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A Knight in Ander’s Falls

A 2-Round D&D Living Greyhawk® 

Gran March Regional Battle Interactive

Version 0.8
by Andrew Garbade, Ryan White, and M. Sean Molley
A celebration for the men and women who defended Ander’s Falls comes at a precarious time. More villagers are missing, and the numbers of undead roaming the region have increased almost overnight. Could the tales of a strange knight seen wandering the mountains have something to do with these terrible events? Rumors of strange lights and horrific voices carried on the wind continue to erode morale of the already troubled inhabitants of Ander’s Falls. The survival of the people, as well as the entire town itself, depends on the actions of a few determined adventurers – can they stop what is happening before Ander’s Falls is destroyed?

Introduction

This is an RPGA® Network scenario for the Dungeons & Dragons® game. A four-hour time block has been allocated for each round of this scenario, but the actual playing time will be closer to three and a half hours. The rest of the time is spent in preparation before game play, and scoring after the game. The following guidelines are here to help you with both the preparation and voting segment of the game. Read this page carefully so that you know and can communicate to your players the special aspects of playing an RPGA scenario. 

Preparation






First you should print this scenario. This scenario was created to support double-sided printing, but printing it single sided will work as well. There is enough room along the inside margin to bind the adventure, if you desire. 

Read this entire adventure at least once before you run your game. Be sure to familiarize yourself with any special rules, spells, or equipment presented in the adventure. It may help to highlight particularly important passages. 

When you run an RPGA D&D adventure we assume that you have access to the following books: the Player’s Handbook, the Dungeon Master’s Guide, and the Monster Manual. We also assume that you have a set of dice (at least one d4, d6, d8, d10, d12, and d20), some scrap paper, a pencil, an RPGA scoring packet, and your sense of fun. It is also a good idea to have a way to track movement during combat. This can be as simple as a pad of graph paper and a pencil, as handy as a vinyl grid map and chits, or as elaborate as resin dungeon walls and miniatures.

Instruct the players either to prepare their characters now, or wait until you read the introduction, depending on the requirements of the scenario as described in the introduction. 

Keep in mind that you must have at least three players (not counting the DM), for the game session to be a sanctioned RPGA event. As well, you cannot have more than six players participating in the game.

Once you are ready to play, it is handy to instruct each player to place a nametag in front of him or her. The tag should have the player’s name at the bottom, and the character’s name, race, and gender at the top. This makes it easier for the players (and the DM) to keep track of who is playing which character.

The players are free to use the game rules to learn about equipment and weapons their characters are carrying. That said, you as the DM can bar the use of even core rulebooks during certain times of play. For example, the players are not free to consult the Dungeon Master’s Guide when confronted with a trap or hazard, or the Monster Manual when confronted with a monster. 

Some of the text in this scenario is written so that you may present it as written to the players, while other text is for your eyes only. Text for the players will be in gray boxes. It’s strongly recommended that you paraphrase the player text instead of reading it aloud. Some of this text is general and must be adapted to the specific situation or to actions of the player characters.

Scoring






After the players have completed the scenario or the time allotted to run the scenario has run out, the players and DM score the game. The RPGA has three ways to score its games. Consult your convention coordinator to determine which method to use for this scenario:

1. No-vote scoring: The players write their names and RPGA numbers on the scoring packet grid. You fill in the top of the grid. That is all. No one is rated. This method is used for people who are just playing for fun.

2. Partial scoring: The players rate the game master and the scenario on their player voting sheet, and provide personal information, but don’t vote for other players. The game master rates the scenario and completes personal and event information, but does not rate the players as a team or vote for players. This method is used when there is no competition, but the event coordinator wants information on how the game masters are performing, or the game master wants feedback on his or her own performance.

3. Voting: Players and game masters complete the entire packet, including voting for best player. If this method is used, be sure to allow about 15-20 minutes for the players to briefly describe their characters to the other players, and about 5-10 minutes for voting. This method is used when the players want to know who played the “best” amongst the group, or when the adventure is run in tournament format with winners and prizes. 

When using voting, rank the players in order of your voting choice while they are completing their forms, so that you are not influenced by their comments on your abilities. It’s a good idea to have the players vote while you determine treasure and experience awards for the scenario. 

After voting, give the Scoring Packet to your event coordinator. 

This is a LIVING GREYHAWK Adventure. As a LIVING adventure it is expected that players bring their own characters with them. If players do not have a LIVING GREYHAWK character generated, get a copy of the current LIVING GREYHAWK character generation guidelines, and a character sheet from your convention coordinator or the RPGA Web site, ant then have any players without a character create on. Once all players have a LIVING GREYHAWK character, play can begin.

Along with the other materials that you are assumed to have in order to run a D&D game, it is also recommended that you have a copy of the LIVING GREYHAWK Gazetteer.
Living Greyhawk Levels of Play



Because players bring their own characters to LIVING GREYHAWK games, this adventure’s challenges are proportioned to the average character level of the PCs participating in the adventure. To determine the Average Party Level (APL):

4. Determine the character level for each of the PCs participating in the adventure.

5. If PCs bring animals that have been trained for combat (most likely being war horses, dogs trained for war), other than those brought by virtue of a class ability (i.e. animal companions, familiars paladin’s mounts, etc) use the sidebar chart to determine the number of levels you add to the sum above. Add each character’s animals separately. A single PC may only bring four or fewer animals of this type, and animals with different CRs are added separately.

6. Sum the results of 1 and 2, and divide by the number of characters playing in the adventure. Round to the nearest whole number.

7. If you are running a table of six PCs, add one to that average.

By following these four steps, you will have determined the APL. Throughout this adventure, APLs categorize the level of challenge the PCs will face. APLS are given in even-numbered increments. If the APL of your group falls on an odd number, ask them before the adventure begins whether they would like to play a harder or easier adventure. Based on their choice, use either the higher or the lower adjacent APL.

APL also affects the amount of experience you may gain at the end of the adventure. If your character is three character levels or more either higher or lower than the APL this adventure is being played at, that character will receive only half of the experience points awarded for the adventure. This simulates the face that either your character was not as challenged as normal, or relied on help by higher-level characters to reach the objectives.

Note: LIVING GREYHAWK adventures are designed for APL 2 and higher. Three or four, or sometimes even five 1st-level characters may find difficulty with the challenges in a LIVING GREYHAWK adventure. If your group is APL 1 there are three things that you can do to help even the score.

8. Attempt to create a table of six 1st-level characters, or try to enlist higher-level characters to play at that table.

9. Advise characters to buy riding dogs to help protect them, and fight for them. All riding dogs are considered trained to attack. PCs who want their dogs to attack must succeed at a Handle Animal or Charisma check (DC 10). Failure indicates that the animal will not attack that round. This is a free action (spoken command) that may be attempted each round. If an animal loses half or more hp in a single round it flees, unless another check is successful.

Time Units and Upkeep




This is a standard 1-round Regional adventure, set in Gran March. Characters native to Gran March pay one Time Unit per round, all others pay two Time Units per round. Adventurer’s Standard Upkeep costs 12gp per Time Unit. Rich Upkeep costs 50gp per Time Unit. Luxury Upkeep costs 100gp per Time Unit.

Adventure Background

The characters arrive in Ander’s Falls to find the city preparing for a grand celebration. The walls and towers have been repaired, and life in the mountain city has returned to normal. Baron Grunmerskin has been active over the past few months, lending both his time and money to the rebuilding efforts. People seem content and happy, even though the losses in the recent siege still weigh heavily on everyone’s minds. 

For the past few months, Captain Ennister has been working to get the Prides of the 6th Battle back up to full strength. Not only is this difficult in such a remote posting, but the area the 6th is responsible to patrol covers almost 600 miles from side to side. Ennister, however, has taken to the job like a man possessed. Sleeping very little, he has often been seen in the company of the priests in the Spellcasters Corps; rumors persist that he is working himself too hard, though he dismisses such talk as idle gossip. 

The truth is far worse.

Since arriving in Ander’s Falls, Ennister has had terrible nightmares, so bad at one point that he woke up with a broken hand he got from punching the wall during a session of sleep-walking. The dreams are almost always the same; caught alone on a huge darkened field of battle, all his men lie slaughtered around him, and he stands alone against an implacable foe. No details of his enemy are visible, only vague hints of infernal power and promises of death more painful than mortal ears should hear. 

After a few weeks of these nightmares, Ennister, feigning a desire to work harder for the first few months of his assignment, approached some of the Clerics in the 6th asking for help in staving off sleep. Receiving a simple Ring of Sustenance, Ennister has managed to avoid the dreams for a few months. 

In reality, the Death Knight Rezinar has been the individual behind the dreams. His unholy alliance with Demogorgon has granted him powers beyond those of most other beings, nearly rivaling those of some Abyssal Demon Princes. Rezinar, after thousands of years, has decided that his abilities are not enough to achieve his goals – nothing less than resurrection of the Occluded Empire under his unwavering gaze. Part of his plan revolves around creating chaos inside Gran March, as the military might there is the primary obstacle at the present, but another portion of the scheme involves Captain Trellhem Ennister – or, more specifically, the blood that flows in his veins. Rezinar has gained information that the Ennister family line is a forgotten branch of the same lineage that produced Kas, Vecna’s one-time lieutenant and general of the Occluded forces.

The Death Knight has followed Ennister from his humble beginnings in the Dim Forest to his brief stint in the 1st Battle, all the way to the Lortmils. With the enormous number of freshly killed beasts littering the landscape and underground passages, Rezinar has found a ripe field upon which to raise an undead host. Unsure if the number of undead can truly defeat the Gran March forces, Rezinar has also petitioned Demogorgon and been empowered to prepare a sacrifice of living beings to open a gate to the Abyss. In the confusion, Rezinar has prepared a ritual that should transport Ander’s Falls to the Brine Flats. If successful, Demogorgon claims the souls of the inhabitants of the city, while Rezinar gets Captain Ennister. 
Adventure Summary 

Introdution:

The characters arrive in Ander’s Falls and begin preparing for the celebration in the next few days. This part allows the characters to make a few decisions about why they are in the city, and if they have any obligations to obey military commands if it comes to that (which it will). 
Encounter 1: 

As everyone prepares to attend the ceremony, the sky darkens and rain begins falling. But this rain is darker than normal and resembles blood more than anything else. As the entire city is covered in the disgusting blood rain, buildings and graveyards literally explode as hundreds of undead attack.
Encounter 2: 

As the undead attack is beaten back, a lookout notices a large gathering on the top of a hill overlooking the city. Though the undead threat is not totally defeated, some volunteers are needed to investigate what’s happening on the hill.
Encounter 3:

Those in the city are surprised as the blood rain gives way to two-headed amphibians falling from the sky. These creatures are obviously not from this plane, and contain surprises for the unwary. 

Near the hill, the true realization of what is happening hits as a gate is opened to the Abyss. As demons scream out in hatred, the volunteers must retreat to the city as the very land around them begins disintegrating under the power of the demonic realm.

Encounter 4:

As the defenders brace to throw back the demonic hordes, the weather once again changes as a deep blue-purple rain begins to fall. This strange weather has the unfortunate effect of cutting off all access to divine abilities, including spells, special abilities, powers, etc. The demons swarm the city.

Encounter 5:

During a lull in the battle, volunteers are asked to man the walls during the night. Some characters might face some unexpected foes during the evening, but most may participate in the LARP portion of the Interactive.

