cha 8

SQ Lernean, Superior Two-weapon Fighting

Feats Ability Focus (breath), Brutal Throw, Combat Expertise, Combat Reflexes, Improved Initiative, Improved Trip, Iron Will, Power Attack, Quick Draw

Skills: Climb +29, Jump +29, Listen +10, Spot +28 [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 mind armor mithral full plate, gloves of dexterity +4, +1 sweeping flail, +1 sweeping flail, vest of resistance +3, boots of speed, belt of giant strength +4, ring of protection +2,  ring of silent spells, amulet of natural armor +2, dusty rose ioun stone, armbands of might, potion of remove blindness/deafness, potion of remove blindness/deafness

Lernean (Ex): The only way to slay a Lernean creature is to sever all its heads. However, each time a head is severed, two new heads spring from the stump in 1d4 rounds. A Lernean creature may never have more than twice its original number of heads; any heads it gains beyond that number wither and die within a day.



To prevent a severed head from growing back into two, at least 5 points of acid damage must be dealt to the stump (AC 19) before the new heads appear.



Spells such as disintegrate, finger of death, and slay living kill a Lernean creature if they succeed. If the spell deals damage on a successful save, that damage is directed against one of the creature’s heads. Also, if it is dropped unconscious, a PC may kill it with a successful coup de grace.



All damage that is normally lethal is still considered real damage, but unless the giant’s heads are severed and the stumps destroyed by acid, the creature regenerates 288 hit points at the beginning of its round.

Breath weapon (Su): All of a cryo creature’s heads may breathe once every 1d4 rounds, and each jet deals 3d6 points of cold damage per head. A successful Reflex save (DC 26; 10 +1/2 creature’s heads + creature’s Con modifier + Ability Focus) halves the damage. The creature also gains the cold subtype.

Power-Up Suite: (combat expertise for 5 - haste):

AC 40, touch 21, flat-footed 31


(-1 siz, +3 dex, +9 armor +10 natural, +2 deflection, +6 dodge, +1 insight)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

Ref +12

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 60 ft. in full plate, base speed 70 ft.

+1 sweeping flail +21/21/16/11 melee (2d6+14) AND +1 sweeping flail +21/21/16/11 melee (2d6+14)

Rock +25/25/20/15 ranged (2d6+13 plus 2d6 fire) AND rock +25/25/20/15 ranged (2d6+13 plus 2d6 fire)

OR 3 slams +19 melee (1d4+13)

Skills: Jump +41
Shadow Mob
CR 8
CE Gargantuan undead
Init +0; Senses Listen +6, Spot +6, darkvision 60 ft.
Languages None 

AC 9, touch 9, flat-footed 7

(-4 Siz, +2 Dex, +1 deflection)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 270 (30 HD)

Fort +9, Ref +11, Will +17
Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed Fly 30 ft. (good)

Space 20 ft.; Reach 0 ft.

Base Atk +15; Grp -
Atk Options Trample (1d6 STR, Ref DC 25 for half)
Special Actions Trample
Abilities Str -, Dex 14, Con -, Int 6, Wis 10, Cha 10
SQ Create Spawn, Incorporeal, Mob Anatomy, Turn Resistance +2
Feats Alertness, Dodge, Improved Bullrush, Improved Overrun
Skills total ranks: Hide +8, Listen +6, Search +4, Spot +6[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions None 
Trample (Ex) 

Mob Anatomy (Ex)
Spellwarped Wood Elf Damage Bomb
CR 14
Male spellwarped elf Barbarian 1/Fighter 2/Ranger 3/Wildrunner 6

NE Med aberration (augmented humanoid, elf)

Init +3; Senses Listen +x, Spot +x; tremorsense 60 ft.

Languages Common 

AC 15, touch 13, flat-footed 12


(+3 dex, +2 natural)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 103 (12 HD)

SR 23

Fort +19, Ref +12, Will +5

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 40 ft., base speed 40 ft.

+1 wounding spiked chain +20/15/10 melee (2d4+11)

Masterwork composite [Str +7] longbow +16/11/6 ranged (1d8+7)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)

Base Atk +12; Grp +19

Atk Options Dervish dance

Special Actions 

Combat Gear 

Abilities Str 24, Dex 17, Con 16, Int 10(6), Wis 12, Cha 10

SQ 

Feats Combat Reflexes, Endurance*, Exotic Weapon Proficiency (spiked chain), Improved Bullrush*, Mad Foam Rager, Power Attack*, Rapid Shot*, Reckless Rage, Shock Trooper, Track*

Skills: Hide +, Jump +, Knowledge (nature) +, Move Silently +, Spot +, Survival +[+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
Possessions combat gear plus +1 wounding spiked chain, +1 mithral shirt, ring of counterspells (greater dispel magic), vest of resistance +1, potion of barkskin (CL 12), potion of bear’s endurance, potion of bull’s strength, potion of cat’s grace, potion of greater mage armor, potion of haste, potion of heroism, potion of owl’s wisdom, potion of shield, elixir of (((death burst)))

Pounce (Ex): A wildrunner 

Aura of Evil (Su): See 

Power-Up Suite: (charge, potions consumed, primal scream, rage, shock trooper for full):

AC 17, touch 1, flat-footed 22


(+8 dex, +6 armor, +4 shield, +6 natural, +1 dodge, -2 charge, -4 rage, -12 shock trooper)

(+/-X size, +/-X Dex, +X class, +X armor, +X shield, +X deflection, +X insight, +X natural)

hp 163 (12 HD)

SR 23

Fort +24, Ref +18, Will +9

Race F+#, R+#, W+#; Class F+#, R+#, W+#; Abilities Con +##, Dex +##, Wis +##; other bonuses

Speed 70 ft., base speed 70 ft.

+1 wounding spiked chain +31/31/26/21 melee (2d4+44) includes PA for 12

Masterwork composite [Str +7] longbow +23/23/18/13 ranged (1d8+7)

Space 5 ft.; Reach 5 ft. (10 ft. with spiked chain)

Base Atk +12; Grp +25

Atk Options Dervish dance

Special Actions 

Combat Gear 

Abilities Str 36, Dex 27, Con 26, Int 10, Wis 16, Cha 10

Skills: Tumble etc. [+x size, +x ranks, +x ability, +x synergy, +x speed, -X armor]
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