Encounter 6:

The next morning brings an unusual sight. Groups of demons surround the city, apparently erecting large crystal towers. Spellcasters in the military recognize that these towers are set in a pattern that, if activated, would essentially form a gate large enough to teleport anything inside to another place – or another plane. Characters must try to stop the demons before the towers are activated.

Encounter 7:

Ander’s Falls has appeared in the middle of a fetid swamp (possibly even transported to the Abyss itself). The sky looks strange, and the architecture of the city has shifted into that of an ancient design. As confusion reigns in the city, hideous monsters rise up from the swamp to attack the defenders. Only a small group of people has a chance to recover an item that may save the city of Ander’s Falls from becoming a permanent addition to the Abyss.


Introduction:  
On The Road to the Abyss

Set-up: Players arrive and are read the introduction by the Senior Judge. After the Senior Judge is finished, players check in at the registration table and participate in mustering for the event. 

Summary: The characters arrive in Ander’s Falls and begin preparing for the celebration in the next few days. This part allows the characters to make a few decisions about why they are in the city and if they have any obligations to obey military commands if it comes to that (which it will). The Senior GM reads the following:
Ander’s Falls has recovered quickly from the attacks of the horde just a few months ago. Dwarven smiths have finished reinforcing the tunnels under the city, and the walls have all been repaired. Merchants are evident along the main streets in the city, but all seem to be selling the same kind of items – cook pots, clothes, food – the necessities of life. After the attacks, it should be of little surprise that luxuries have been forgotten for a time.

A large detachment of infantry jogs through the streets, a burly sergeant calling out their cadence as they move quickly through the city. Numerous other soldiers move about on various errands, all with serious expressions on all their faces. Rumor has it that the 6th Battle lost nearly half its forces defending the city, if not more. 

Voices carry as a group of dwarves spill out of a tavern, their words slurred with ale. Even at mid-morning, it is apparently never too early to test the dwarven constitution with stout drink. As they pass your group, they comment about how the Baron’s help in rebuilding the city came at just the right time. If not for his assistance, the walls would never have been fixed this quickly. As they move away, their gravelly voices fade into the cacaphony of sounds in Ander’s Falls. Farther down the road, the large banners and stage stand as evidence of the upcoming festival to celebrate all those heroes who helped save the city during the recent Siege.
This portion of the event is a Live-Action Role-Play session. Characters have the option to check in with the military commanders or wander around town. This portion of the adventure is mainly to ensure that everyone is properly seated and ready to begin the Interactive. 

Encounter 1:  
Undead Arise

Set-up: Players participate in the event at a normal-sized table of 4-6 players with a Judge. At the conclusion of this Encounter, there will be a 10-minute break.
Summary: As everyone prepares to attend the ceremony, the sky darkens, and rain begins falling. But this rain is darker than normal and resembles blood more than anything else. As the entire city is covered in the disgusting blood rain, buildings and graveyards literally explode as hundreds of undead attack.

The ceremony appears to be off to a magnificent start. By the size of the crowd in front of the stage, it appears that quite a few heroes of the Siege have returned for the celebration. As the speakers gesture toward the assembled guests, residents from all parts of the city cheer wildly as their saviors are recognized time and again.

A deafening crack of thunder interrupts the proceedings as all around wince at the sound. More than a few people look up in wonder as the sky quickly fills with dark, bloated clouds. Another thunder report echoes in the streets, shattering a few windows and causing more frail individuals to stumble. People stare in confusion, and the first drops of heavy rain patter in a rapid staccato on the ground. The rain is dark and brackish, and you immediately recognize your error as the falling rain begins to cover everything in sight – the rain falling from the sky is not water at all, but blood. 

Another crack of thunder erupts, and dozens of terrified voices cry out as people begin stampeding away from the stage. More thunder momentarily drowns out the screams and terrified cries as chaos begins taking hold of the crowds. But through the mass of pushing and shoving, you notice shambling humanoid forms, their bodies moving in halting, jerking motions as they begin attacking whomever they can reach!
Player Goals:

Defeat as many enemies as possible.

For the Judge:

The players are faced with two difficulties: 1) the people fleeing from the scene of the battle, and 2) the undead converging on the square.

If players decide to fly or try to gain altitude after the combat begins, they may attempt a Spot check (DC 10+APL). If successful, they notice a couple of groups of undead appear out of nowhere and begin attacking nearby soldiers. Spellcraft or Knowledge (arcana) check (DC 23) reveals it is some kind of teleportation spell – though very powerful, and not anything ever seen before. 

In addition to seeing the undead teleporting into the city, it is obvious that the stage area is under the heaviest attack. While other locations around the city are in combat, the vast majority of undead appears to be attacking in this area.
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APL 2

4x Feral Goblin Skeleton 1/2

Bone Feral Goblin 2

APL 4

2x Bone Feral Goblin 4

Corpse Feral Ogre 6

APL 6

2x Corpse Feral Ogre 8

Corpse Gauth 6

APL 8

2x Troll Swordwraiths 9

2x Corpse Hill Giants 9

APL 10

Ulgurstasta

2x Vilewight Bbn1/Rog1

2x Corpse Hill Giants 

APL 12

Vilewight Sor4

2x Vilewight Bbn1/Rog1

Advanced 17-HD Bodak (CR 12)

APL 14

2x Corpse Advanced 18HD Half-Green Dragon Bulette

APL 16

2x Corpse Advanced 18HD Half-Green Dragon Bulette

2x Blood Fiend

APL 18

Crawling Head 

2x Famine Spirit
See Appendix 1 for Monster information.


Important information about this Encounter:

1.
The Baron and the collected individuals on the stage draw their weapons and lay into the undead nearest them. The PCs lose sight of this group after the battle begins due to the commotion around the stage. If any of the PCs investigate the stage area before time ends, notify the Senior GM at the end of the round. 
2. 
The undead appear to be the corporeal remains of the creatures who attacked Ander’s Falls during the Siege – all are horribly mutated versions of normal monsters.

3. 
The blood rain provides a +1 morale bonus to all undead attack and damage rolls. It also provides a -1 morale penalty to the PCs attack and damage rolls. If a PC has an active morale bonus, the blood rain cancels 1 point of the bonus (it off-sets part of the morale bonus – it does not cancel it).

4. 
The PCs might want to help other tables if they finish quickly. If so, have one of them come to the Senior GM table to inquire about moving to another table for the remaining time of the Encounter.

Critical events:

1. 
Did the PCs defeat all of the undead before time expired?

2. 
Did any of the PCs use actions to help fleeing civilians (even if they failed to actually assist them)?

3. 
Did any of the PCs try to investigate the stage area?


Encounter 2



Set-up: Players participate in the event at a normal-sized table of 4-6 players with 1 Judge. At the conclusion of this Encounter, there will be a 10 minute break.

Summary: As the undead attack is beaten back, a lookout notices a large gathering on the top of a hill overlooking the city. Though the undead threat is not totally defeated, some volunteers are needed to investigate what’s happening on the hill.

Option A (APL 2-8): Chasing Undead

If the table is APL 2-8, read the following:

A young Oeridian man runs up wearing the livery of the 6th Battle. Pausing just long enough to speak, he says hoarsely, “By order of the Baron, all able-bodied citizens of the March are hereby activated! Form your own file for now and report for duty at the Palace as soon as possible.”

With that, he moves on to the next group of individuals. As you get your bearings, a cry of alarm goes up as a new group of undead moves into the square. The haze of the blood rain continues to fall, coating everything in a deep crimson sheen. 
APL 2-8 Player Goals:

Defeat all enemies on the board and rescue as many injured people as possible.
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APL 2

Corpse Derro  

2x Ghoul 

APL 4

2x Corpse Derro 

2x Wight 

APL 6

Wraith 

Mummy 

Mohrg 

APL 8
Corpse Hill Giant 

Corpse Gauth 

2x Quth-maren 


See Appendix 2 for Monster information.
For the Judge:

PCs see a group of undead moving into the area from behind a building near the stage. The undead attack a group of clerics who are tending to wounded civiilians. Spot and Listen checks (DC 15) reveal that the clerics are trying to defend the people as best they can, but they appear to be out of spells, and a couple of turning checks they attempt do not seem to have any effect. 

There are three clerics and six civilians. All the clerics are soldiers: two dwarves who worship Moradin and one human who worships Heironeous. They are armed with melee weapons, but they use the Total Defense action during the battle to try and keep the undead from getting to the civilians. They do not join the combat with the PCs but maintain their positions in case the PCs fall. The clerics have no more spells or turn attempts remaining (they used them to heal people or fighting undead during Encounter 1).

Important information about this Encounter:

1. 
The judge should tell the players that the blood has covered everything in sight, and many small pools are forming across the city. If the players ask, many spots on the ground do look slippery.

2. 
The blood rain has covered most everything in Ander’s Falls at this point. Any PC trying to move more than double their base movement must make a Balance check (DC 10) or fall down. 

3. 
Because the rain continues, the undead and PCs receive the same bonus/penalties as in Encounter 1. In addition, all undead now receive +2 profane bonus to their turn resistance.

4. 
Once all the PCs or enemies are down, the battle ends.

Critical events:

1.
Do the PCs defeat all undead before time is out?

2. 
Did any of the PCs make a turn attempt and have it fail against the undead?

Option B (APL 10-18): Rescue
If the table is APL 10-18, read the following:

An older Oeridian man rushes up, “My Lords, I bear a message from the Baron. Please present yourselves to the East wall Gatehouse immediately.”

Ask the players how they are going to arrive there. It doesn’t matter for the timing of this encounter, but try to encourage them to arrive with all possible speed. 
When the characters arrive:
You are ushered into the presence of Apexmaster Stonebreaker, a dour dwarf who is now peering over the wall at some kind of commotion on a hill overlooking the city.

“Right then!” he says loudly as he turns around, coating those nearest with a slight spray of the blood rain covering his body. His scowl is obvious, but he moves to business as if he were not standing above a city of blood-covered streets crawling with undead. “We don’t know what’s going on up there,” he points over his shoulder with his thumb, “but we intend to find out. Some of the scouts swear they can make out people who look like hostages, and we’re not going to let it stand.” 

Looking over toward a robed man, “Tommus here believes some teleportion magic is probably at play up there as they all just appeared 10 minutes ago out of nowhere, so be careful.”

APL 10-18 Player Goals:

Rescue as many hostages as you can.
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APL 10

Dread Wraith

Cultist - Human Cleric9

4x Ettin Skeletons

APL 12

Advanced 14-HD Abyssal Drake (CR 11)

Cultist - Human Cleric11

4x Ettin Skeletons

APL 14

Advanced 18-HD Abyssal Drake (CR 13)

Cultist – Human Cleric13

4x Ettin Skeletons

APL 16

Old Chaos Dragon (CR 16)

Cultist – Human Cleric15

4x Ettin Skeletons

APL 18

Ancient Chaos Dragon (CR 19)

Cultist – Human Cleric17

4x Ettin Skeletons
See Appendix 2 for Monster information.













For the Judge:


This map incorporates some fog of war effects. PCs begin on the edge of the map (possibly flying) but cannot see anything due to a large, inky black cloud shrouding the hilltop. This is not penetrated by true seeing as it provides cover and concealment and is not a magical effect. Once they enter the outer edge, the PCs can see normally. 

Once there, they see the pen of captives (10 inside) and four stone altars upon which other people are bound and ready to be killed. Spellcraft, Knowledge (arcana), Knowledge (religion), or Knowledge (planes) (DC 20) identifies the alignment of the stones as something to do with a ritual. DC 30 indicates that the people are to be sacrificed and their souls harvested for some unknown purpose. Depending on what round the PCs finally see the altars, they might see dead people on the altars, with fresh victims being laid down on top of the corpses for more slaughter.
If asked, a Knowledge (arcana) or Knowledge (planes) (DC 25) also reveals that this cloud is actually some type of tear in the planes, and certain types of magic would not work here. 

Important Information about this Encounter:
1.
Only half the creatures near the altars attack the PCs at first. They try to delay them as much as possible so the others can continue sacrificing victims. Here is the pattern these creatures follow:


Round 0: Place victim on the altar.

Round 1: Kill or coup de grace sacrifice victim.

Round 2: Go to pen and grab another.

Round 3: Place it on the altar.

Round 4: Kill or coup de grace sacrifice victim.

“Round 0” is the first round of initiative combat.

The creatures are not stupid, so they do not coup de grace if threatened, though they do try to kill the sacrifices before attacking PCs.

Once the first creatures attacking the PCs fall, the others then attack the characters.

2. All spells that depend on other planes (i.e. teleportation, shadow conjuration, banishment, etc) for successful casting are surpressed inside the cloud and cannot penetrate the area from the outside. 
3. Once all the enemies or all the captives are killed, the battle ends. 
Critical events:

1.
Did the PCs rescue any of the captives?

2. 
If so, how many captives did the PCs rescue?

3. 
How many, if any, captives were killed on the altars?

Encounter 3


Option B: Broken Ground
Set-up: Players participate in the event at a normal-sized table of 4-6 players with a Judge. At the conclusion of this Encounter, there will be a 10-minute break.
Summary: Those in the city see the blood rain change into two-headed amphibians falling from the sky. These creatures are obviously not from this plane and contain surprises for the unwary. 

Near the hill, the true realization of what is happening hits as a gate is opened to the Abyss. As demons scream out in hatred, the volunteers must retreat to the city as the very land around them begins disintegrating under the power of the demonic realm.

Option A (APL 2-8): Amphibian Rain

If the table is APL 2-8, read the following:

The last of the undead fall beneath the forces inside the city as the rain of blood finally begins to abate. All around you, the remains of torn bodies litter the streets as you consider whether or not this horror is truly happening. Many of the brave citizens of Ander’s Falls have emerged from surrounding buildings and started helping those who have been injured. 

“Watch out!” from beside you as a infantryman points to the sky. You hear something hit the ground as more and more sickly “thuds” resound – all around you, something is now falling from the sky that so recently rained blood. As one hits the ground at your feet, you realize it appears to be some type of fish – a fish with two heads and red, gleaming eyes! To your right, a large two-headed frog lands in the blood causing a sickening splash. Surprisingly, the frog begins convulsing, and you notice that many other creatures on the ground appear to be writhing around as well. Dozens, possibly hundreds, of these creatures fall from the sky, pummeling everyone and everything across Ander’s Falls. As they hit the ground, the creatures thrash around as if possessed. The large frog near you flips violently one last time as it literally explodes. From inside the remains, a hand – apparently severed at the wrist – crawls from the remains. Surprised cries of dismay rise as other creatures begin exploding and disgorging all manner of dismembered hands that move about as if alive.
APL 2-8 Player Goals:

Defeat the hands.
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APL 2

5x Small Abyssal Claw (CR ½)

APL 4

4x Abyssal Claw (CR ½)

4x Medium Abyssal Claw (CR 1)

APL 6

8x Medium Abyssal Claw (CR 1)

APL 8

4x Medium Abyssal Claw (CR 1)

4x Medium Advanced Abyssal Claw (CR 3)


See Appendix 3 for Monster information:

For the Judge:

Be sure to read the section in Appendix 3A describing the special attacks from the hands emerging from the two-headed amphibians. 

Anyone who makes a successful DC 20 Knowledge (planes) check knows that the creatures falling from the sky are Fiendish (or half-fiendish) and likely from the Abyss. A DC 25 check reveals that the only two-headed entity of any power in the Abyss is the Demon Prince Demogorgon. A DC 30 reveals that Demogorgon is lord of the Brine Flats, a foul level of the Abyss that is part ocean and part swamp and contains a variety of fiendish creatures, constructs, and demons. 

The PCs have not encountered anything like the claws before; these are a variety of shapes and sizes, though they move like spiders and seem to be able to jump great distances through the air. All of the hands, regardless of race, have long, pointed nails that make a clicking noise as they scuttle across the ground. At higher levels, this clicking noise can induce mental problems.

Important Information about this Encounter:

1.
If the claws sever a PC’s left hand, they immediately flee by jumping away off the map. 

2. The claws should target PCs in the following order:


Class

1. Cleric

2. Paladin

3. Fighter

4. Ranger

5. Any Other


Race:

1. Human

2. Half-Elf

3. Half-Orc

4. Any Other

A human cleric would be the first PC targeted, while a dwarven ranger would be attacked before a gnome rogue. 

3. 
Half of the claws target the individual, while the others move around and target other PCs. The claws are not intelligent per se, but all are driven to succeed at their goals as a group, and some instinctively know to delay some PCs while another group moves to get a hand for Rezinar.

4.
If a set of four claws succeeds in severing a PC’s hand, the one that severs the hand leaves as quickly as possible while the other remaining claws move to target another character. The claws do not care about severing a PC’s right hand – they only want the left one.

5. 
The claws are under a nondetection spell cast at 20th level. Detection of the hand is possible, but if the claws make it off the map, they are returned to the Abyss with their prize.

6. 
The battle ends when all the claws have been defeated or all have left the board with severed hands.

Critical Events:

1. 
Did the claws sever any hands from the PCs?

2. 
If so, how many? 

3. 
Did the PCs manage to kill the claws before any hands got severed?

Option B: Broken Ground
If the table is APL 10-18, read the following:

You assess the situation as the dark cloud around you begins to dissipate. With surprise, you notice that it is not evaporating so much as it is spreading – with tremendous speed, the cloud expands outward, racing toward Ander’s Falls. When the first traces of the cloud meet the outer wall of the city, a horrible rending sound overloads your senses. Physical pain erupts through your head, as a high-pitched keening momentarily staggers you as though someone were plunging a dagger into your skull.

Tears form in your eyes from a blue light that suddenly appears above the hill. It grows and seems to stretch until it becomes a brightly spinning circle of mystical energy. Slowly at first, then more rapidly, a large picture comes into view through the spinning light. As your eyes focus against the brilliance, cries of pain and torture emerge as the first of what seem to be countless hordes of creatures fly from inside the circle into the air above you. A blast of humid air hits you as more and more of the creatures emerge – many of their hideous forms familiar... Demons. 
APL 10-18 Player Goals:

Get as many hostages back to the city wall as possible.
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The PCs face weather “attacks” during this event. 
See Appendix 3 for information:
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For the Judge:


Now that the cloud has expanded to the wall of Ander’s Falls, the same rules are in effect for inter and intra-planar travel. In addition, the weather effects have become nearly unstoppable near the gate, and they are quickly moving down the hill toward the city walls.

With all the demonic energy released when the gate opened, the very land around Ander’s Falls has become unstable. Each round, the map is going to change to present another obstacle for the PCs to overcome. Assuming they have saved some of the near-victims, they should try to save them as well. 

The PCs cannot actually see the wall from where they are, so they must get as far as they can before time expires. Due to the changes from the Chaotic power of the Abyss, the land itself might have warped…
Important Information about this Encounter

1. This encounter is designed to test the PCs’ problem-solving skills – not their dice-rolling skills. Read Appendix 3B carefully to note all the various effects that could come into play during this encounter. 
2. The sacrifice victims occupy a 10 ft x 10 ft square. They have a set movement of 25 ft., and they do not count diagonals when moving. Every square they move counts as 5 ft. This is done to ease their movement during the round and ensure that this additional challenge does not unduly prevent the PCs from completing their objectives. 

3. Be sure to tell the players that the edge of the map is covered in the black clouds, and they cannot see the city walls. 

4. Allow the PCs to move as far as they can during the round. Once the time is nearly up, begin giving them encouragement – possibly offering Spot checks and “just barely making out the bricks of the wall!” 

In reality, as long as the PCs reach the edge of the map, they have reached the city walls. What happened is they were lost and wandering within the black cloud, and at the end of the round, it disappates leaving them right beside the wall.

Critical Events:

1. 
Did the PCs make it to the wall?

2. 
Did the PCs get any sacrifice victims to the wall? 

3. 
How many sacrifice victims did the PCs get to the wall?

Encounter 4:  
Demon Attack

Set-up: Players participate in the event at a normal-sized table of 4-6 players with a Judge. At the conclusion of this Encounter, there will be a 10-minute break.
Summary: As the defenders brace to throw back the demonic hordes, the weather once again changes as purple rain begins to fall. This, unfortunately, cuts off all access to divine abilities (including spells, special abilities, powers, etc). The demons swarm the city.

You all find yourselves along with other similar groups –volunteers or active duty personnel who have been cut off from the main command structure. There are a few officers about, and luckily most of the remaining civilians have retreated farther into the city.

The stench and coating of blood everywhere, not to mention the decimated remains of amphibians lying in the streets, makes it clear that the city is in dire straits. The strange weather has been replaced with a chill rain – as though winter was coming to the Lortmils early this season.

An occasional demon screams from overhead as its bloated form careens through the sky picking off random targets as faintly-heard orders suggest the military is trying to evacuate civilians into the large confines of the 6th Battle headquarters. 

A clanging gong grabs your attention as the familiar alarm is taken up across the city. Messengers streak by, obviously running with magical aid, “the creatures attack, the creatures attack!” As you move to make ready, the rain that so recently seemed normal, seems to have taken on a darker hue, and as the first drops strike the ground around you, a cold sensation grips you as your hands grow clammy and a sweat breaks out on your forehead. It seems as if some part of your very soul is now the target of some hideous assassin. 

Moving along the wall to your position, rumors abound, the most frequent of which states the horde of demons is being commanded by a dark cloaked figure. A dark figure with only one hand… 

Read the following for any players who have levels of a class or Prestige class that grant divine powers/spells/special abilities/etc:

As the cold sensation encompasses you, you stagger as you feel the thread of divine power connecting you to your patron shattered. You are no longer connected to your diety and can no longer call upon their power. 

Characters affected by this get a Caster Level check. The check is 1d20 + caster level. If they get a DC 15+APL, they may use two divine abilities (i.e. cast spells, use a class ability, etc) before combat begins. If they fail to reach that DC, the characters may only use one divine ability before combat begins. 
Player Goals:

Defeat as many enemies as possible and hold the position on the wall.
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APL 2

4x Mane (CR 1)

APL 4
4x Abrian (CR 1)

2x Rutterkin 3

APL 6

2x Bar-lgura 5

Shadow Demon 8

APL 8

Chasme 10

Aspect of Demogorgon

APL 10

Retriever

Vrock

Zovvut

APL 12

Khaasta Drd9

Khaasta Rog9

Khaasta Ftr8

Khaasta Sor8

APL 14

Khaasta Drd11

Khaasta Rog11

Khaasta Ftr10

Khaasta Sor10

APL 16

Khaasta Drd13

Khaasta Rog13

Khaasta Ftr12

Khaasta Sor12

APL 18

Khaasta Drd15

Khaasta Rog15

Khaasta Ftr14

Khaasta Sor14

See Appendix 4 for Monster Information.
For the Judge:

This encounter is supposed to be the most difficult of Day One. The EL of the encounter takes into account the fact that some of the divine power in parties has been nullified.
While the Purple Rain is in effect:
· The character may not memorize new spells. 

· The character may not channel positive energy (i.e. turning attempt). 

· The character may not use any Divine feats.
· The character may cast any spells currently in memory.
· Any duration spells cast prior to this encounter continue to function as normal (i.e. Heroes’ Feast)

· Any items that use divine power continue to function as normal (i.e. Wand of Cure Light Wounds, +1 Holy sword)

Purple Rain continues to affect characters through Encounter 4 and Encounter 5. 

Important Information about this Encounter
1. The demons are looking to kill the first things they find. Some tables may have reinforcements (depending on results from earlier encounters). The demons should attack those characters who seem to be the greatest threat – often the PCs. 

2. The demons use all their special abilities, excluding the ability to summon more demons. 

3. 
The battle is over when time is called. Some tables may have to fight waves of creatures, though this is likely to be a rare occurrence.

Encounter 5:  
Through the Night
Set-up: Players participate in the event at a normal-sized table of 4-6 players with a Judge. At the conclusion of this Encounter, there will be a 10-minute break.
Summary: The PCs are asked to volunteer throughout the evening to assist in manning the defenses. Some tables might not have to fight any foes, while others will. This encounter depends entirely on the success or failure of previous missions.
As the initial onslaught of demons is repulsed, the number of creatures thins until you actually have time to look up from the slaughter. The city is in ruins, and the dead and dying cover the walls and streets. The strange violet rain continues to pour down, and the wails of the injured echo from all sides. 

As you gather yourselves, a runner comes by with your orders:

Reinforcements are on the way to your position. If you have special circumstances that require immediate attention, send a runner. 

Use your best judgement in holding your line – live soldiers are needed now, not dead heroes.

SSSgt Kistani

for

Knight-Colonel Davila

The message is clear – you are to remain on watch until reinforcements arrive. 
The next hour or so passes uneventfully, and the tedium is broken only by the random fights that break out among the demons near the hill. The bone-chilling rain continues to fall, and almost unnoticed because of the heavy clouds, you sense, rather than see, the sun set on Ander’s Falls.
Judges should receive detailed instructions for this encounter during the 
event. Some tables may have to fight during this encounter, while others may be used as reinforcements. 

Player Goals:

Players must remain on duty and hold their position until reinforcements arrive. If necessary, they may retreat to another location. 
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APL 2-8

These APLs do not face any attacks during this encounter. Any tables of these level PCs will move to help higher-level tables as required.
APL 10

2x Abyssal Ghoul

Shadow demon

Vilewight

APL 12

Glabrezu

Jarilith

Herzou

Yagnoloth

APL 14

Shator

Nalfeshnee

Alkilith

APL 16

Kelvezu

Arcanaloth

Shator

APL 18

2x Demonflesh golem

2x Kelvezu

Glabrezu

See Appendix 5 for monster information. 

For the Judge:

This encounter is the most free-form of the entire adventure. All the PCs’ actions leading to this point directly affect what happens, how many demons attack, and what circumstances affect the PCs. It is possible that all the characters have reinforcements and are therefore able to rest and resupply from the 6th HQ. 

All information pertaining to this encounter will be distributed immediately following Encounter 4. 

Encounter 6:  
A Door for Demogorgon

Set-up: Players participate in the event at a normal-sized table of 4-6 players with a Judge. At the conclusion of this Encounter, there will be a 10-minute break.
Summary: The next morning brings an unusual sight. Groups of demons surround the city, apparently erecting large, crystal towers. Spellcasters in the military recognize that these towers are set in a pattern that, if activated, would essentially form a gate large enough to teleport anything inside to another place – or another plane. Characters must try to stop the demons before the towers are activated.

The night passes quickly, with pockets of resistance fighting throughout the night. Most of the injured have been taken toward the interior of the city to be tended with what few clerical spells are available. Others are content to wait as everyone understands the threat facing the city.
As more and more people move through the streets to attend their duties, a rider on a light horse nearly tramples you as he pulls hard on the reins to stop his mount inches before you.

Saluting the commander of your group, a young half-elf – barely a green soldier – speaks in a quick but solemn tenor, “Sirs, some of the enemy has broken off to surround the city at different locations. They all carry some kind of large stone, and the Spellcasters believe it might be an extension of the power behind the gate.”

Pulling out a sheaf of papers, he flips through until he selects one, “Here are your orders. Double-time it to the Palace to get your equipment.” 

The judge should receive special equipment to distribute to the players at this time. The exact equipment is determined by the results of Encounter 5. It is possible that some tables will not get any special equipment. After the distribution of the equipment is completed, continue:

As you move toward your objective, the continued downpour weighs your thoughts. Alarms sound in the city signalling another attack, though it seems this one is not as large as previous assaults – possibly a diversion for the smaller groups around the city?

Preparing to enter the fray, you wince as a bright shaft of pre-dawn sunlight breaks through the clouds. Many heads turn upward as more and more dawn-red lumination covers the ground. Overhead, the thick, dark clouds roll and churn as if battling against the encroaching light. As you watch, one of the larger clouds breaks away from the rest, moving higher into the sky; as it flies upward, the cloud’s form shifts to form an enormous funnel cloud reaching  into the heavens. 
All around, people and demons alike pause to stare at the wonder above them. As the tornado spins, a sound like thousands of charging horses reaches your ears. The ground heaves and shakes, and loose objects are tossed around by powerful winds. Looking closely, the funnel cloud seems to be spinning even faster, becoming brighter as it turns. 

Just as suddenly as it began, the cloud stops spinning and all is still. The once dark cloud is now a brilliant white.  The white cloud begins moving again, but it seems to become more substantial – somehow more solid. Some of the dwarves revererntly curse as the cloud finally stops shifting – remaining in the shape of a giant warhammer stretching across the sky. 

The head of the cloud warhammer rises up and comes slamming down onto the remaining black rain clouds. With a thunderous crash, lightning flashes as the warhammer strikes and vaporizes the dark clouds, ending the weather that has been pounding the city of Ander’s Falls for so long.

With a renewed cry, the defenders of the city raise their voices in praise as the warhammer slowly drifts apart. The first true light of the sun creeps over the horizon, dawn only seconds away. 
The Purple Rain is over, and all divine powers function as normal. All priests who pray at dawn may now do so, but they arrive on the map on their initiative one round after the battle begins. 

Player Goals:

Players need to investigate the strange stones the demons are carrying and take appropriate action as needed.
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APL 2 (Inside abandoned warehouse)

Half-fiend Cleric

2x Human Cultists

APL 4 (Cultist Lair)

Thrall of Demogorgon

4x Human Cultists

APL 6 (Underwater)

Thrall of Demogorgon

Sahaguin Cultists

APL 8 (Near city wall)

Aspect of Demogorgon 9

3x Fiendish Ogres (CR 5)

APL 10 (Underground)

Aspect of Demogorgon 9

2x Fiendish Stone Giants (CR 10) 

2x Umber Hulk

APL 12 (Top of the Falls)

Half-fiend Cloud Giant (CR 14)

2x Fiendish Stone Giants (CR 10)

APL 14 (Mid-air above the city)

Thrall of Demogorgon (CR 15)

2x Glabrezu (with fly)

APL 16 (Ethereal Plane)

Marilith Rog2/Bbn1 

Half-Fiend Displacer Beast Pack Lord 

2x Vrock

APL 18 (Middle of Ander’s Falls)

Balor

2x Marilith Rog2/Bbn1

2x Glabrezu
See Appendix 6 for monster information. 

For the Judge:

All tables in this Encounter have the same objective, but they might face different circumstances depending on the location they are sent. Some tables might have to face creatures underground, underwater, hundreds of feet in the air, or simply on the ground outside the walls. The characters receive the basic equipment necessary to effectively wage war on their enemies, regardless of location.

The PCs should spend most of their time fighting against the demons protecting the crystals. The rocks appear to be just tossed aside upon a quick inspection, and the PCs should not have any reason to inspect them too closely. Should any of them attempt detect magic or similar information gathering spells, nothing is revealed. If PCs attempt to damage or sunder the rocks, they fail to inflict any damage before Round 3.

At the end of Round 2, the crystal begins glowing a vibrant blue that resembles the blue of the gate. If a PC strikes the crystal with a melee weapon at this point, an electrical discharge hits the attacker. It does 2 points of damage per APL with no save. If targeted with a spell, the crystal functions as if it had spell turning cast upon it at 20th level.
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Abyssal Crystal: hp 320; AC 22; hardness 20.

Record the total damage dealt to the crystal and by the crystal. 

If the crystal is destroyed, a small gate to the Abyss forms, and everything within a 50-foot radius must make a Reflex save (DC 25) or be drawn in. All remaining demons are automatically drawn into the gate with no save. If a PC is sucked into the gate, notify the Senior GM at the end of the event. 
Important Information about this Encounter:

1. The demons were ordered to move the crystal to a certain location and leave it there. They do not look to flee immediately but try to do so if near death. They do not necessarily fight to the death if escape is possible. 

2. The crystal should appear as a giant hunk of granite early in the Encounter. Only at the end of Round 2 does the granite actually reveal itself as translucent when the blue light emerges. 

3. The battle ends when time is called. Destroying the crystal immediately ends the Encounter for that table, and the Senior GM should be notified.

Critical Events:

1. Was the crystal destroyed?

2. How many hit points of damage did the crystal deal to the PCs?

3. How much damage did the PCs do to the crystal?

Encounter 7:  
Retrieving the Key

Set-up: Players participate in the event at a normal-sized table of 4-6 players with a Judge. At the conclusion of this Encounter, there will be a 10-minute break.
Summary: Ander’s Falls has appeared in the middle of a fetid swamp. The sky looks strange, and the architecture of the city has shifted into that of an ancient design. As confusion reigns in the city, hideous monsters rise up from the swamp to attack the defenders. 

Depending on how many tables are successful in Encounter 7, there are two options: 1) a small portion of Demogorgon’s realm called the Brine Flats might be accidentally pulled through a gate and merged with the material plane where Ander’s Falls is located, or 2) the entire city of Ander’s Falls and its inhabitants may have been teleported to the Abyss. 
This distinction is important because certain abilities and spells might function differently for the PCs (i.e. dismissal does not affect a creature on its own plane). This information will be distributed to judges prior to the beginning of the Encounter.

A bright blue light seems to discharge from the very ground you stand upon. Blinded for a second, you quickly recover your vision, but everything is different. Where Ander’s Falls once rested upon the solid rock of the Lortmil mountains, a fetid swamp now resides. Towering trees stand tall over dank, decomposing pools of murky water. But it is Ander’s Falls itself that has changed the most…

The austere dwarven craftsmanship of the city’s architecture has been replaced with strange orange stone covered in unusual carvings. Most resemble some type of reptilian humanoid, though all depict them in various forms of torture and debauchery. 

A blaring horn sounds from the city proper as the signal to regroup is relayed. Not a few seconds after the command is heard, your commander receives a sending, “Sir, was teleport spell. Try to destroy stone. Retreat then. Working to end spell before finished. You must be inside walls before spell ends.”
The sending ends just in time to see another patrol near yours begin moving toward the city walls. They don’t move 10 feet before the swamp around them comes alive – creatures emerge from stagnant pools, trees slam their sharpened branches down, and hideous unnamed monsters appear out of the air and tear into the group with glee. In only a moment, the entire file disappears with only small ripples in the water evidence of their existence.
Player Goals:

Players are to destroy the stone, then retreat to the city, fighting their way through the swamp and its denizens.
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APL 2

2x Fiendish Giant Frogs

2x Abyssal Worts

APL 4

1x Ahuizotl (CR 6)

1x Fiendish Ooze (CR 3) 

APL 6

2x Ahuizotl (CR 6)

2x Fiendish Ooze (CR 3) 

APL 8

3x Ahuizotl (CR 6)

1x Fiendish Advanced Assassin Vine (CR 6)

APL 10

Abyssal Greater Basilisk

2x Palrethee (2)

APL 12

Octopus Tree
Ironmaw
Retriever
APL 14

2x Ironmaw
2x Retreiver
Wastrilith
APL 16

2x Wastrilith

Fluff

APL 18

Myrmyxicus

Fluff

See Appendix 7 for monster information. 

For the Judge:
All the PCs are currently between planes, so interplanar travel is not possible (including teleport, dimension door, etc). 
Otherwise, the PCs must destroy the stone at their table, then fight their way back to Ander’s Falls. It is possible that tables are not able to destroy their stones; this outcome is anticipated and not entirely undesirable. 

Many tables might have to face the decision of either trying to destroy the stone or trying to make it back to Ander’s Falls before the city is removed from the Abyss. The safety of Ander’s Falls is considered the edge of the map. 

Important Information about the Encounter:

1. Many creatures in this Encounter use grappling techniques. This is partly due to the creature’s usual tactics, but also to add a sense of pressure on the players at the table. 

2. The idea is for the players to be very desperate at the end of the event, not wanting to be left wherever they are when the spell ends. 

3. The battle is over when time is called or the PCs make it to the edge of the map. 

Critical Events:

1. Did the PCs destroy the stone?

2. Were any PCs remaining on the board when time expired?

3. Did any PCs die in the swamp?

Conclusion

The conclusion will be tabulated and announced by the Senior GM at the event. Judges at individual tables should receive Adventure Records for each player, and complete them appropriately. 

The End

Experience Point Summary

To award experience for this adventure, add up the values for the objectives accomplished. Then assign the experience award. Award the total value (objectives plus roleplaying) to each character.

Total possible experience: 


APL 2 xp: 450 
APL 4 xp: 675
APL 6 xp: 900
APL 8 xp: 1,125
APL 10 xp: 1,350
APL 12 xp: 1,575
APL 14 xp: 1,800
APL 16 xp: 2,025
APL 18 xp: 2,250
Treasure Summary

Total possible gold:
APL 2 gp: 450 

APL 4 gp: 650
APL 6 gp: 900

APL 8 gp: 1,300
APL 10 gp: 2,300
APL 12 gp: 3,300
APL 14 gp: 6,600
APL 16 gp: 9,900
APL 18 gp: 13,200
Items for the Adventure Record

All APLs:

Commendation: 
The PC named above has been commended for his or her valor and initiative in defending Ander’s Falls from attack by undead and demonic forces under the command of a Death Knight. This PC exhibited bravery and service beyond the call of duty, and such actions have been noticed by his or her commander. 


Gratitude of Knight-Colonel Draylonn Pavila
To show his appreciation for their heroic actions during the defense of the city, Knight-Colonel Draylonn Pavila is willing to use his influence in Cragmor to provide this PC access to dwarven crafters. This PC may spend this gratitude to gain access (Frequency: Adventure) to purchase one, and only one, of the following upgrades to weapons, armor, or shield: daylight armor/shield special ability (A&EG), bane (evil outsiders) weapon special ability; bane (chaotic outsiders) weapon special ability, bane (undead) special weapon ability, disruption weapon special ability,  force weapon special ability (A&EG), or radiant weapon special ability (A&EG). In addition, this character may spend one to two Gran March Military Influence Points to reduce the cost of this upgrade by 10% per Influence Piont spent (maximum reduction of 1,000 gp per Influence Point spent). Mark this gratitude as USED when it is spent to gain access to the upgrade.
Gratitude of Baron Grunmerskin

To show his appreciate for the heroic actions of the characters in defending his city against the undead and demonic forces, Baron XXX Grunmerskin is willing to use his influence in Cragmor to provide this PC access to his kin in the dwarven crafting guilds. This PC may spend this gratitude to gain access (Frequency: Regional) to purchase one, and only one, of the following upgrades to weapons, armor, or shields: +1 enhancement, +2 enhancement, +3 enhancement, +4 enhancement.
Special Favor
This is only granted to PCs who participated in both To Fall Upon Honor and A Knight in Ander’s Falls.
This PC has defended Ander’s Falls twice in recent memory, and so has earned the eternal respect of both Baron Grunmerskin and Knight-Colonel Pavila. As a result, the gratitude of these NPCs located on this Adventure Record may be used to upgrade non-standard items. 
Blessing of Moradin

Moradin, deity of the dwarves in Cragmor, has bestowed a blessing upon this character for bravely facing the enemies on the field of battle. The PC gains a +1 bonus to all saving throws for the next two adventures. Cross off this blessing after the adventures have been completed.




Planar Fork – Astral Plane

This small piece of metal is much lighter than its size would indicate, and is nearly invisible in direct sunlight. This item can be used as the necessary focus for the plane shift spell. This particular fork only allows access to the Astral Plane.
Planar Fork – 88th level of the Abyss
This fork is made of a rough metal unknown on the Material Plane. It is warm to the touch, though not hot enough to combust any materials. The stench of rancid salt water and decaying flesh emanates from it when held for more than a few seconds. This item can be used as the necessary focus for the plane shift spell. This particular item only allows for travel to the 88th level of the Abyss.


Item Access

APL 2:

Adamantine Battleaxe (Adventure, DMG)
Adamantine Warhammer (Adventure, DMG)
Mithril Shirt (Adventure, DMG)
Dragonhide Plate (Adventure, DMG)
Planar Fork – Astral (Adventure, see above)
Planar Fork – Abyssal (Adventure, see above)
APL 4:
APL 2 Items
Bag of Endless Caltrops (Adventure, A&EG)
Hammersphere (Adventure, A&EG)
Testing Chalice (Adventure, A&EG)
Weightless Scabbard (Adventure, A&EG)
Rhino Hide (Adventure, DMG)
APL 6:
APL 2&4 Items
Belt of Endurance (Adventure, A&EG)
Staff of Oaken Battle (Adventure, CD)
+1 Mighty Composite Longbow +5 (Adventure, DMG)
Immovable Rod (Adventure, DMG)
APL 8:
APL 2, 4 & 6 Items
Ring of Spell Storing, minor (Adventure, DMG)
Dwarven Plate (Adventure, DMG)
Dwarven Thrower (Adventure, DMG)
Glove of Storing (Adventure, DMG)
APL 10:

APL 2, 4, 6 & 8 Items
Dimensional Prism (Adventure, A&EG)
+1 keen flaming warhammer (Adventure, DMG)
+2 light fortification plate mail (Adventure, DMG)
Rod of Cancellation (Adventure, DMG)
APL 12: 
APL 2, 4, 6, 8 & 10 items

Seeds of the Treant – 1 acorn
 (Adventure, A&EG)
Sword of the Planes (Adventure, DMG)
Bracers of Armor +5 (Adventure, DMG)
Horned Helm (Adventure, A&EG)
APL 14:

Ring of Blinking (Adventure, DMG)
+1 Mighty Composite Longbow +6 (Adventure, DMG)
Cloak of Displacement, minor (Adventure, DMG)
Pearl of Power 4th-level (Adventure, DMG)
APL 16:

Portable Bridge
 (Adventure, A&EG)
+1 heavy fortification plate mail (Adventure, DMG)
Dimensional shackles (Adventure, DMG)
Lantern of revealing (Adventure, DMG)
Pearl of Power, 5th-level (Adventure, DMG)
APL 18:
Staff of Planar Defense (Adventure, CD)
Sun Blade (Adventure, DMG)
Pearl of Power, 6th-level (Adventure, DMG)
Wings of Flying (Adventure, DMG)
Daern’s Instant Fortress (Adventure, DMG)
Feral Goblin Skeleton (CR 1/2)

Small Undead

HD: 1d12 (5 hp)

Init: +5

Speed: 30 ft.

AC: 12 (+1 size, +1 natural, +1 Dex), touch 12, flat-footed 12 

BAB/Grp: +0/-2

Attack: Claw +2 melee (1d6+2)

Full Attack: 2 claws +2 melee (1d6+2)

Space/Reach: 5 ft./5 ft.

SA: -

SQ: Immunity to cold, DR 5/bludgeoning

Saves: Fort +0, Ref +1, Will +1

Abilities: Str 15, Dex 12, Con -, Int -, Wis 10, Cha 1

Skills: -

Feats: Improved Initiative

Algn: CE

Bone Feral Goblin (CR 2)

Small Undead

HD: 1d12 (5 hp)

Init: +6

Speed: 30 ft.

AC: 12 (+1 size, +1 natural, +2 Dex), touch 13, flat-footed 12 

BAB/Grp: +0/-2

Attack: Claw +2 melee (1d6+2)

Full Attack: 2 claws +2 melee (1d6+2)

Space/Reach: 5 ft./5 ft.

SA: -

SQ: Darkvision, 60 ft., fast healing 2, immunity to cold

Saves: Fort +2, Ref +2, Will -1

Abilities: Str 15, Dex 14, Con -, Int 6, Wis 9, Cha 9

Skills: -

Feats: Improved Initiative, Weapon Finesse (claw)

Algn: CE

Corpse Feral Ogre (CR 6)

Large Giant

HD: 4d12+3 (28 hp)

Init: -3

Speed: 50 ft.

AC: 12 (-1 size, +6 natural, -3 Dex), touch 6, flat-footed 15

BAB/Grp: +3/+16

Attack: Claw +13 melee (2d6+9) or slam +12 melee (1d8+13)

Full Attack: 2 claws +13 melee (2d6+9) or 2 slams + 12 melee (1d8+13)

Space/Reach: 10 ft./10 ft.

SA: Improved grab, pounce

SQ: Darkvision, 60 ft., low-light vision, fast healing 3, undead traits

Saves: Fort +4, Ref -3, Will +2

Abilities: Str 29, Dex 4, Con -, Int 2, Wis 12, Cha 7

Skills: -

Feats: Toughness, Weapon Focus (claw)

Algn: CE

Troll Swordwraith (CR 7)

Large Giant

HD: 6d12 (38 hp)

Init: +2

Speed: 30 ft.

AC: 16 (-1 size, +2 Dex, +5 natural), touch 11, flat-footed 14

BAB/Grp: +4/+14

Attack: Claw +9 melee (1d6+6)

Full Attack: 2 claws +9 melee (1d6+6) and bite +4 melee (1d4+3)

Space/Reach: 10 ft./10 ft.

SA: Rend 2d6+9, strength damage

SQ: Darkvision 90 ft., low-light vision, regeneration 5, scent, DR ???, turn resistance +2

Saves: Fort +11, Ref +4, Will +3

Abilities: Str 23, Dex 14, Con -, Int 6, Wis 9, Cha 6

Skills: Hide +4, Listen +5, Move Silently +4, Spot +6, 

Feats: Alertness, Iron Will, Track

Algn: CE

Corpse Derro (CR 3)

Small Undead

HD: 3d12 (19 hp)

Init: +5

Speed: 20 ft.

AC: 17 (+1 size, +1 Dex, +2 natural, +3 studded leather), touch 12, flat-footed 16

BAB/Grp: +3/-1

Attack: Slam +6 melee (1d4+4)

Full Attack: Slam +6 melee (1d4+4)

Space/Reach: 5 ft./5 ft.

SA: Spell-like abilities, sneak attack +1d6

SQ: Madness, spell resistance 15, vulnerability to sunlight, darkvision 60 ft., undead traits

Saves: Fort +1, Ref +5, Will +6

Abilities: Str 16, Dex 12, Con -, Int 10, Wis 5, Cha 16

Skills: Bluff +5, Hide +9, Listen +1, Move Silently +7

Feats: Blind-fight, Improved Initiative

Algn: CE

Corpse Gauth (CR 5)

Medium Undead

HD: 6d12 (38 hp)

Init: +5

Speed: 5 ft., fly 20 ft. (good)

AC: 18 (+1 Dex, +7 natural), touch 11, flat-footed 17

BAB/Grp: +4/+3

Attack: Eye rays +6 ranged touch and bite +3 melee (1d6+1) or slam +3 melee (1d6+1)

Full Attack: Eye rays +6 ranged touch and bite +3 melee (1d6+1) or slam +3 melee (1d6+1)

Space/Reach: 5 ft./5 ft.

SA: Eye rays, stunning gaze

SQ: All-around vision, darkvision 60 ft., flight

Saves: Fort +2, Ref +3, Will +7

Abilities: Str 12, Dex 12, Con -, Int 15, Wis 15, Cha 13

Skills: Hide +11, Knowledge (arcana) +11, Listen +4, Search +15, Spot +17, Survival +2 (+4 following tracks)

Feats: Alertness, Multiattack, Improved Initiative, Weapon Focus (eye ray)

Algn: CE

Only has Dispel Magic, Scorching Ray, Paralysis, and Exhaustion eye stalks. 

Corpse Hill Giant (CR 7)

Large Giant

HD: 12d12 (78 hp)

Init: -2

Speed: 40 ft.

AC: 16 (-1 size, -2 Dex, +9 natural), touch 7, flat-footed 18

BAB/Grp: +9/+22

Attack: Slam +18 melee (1d8+13)

Full Attack: 2 slams +18 melee (1d8+13)

Space/Reach: 10 ft../10 ft.

SA: Rock throwing

SQ: Low-light vision, rock catching, darkvision 60 ft., undead traits

Saves: Fort +8, Ref +2, Will +4

Abilities: Str 29, Dex 6, Con -, Int 6, Wis 10, Cha 7

Skills: Climb +7, Jump +7, Listen +3, Spot +6

Feats: Awesome Blow, Cleave, Improved Bull Rush, Power Attack, Weapon Focus (slam)

Algn: CE

Mane (CR 1)

Small Outsider (Chaotic, Evil)

HD: 1d8 (4 hp)

Init: +0

Speed: 20 ft.

AC: 14 (+1 size, +3 natural), touch 11, flat-footed 14

BAB/Grp: +1/-3

Attacks: 2 claws +2 melee and bite +0 melee

Damage: Claw 1d3, bite 1d4

Face/Reach: 5 ft. by 5 ft./5 ft.

SA: - 

SQ: Acidic cloud, DR 5/magic, outsider traits, tanar’ri traits

Saves: Fort +2, Ref +2, Will -2

Abilities: Str 10, Dex 10, Con 10, Int 3, Wis 3, Cha 3

Skills: Climb +2, Jump +2

Feats: Multiattack

Algn: CE

Acidic cloud (Ex): When a mane dies, it dissolves into a cloud of noxious vapor. Anyone within 10 feet of a slain mane who fails a Reflex save (DC 20) takes 1d6 points of acid damage.

Outsider traits: A demon has darkvision (60-foot range). It cannot be raised or resurrected. 

Tanar’ri traits: Tanar’ri can communicate telepathically with any creature within 100 feet that has a language. Except as noted in the specific descriptions, a tanar’ri is immune to electricity and poison, and it has acid resistance 20, cold resistance 20, and fire resistance 20. 

Abrian (CR 1)

Medium Magical Beast (Extraplanar)

HD: 2d10+2 (13 hp)

Init: +3

Speed: 50 ft.

AC: 15 (+3 Dex, +2 natural), touch 13, flat-footed 12

BAB/Grp: +2/+3

Attack: Beak +5 melee

Full Attack: Beak +5 melee and kick -2 melee

Damage: Beak 1d3+1 (19-20/x3), kick 1d8

Face/Reach: 5 ft./5 ft.

SA: Augmented critical, shriek 

SQ: Darkvision 60 ft., low-light vision, sonic resistance 10

Saves: Fort +4, Ref +6, Will +0

Abilities: Str 13, Dex 16, Con 12, Int 7, Wis 11, Cha 10

Skills: Hide +4, Listen +2, Move Silently +4, Spot +5

Feats: Weapon finesse

Algn: CE

Augmented Critical (Ex): An abrian’s beak threatens a critical hit on a natural attack roll of 19-20. On a successful critical hit with a beak attack, it deals triple damage.

Shriek (Su): The shriek of a lone abrian is supernaturally loud and distressing. An abrian can shriek as a standarad action. Anyone within 20 feet of a shrieking abrian must make a Fortitude save (DC 12) or be dazed for 1 round. If at least four abrians are shrieking within 20 feet of a target, the target is also deafened for 1d6 minutes if it fails the save. If eight or more abrians are shrieking within 20 feet of a target, the target takes 1d10 points of sonic damage as well if it fails the save. An abrian is immune to its own shriek, as well as the shrieks of other abrians. 

Skills: Abrians have a +4 racial bonus on Spot checks.

Ahuizotl (CR 6)

Large Aberration (Aquatic)

HD: 7d8+14 (45 hp) 

Init: +2

Speed: 20 ft., swim 40 ft.

AC: 17 (-1 size, +2 Dex, +6 natural), touch 11, flat-footed 15

BAB/Grp: +5/+14

Attack: Tail hand +10 melee

Full Attack: Tail hand +10 melee and bite +4 melee

Damage: Tail hand 1d6+5, bite 2d6+2

Face/Reach: 10 ft./5 ft. (10 ft. with tail hand)

SA: Blinding strike, drowning, improved grab 

SQ: Darkvision 60 ft., mimicry

Saves: Fort +4, Ref +4, Will +5

Abilities: Str 21, Dex 14, Con 14, Int 12, Wis 11, Cha 15

Skills: Bluff +13, Diplomacy +4, Disguise +2 (+4 when acting), Hide +6, Intimidate +4, Spot +7, Swim +20

Feats: Combat Reflexes, Skill focus (bluff), Weapon Focus (tail hand)

Algn: CE

Blinding Strike (Ex): If an ahuizotl scores a successful critical hit with its tail hand or its bite, the victim becomes blinded permanently. 

Drowning (Ex): If an ahuizotl pins a grappled victim while in water of any depth, the ahuizotl holds its victim underwater. The victim can hold its breath for a number of rounds equal to twice its Constitution score. When this time limit is reached, it must make a Concentration check (DC 10) each round to continue holding its breath; each round the DC increases by 1. When the victim fails one of these Constitution checks, it begins to drown. In the first round, it falls unconscious (0 hp). In the following round, it drops to -1 hit points and is dying. In the third round, it drowns.

Improved Grab (Ex): If an ahuizotl hits an opponent that is at least one size category smaller than itself with its tail hand attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. It can immediately try to drown its victim if it is in water. Thereafter, the ahuizotl has the option to conduct the grapple normally, or it can simply use its tail hand to hold the opponent (-20 penalty on grapple checks, but the ahuizotl is not considered grappled). In either case, each successive grapple check is makes during successive rounds automatically deals tail hand damage. 

Voice Mimicry (Su): An ahuizotl can mimic spoken voices with unnatural ease. With a successful Bluff check, it can mimic a specific person’s voice perfectly. 

Skills: Ahuizotl’s have a +8 racial bonus on any Swim check to perform some special action or avoid a hazard and can always choose to take 10 on Swim checks even if distracted or endangered.

Fiendish Ooze (CR 3) 

Medium Ooze (Aquatic)

HD: 2d10+12 (23 hp)

Init: +0

Speed: 10 ft., swim 30 ft.

AC: 13 (+3 natural), touch 10, flat-footed 13

BAB/Grp: +1/+3 (see below)

Attack: Slam +3 melee

Full Attack: Slam +3 melee

Damage: Slam 1d6+3

Face/Reach: 5 ft./5 ft. 

SA: Adhesive 

SQ: Amphibious, blindsight 60 ft. ooze traits, transparent

Saves: Fort +5, Ref +0, Will -5

Abilities: Str 14, Dex 10, Con 23, Int -, Wis 1, Cha 1

Skills: Hide +8, Swim +10

Feats: -

Algn: CE

Adhesive (Ex): A fiendish ooze exudes a sticky slime that holds fast any creature or item touching it. It automatically grapples any creature it hits with its slam attack. Opponents so grappled cannot get free while the ooze is alive. The ooze makes one additional slam attack each round against any creature stuck to it. 

Small Abyssal Claw (CR ½)

HD: 1d8 (4 hp)

Init: +2

Speed: 20 ft.

AC: 16 (+2 Dex,+3 natural, +1 size), touch 13, flat-footed 14

BAB/Grp: +1/-1 (see below)

Attack: Slam +6 melee

Full Attack: Slam +6 melee

Damage: 1d4+3

Face/Reach: 5 ft./5 ft. 

SA: Attach, Sever 

SQ: Construct

Saves: Fort +3, Ref +2, Will -1

Abilities: Str 16, Dex 14, Con -, Int 9, Wis 9, Cha 4

Skills: Hide +8, Jump +7

Feats: Weapon Focus (slam)

Algn: N

The abyssal claw attacks by entering the creature’s square and digging its claws into the target’s body. This action provokes an attack of opportunity since the claw must enter the target’s square.

Attach (Ex): If an abyssal claw hits the target, it digs its claws in and attaches to the creature’s body near the wrist or forearm. Each round after the initial attack that the claw remains attached, it automatically deals 1d2+1 points of damage to the target. While attached, the claw is denied its Dexterity bonus to AC. An attached claw may be removed by killing it or with a Strength check DC 14.

Sever (Ex): When an attached abyssal claw damages an opponent, the target must make a Fortitude save with a DC equal to the total cumulative damage dealt by all attached claws. If the target fails the Fortitude save, his hand is severed, and the target becomes nauseated until he receives a DC 15 Heal check or magical healing. Once claws have severed a hand from a target, they drop to the ground, while one drags the hand away and the others begin attacking other potential targets.

Medium Abyssal Claw (CR 1)

HD: 2d8 (9 hp)

Init: +2

Speed: 20 ft.

AC: 15 (+2 Dex,+3 natural), touch 12, flat-footed 13

BAB/Grp: +2/+8 (see below)

Attack: Slam +9 melee

Full Attack: Slam +9 melee

Damage: 1d6+6

Face/Reach: 5 ft./5 ft. 

SA: Attach, Sever 

SQ: Construct

Saves: Fort +4, Ref +2, Will -1

Abilities: Str 22, Dex 14, Con -, Int 9, Wis 9, Cha 4

Skills: Hide +8, Jump +8

Feats: Weapon Focus (slam)

Algn: N

The abyssal claw attacks by entering the creature’s square and digging its claws into the target’s body. This action provokes an attack of opportunity since the claw must enter the target’s square.

Attach (Ex): If an abyssal claw hits the target, it digs its claws in and attaches to the creature’s body near the wrist or forearm. Each round after the initial attack that the claw remains attached, it automatically deals 1d4+3 points of damage to the target. While attached, the claw is denied its Dexterity bonus to AC. An attached claw may be removed by killing it or with a Strength check DC 17.

Sever (Ex): When an attached abyssal claw damages an opponent, the target must make a Fortitude save with a DC equal to the total cumulative damage dealt by all attached claws. If the target fails the Fortitude save, his hand is severed, and the target becomes nauseated until he receives a DC 15 Heal check or magical healing. Once claws have severed a hand from a target, they drop to the ground, while one drags the hand away and the others begin attacking other potential targets.

Medium Advanced Abyssal Claw (CR 3)

HD: 5d8 (20 hp)

Init: +3

Speed: 20 ft.

AC: 19 (+3 Dex,+6 natural), touch 13, flat-footed 16

BAB/Grp: +5/+11 (see below)

Attack: Slam +12 melee

Full Attack: Slam +12 melee

Damage: 1d6+6

Face/Reach: 5 ft./5 ft. 

SA: Attach, Sever 

SQ: Construct

Saves: Fort +5, Ref +4, Will +1

Abilities: Str 22, Dex 16, Con -, Int 9, Wis 9, Cha 4

Skills: Hide +8, Jump +8

Feats: Weapon Focus (slam), Dodge

Algn: N

The abyssal claw attacks by entering the creature’s square and digging its claws into the target’s body. This action provokes an attack of opportunity since the claw must enter the target’s square.

Attach (Ex): If an abyssal claw hits the target, it digs its claws in and attaches to the creature’s body near the wrist or forearm. Each round after the initial attack that the claw remains attached, it automatically deals 1d4+3 points of damage to the target. While attached, the claw is denied its Dexterity bonus to AC. An attached claw may be removed by killing it or with a Strength check DC 21.

Sever (Ex): When an attached abyssal claw damages an opponent, the target must make a Fortitude save with a DC equal to the total cumulative damage dealt by all attached claws. If the target fails the Fortitude save, his hand is severed, and the target becomes nauseated until he receives a DC 15 Heal check or magical healing. Once claws have severed a hand from a target, they drop to the ground, while one drags the hand away and the others begin attacking other potential targets.






APL 10

Ulgurstasta

	Ulgurstasta: CR 11; Gargantuan Undead; HD 17d12; hp 110; Init +6; Spd 40 ft.; AC 17 (-4 size, +2 Dex, +9 natural), touch 8, flat-footed 15; Base Atk +8; Grp +29; Atk Bite +13 melee (3d6+13); Full Atk Bite +13 melee (3d6+13); Space/Reach 20 ft./20 ft.; SA Breath weapon, improved grab, necromantic acid, spawn skeletons, swallow whole, tendrils; SQ Acid immunity, cold immunity, DR 10/magic and piercing, SR 21, undead traits; AL CE; SV Fort +7, Ref +7, Will +13; Str 28, Dex 15, Con --, Int 18, Wis 16, Cha 19;

Skills and feats: Intimidate +24, Knowledge (arcane) +24, Knowledge (architecture and engineering) +24, Knowledge (religion) +24, Knowledge (the planes) +24, Listen +23, Search +23, Spot +23; Cleave, Combat Reflexes, Great Cleave, Great Fortitude, Improved Initiative, Power Attack;


Ulgurstastas understand Common, though they cannot speak it.  This ulgurstasta has 5 Medium-size and 2 Large skeletons inside it.

Breath Weapon (Su): In an emergency, an ulgurstasta can regurgitate the contents of its stomach.  This results in a cone of necromantic acid 60 feet long.  Anyone in the cone’s path must make a Reflex saving throw (DC 18) or take 3d6 points of Constitution drain.  Those who succeed take only 1d6 points of Constitution damage.  Creatures killed in this manner animate in the next round as skeletons under the ulgurstasta’s control.  Any dormant skeletons in the ulgurstasta’s gut are vomited up as well.  These undead animate at once and attack everything in sight except the ulgurstasta.  One the ulgurstasta has vomited, in cannot do so again for one day.  Creatures swallowed during this period do not take Constitution drain.  An ulgurstasta unable to use its breath weapon often tries to flee until it can replenish its supply of acid.

Improved Grab (Ex): Bite, one size category smaller.

Necromantic Acid (Su): Someone swallowed by an ulgurstasta is in deep trouble – the creature feeds on raw life and transforms its victims into animated skeletons that the ulgurstasta can later regurgitate.  A swallowed victim takes 1d8 points of Constitution drain each round from the necromantic acid inside the creature.  Upon death, the victim’s remains are infused with the acid and transformed into an animated skeleton.  Skeletons remain dormant in the ulgurstasta’s gut until it vomits them up.

Spawn Skeletons (Su): As a full-round action, an ulgurstasta can regurgitate dormant skeletons.  At any one time, an ulgurstasta has 2d4 skeletons of various sizes in its gut.  These undead obey the ulgurstasta’s mental commands without fail and can function in the round after regurgitation.  For 1d6 rounds after being vomited up, these skeletons are covered with necromantic acid.  They deal 1 point of Constitution drain with each successful attack in additions to other damage dealt.  Ulgurstastas are always followed by a band of previously spawned skeletons.

Swallow Whole (Ex):  An ulgurstasta can swallow a single creature that is at least one size category smaller that itself by making a successful grapple check, provided it already has the creature in its maw.  Once inside the ulgurstasta, the opponent is bathed in necromantic acid (see above).  A successful grapple check allows the swallowed creature to return to the ulgurstasta’s maw, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing a total of at least 25 points of damage to the stomach (AC 14) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus, another swallowed opponent must cut its own way out.  An ulgurstasta’s stomach can hold 2 Huge, 8 Large, 32 Medium-size, or 128 Small or smaller opponents.

Tendrils (Ex): The millions of pores on an ulgurstasta’s body provide it with a deadly defense; each pore contains a coiled, 40-foot-long, hair-thin tendril.  When the creature is angered, the tendrils extend to their full ranger and whip about in a frenzy.  This storm of tendrils renders an ulgurstasta immunes to Small nonmagical ranged weapons such as arrows and deals 1d12 points of slashing damages per round to any creature within 40 feet of the ulgurstasta.  Anyone in this area also takes a –2 circumstance penalty on attack rolls

Ettin Skeletons (4)

	Ettin Skeleton; CR 5; Large Undead; HD 10d12; hp 65; Init +4; Spd 40 ft.; AC 11 (–1 size, +2 natural), touch 9, flat-footed 11; Base Atk +5; Grp +15; Atk Morningstar +10 melee (2d6+6) or claw +10 melee (1d6+6) or javelin +4 ranged (1d8+6); Full Atk 2 morningstars +10 melee (2d6+6) or 2 claws +10 melee (1d6+6) or 2 javelins +4 ranged (1d8+6); Space/Reach 10 ft./10 ft.; SA -; SQ DR 5/bludgeoning, darkvision 60 ft., immunity to cold, superior two-weapon fighting, undead traits; AL NE; SV Fort +3, Ref +3, Will +7; Str 23, Dex 10, Con --, Int --, Wis 10, Cha 1; 

Skills and feats: Improved Initiative;


Superior Two-weapon Fighting (Ex):  An ettin skeleton fights with a morningstar or javelin in each hand.  Because each of its two heads controls an arm, the ettin skeleton does not take a penalty on attack or damage rolls for attacking with two weapons.

APL 12

Vilewight Sorcerer4

	Vilewight: Sor4; CR 12; Medium-size Undead; HD 12d12 + 4d4; hp 88; Init +7; Spd 30 ft.; AC 19 (+3 Dex, +6 natural), touch 13, flat-footed 16; Base Atk +8; Grp +12; Atk Claw +12 melee (1d6+4); Full Atk 

2 claws +12 melee (1d6+4) and bite +7 melee (1d8+2) and tendril bites +7 melee (1d6+2 and disease); Space/Reach 5 ft./5 ft.; (10 ft. with tendril bites); SA Dark channel, disease, energy drain, improved grab, spells; SQ Create spawn, undead traits; AL NE; SV Fort +5, Ref +8, Will +13; Str 18, Dex 16, Con --, Int 17, Wis 12, Cha 14; 

Skills and feats: Climb +14, Hide +16, Knowledge (arcana) +20, Listen +16, Move Silently +27, Spellcraft +10, Spot +14; Alertness, Combat Expertise, Combat Reflexes, Dodge, Improved Initiative, Mobility, Spring Attack;


Dark Channel (Sp):  Once every other round, a vilewight can channel the negative energy infusing it into a line of cold, black energy 5 feet wide and 30 feet long.  Everyone in the area takes 8d8 points of damage (Reflex DC 18 half).

Disease (Ex):  Any creature hit by the vilewight’s intestinal tendrils must succeed at a Fortitude save (DC 16) or contract life blindness.  The incubation period is 1 day, and the disease causes the victim to be unable to see living creatures (see Disease in Chapter 3 of the DMG).

Energy Drain (Su):  Any living creature hit by any of the vilewight’s natural attacks gain two negative levels.  For each negative level bestowed, the vilewight heals 5 points of damage.  If the amount of healing is more than the damage it has taken, it gains any excess as temporary hit points.  If the negative level has not been removed before 24 hours have passed, the afflicted opponent must succeed at a Fortitude save (DC 18) to remove it.  

Improved Grab (Ex):  If a vilewight hits a Medium-size or smaller opponent with a claw attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals claw and tendril bite damage.

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

Spells Known (6/7/4; base DC = 12 + spell level): 0 – acid splash, detect magic, flare, ghost sound, ray of frost, touch of fatigue; 1st – grease, jump, ray of enfeeblement; 2nd – invisibility.

Vilewight Bbn1/Rog1 (2)

	Vilewight: Bbn1/Rog1; CR 10; Medium-size Undead; HD 13d12 + 1d6; hp 89; Init +6; Spd 40 ft.; AC 

18 (+2 Dex, +6 natural), touch 12, flat-footed 16; Base Atk +7; Grp +11; Atk Claw +11 melee (1d6+4); 

Full Atk 2 claws +11 melee (1d6+4) and bite +6 melee (1d8+2) and tendril bites +6 melee (1d6+2 and disease); Space/Reach 5 ft./5 ft.; (10 ft. with tendril bites); SA Dark channel, disease, energy drain, improved grab, rage 1/day, sneak attack +1d6; SQ Create spawn, undead traits, fast movement, trapfinding; 

AL NE; SV Fort +6, Ref +8, Will +9; Str 18, Dex 15, Con --, Int 17, Wis 12, Cha 14; 

Skills and feats: Climb +21, Hide +16, Jump +8, Knowledge (arcana) +15, Listen +17, Move Silently +26, Spot +15; Alertness, Combat Expertise, Combat Reflexes, Dodge, Improved Initiative, Mobility;


Dark Channel (Sp):  Once every other round, a vilewight can channel the negative energy infusing it into a line of cold, black energy 5 feet wide and 30 feet long.  Everyone in the area takes 8d8 points of damage (Reflex DC 18 half).

Disease (Ex):  Any creature hit by the vilewight’s intestinal tendrils must succeed at a Fortitude save (DC 16) or contract life blindness.  The incubation period is 1 day, and the disease causes the victim to be unable to see living creatures (see Disease in Chapter 3 of the DMG).

Energy Drain (Su):  Any living creature hit by any of the vilewight’s natural attacks gain two negative levels.  For each negative level bestowed, the vilewight heals 5 points of damage.  If the amount of healing is more than the damage it has taken, it gains any excess as temporary hit points.  If the negative level has not been removed before 24 hours have passed, the afflicted opponent must succeed at a Fortitude save (DC 18) to remove it.  

Improved Grab (Ex):  If a vilewight hits a Medium-size or smaller opponent with a claw attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals claw and tendril bite damage.

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

Wight (4)

	Wight: CR 3; Medium Undead; HD 4d12; hp 26; Init +1; Spd 30 ft.; AC 15 (+1 Dex, +4 natural), touch 11, flat-footed 14; Base Atk +2; Grp +3; Atk Slam +3 melee (1d4+1 plus energy drain); Full Atk 

Slam +3 melee (1d4+1 plus energy drain); Space/Reach 5 ft./5 ft.; SA Create spawn, energy drain; SQ Darkvision 60 ft., undead traits; AL LE; SV Fort +1, Ref +2, Will +5; Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 15; 

Skills and feats: Hide +8, Listen +7, Move Silently +16, Spot +7; Alertness, Blind-Fight;


Wights speak Common.

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

Energy Drain (Su): Living creatures hit by a wight’s slam attack gain one negative level. The DC is 14 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level bestowed, the wight gains 5 temporary hit points.

Skills: Wights have a +8 racial bonus on Move Silently checks.

APL 14

Corpse Advanced 18HD Half-Green Dragon Bulette (2)

	Corpse Advanced 18HD Half-Green Dragon Bulette; CR 13; Gargantuan Undead; HD 18d12; hp 117; Init +1; Spd 40 ft., burrow 10 ft., fly 80 ft. (clumsy); AC 28 (–4 size, +1 Dex, +21 natural), touch 7, flat-footed 27; Base Atk +18; Grp +49; Atk Claw +33 melee (4d6+19) or slam +33 melee (2d8+27); Full Atk 

2 claws +31 melee (4d6+19) and bite +27 melee (3d8+9); Space/Reach 20 ft./15 ft.; SA Leap, breath weapon; SQ Darkvision 60 ft., lowlight vision, scent, tremorsense 60 ft., immunity to acid, undead traits; 

AL LE; SV Fort +11, Ref +12 Will +10; Str 48, Dex 13, Con --, Int 4, Wis 14, Cha 8; 

Skills and feats: Jump +40, Listen +23, Spot +23; Alertness, Iron Will, Track, Weapon Focus (bite), Improved Natural Armor, Improved Natural Attack (claw), Snatch;


Leap (Ex): A bulette can jump into the air during combat. This allows it to make four claw attacks instead of two, each with a +33 attack bonus, but it cannot bite.

Breath Weapon (Su): 30-foot cone, once per day, damage 6d8 acid, Reflex DC 19 half.  The Save DC is Constitution-based.

APL 16

Corpse Advanced 18HD Half-Green Dragon Bulette (3)

	Corpse Advanced 18HD Half-Green Dragon Bulette; CR 13; Gargantuan Undead; HD 18d12; hp 117; Init +1; Spd 40 ft., burrow 10 ft., fly 80 ft. (clumsy); AC 28 (–4 size, +1 Dex, +21 natural), touch 7, flat-footed 27; Base Atk +18; Grp +49; Atk Claw +33 melee (4d6+19) or slam +33 melee (2d8+27); Full Atk 

2 claws +31 melee (4d6+19) and bite +27 melee (3d8+9); Space/Reach 20 ft./15 ft.; SA Leap, breath weapon; SQ Darkvision 60 ft., lowlight vision, scent, tremorsense 60 ft., immunity to acid, undead traits; 

AL LE; SV Fort +11, Ref +12 Will +10; Str 48, Dex 13, Con --, Int 4, Wis 14, Cha 8; 

Skills and feats: Jump +40, Listen +23, Spot +23; Alertness, Iron Will, Track, Weapon Focus (bite), Improved Natural Armor, Improved Natural Attack (claw), Snatch;


Leap (Ex): A bulette can jump into the air during combat. This allows it to make four claw attacks instead of two, each with a +33 attack bonus, but it cannot bite.

Breath Weapon (Su): 30-foot cone, once per day, damage 6d8 acid, Reflex DC 19 half.  The Save DC is Constitution-based.

Blood Fiend (2)

	Blood Fiend: CR 14; Large Undead; HD 12d12; hp 78; Init +6; Spd 40 ft., fly 80 ft. (perfect); AC 31 (-1 size, +2 Dex, +20 natural), touch 11, flat-footed 29; Base Atk +6; Grp +18; Atk Claw +13 melee (1d6+8 plus energy drain); Full Atk 4 claws +13 melee (1d6+8 plus energy drain) and bite +8 melee (1d8+4 plus blood drain); Space/Reach 10 ft./10 ft.; SA Blood drain, domination, energy drain, spell-like abilities; SQ Resistance to acid 20, cold 20, and fire 20, alternate form, create spawn, DR 15/good, immunity to electricity, fast healing 5, gaseous form, SR 24, +6 turn resistance, undead traits; AL CE; SV Fort +4, Ref +8, Will +13; Str 26, Dex 15, Con --, Int 17, Wis 20, Cha 21; 

Skills and feats: Concentration +20, Diplomacy +7, Hide +17, Listen +20, Move Silently +17, Search +19, Sense Motive +20, Spot +20, Survival +5 (+7 following tracks; Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes, Mobility;


Blood fiends speak Abyssal.

Blood Drain (Su):  A blood fiend sucks blood from living victims when it hits with its bite attack.  Each successful bite attack deals 1d4 points of Constitution drain.

Domination (Su):  Like a vampire, a blood fiend can crush an opponent’s will by looking into its eyes.  This attack functions like a gaze attack, except that it is a standard action, and creatures merely looking at the blood fiend are not affected.  Any creature within 30 feet that the blood fiend targets for the attack falls instantly under its influence as though by a dominate monster spell (Caster level 18th, Will save DC 21)

Energy Drain (Su):  Any living creature hit by a blood fiend’s claw attack must succeed on a Fortitude saving throw (DC 21) or gain one negative level.  Fortitude save DC 21 to remove.
Spell-like Abilities:  At will – detect good, detect magic, greater teleport (self plus maximum load of objects only); 3/day – chaos hammer, darkness, unholy blight; 1/day – blasphemy, desecrate.  Caster level 18th; save DC = 15 + spell level.

Alternate Form (Su):  A blood fiend can assume the shape of a regular or fiendish dire bat, a dire wolf, a howler, or a nightmare as a standard action.  This ability functions like a polymorph self spell (caster level 12th), except that the demon also gains the exceptional abilities of the form assumed.  The creature can remain in the assumed form indefinitely.

Create Spawn (Su):  An outsider of the evil subtype slain by a blood fiend’s energy drain attack rises as a blood fiend 1d4 days after death.  The new blood fiend does not have any of the abilities it has in life.

Gaseous Form (Su):  At will, a blood fiend can assume gaseous form as a standard action.  This ability functions like the gaseous form spell (caster level 5th), except that the blood fiend can remain gaseous indefinitely and has a fly speed of 20 feet (perfect).

APL 18

Crawling Head

	Crawling Head: CR 20; Huge Undead; HD 28d12; hp 182; Init +6; Spd 20 ft., climb 20 ft.; AC 12 (-2 size, -2 Dex, +6 natural), touch 6, flat-footed 12; Base Atk +14; Grp +32; Atk Bite +23 melee (2d6+10/19-20); Full Atk Bite +23 melee (2d6+10/19-20) and 4 tentacles +17 melee (1d8+5); 

Space/Reach 15 ft./10 ft.; SA Cacophony, constrict 1d8+5, improved grab, spell-like abilities, vorpal bite; 

SQ Absorb head, DR 20/magic and piercing, electricity immunity, sonic immunity, SR 31, true seeing, undead traits, water vulnerability; AL CE; SV Fort +9, Ref +7, Will +20; Str 30, Dex 7, Con --, Int 20, Wis 19, Cha 25; 

Skills and feats: Climb +49, Concentration +38, Knowledge (arcana) +36, Knowledge (religion) +36, Search +36, Spellcraft +38, Spot +36, Survival +4, Use Magic Device +38; Cleave, Combat Expertise, Great Cleave, Improved Critical (bite), Improved Disarm, Improved Initiative, Improved Trip, Power Attack, Spell Penetration, Weapon Focus (bite);


A crawling head speaks Common and Giant.  This crawling head has 13 stored heads in it.

Cacophony (Su):  When a crawling head attacks, the heads stored in its body screech, howl, and cry out in pain.  If a crawling head has at least ten stored heads, the horrendous noise it makes strikes fear into nearby creatures.  All creatures within 60 feet of the crawling head must make a Will save each round (DC 24) or cower in fear.  Cowering creatures lose their Dexterity bonus to Armor Class (if any) and can take no actions.   Foes gain a +2 bonus on their attack rolls to hit cowering creatures.  This is a sonic, mind-affecting effect.

Improved Grab (Ex):  One size category smaller with tentacle.  Each successful grapple check it makes in successive rounds automatically deal tentacle and constrict damage.

Spell-like Abilities (Ex):  At will – animate dead, control undead, death knell, inflict serious wounds, fear, gentle repose, shield, speak with dead; 3/day – create undead, create greater undead, finger of death, wail of the banshee.  Caster level 20th; save DC 17 + spell level.  As a free action once per round, a crawling head can quicken one of its spell-like abilities by absorbing one of the heads it currently stores.

Vorpal Bite (Ex):  On a successful critical hit, a crawling head’s bite attack severs the opponent’s head (if it has one) from its body.  Some creatures, such as golems and undead other than vampires, are not affected by the loss of theirs heads, but most creatures dir when their heads are cut off.

Absorb Head (Su):  As a free action, a crawling head can swallow the head of a Large or smaller creature that it has beheaded with its vorpal bite attack.  On the following round, the victim’s head becomes one of the heads stored in the creature’s body.  A crawling head can store a number of heads equal to its Hit Dice.  It can absorb one of these heads as a free action (maximum one head per round) to quicken a spell-like ability, to heal itself as if it had been targeted with a harm spell, or to grant itself a +6 enhancement bonus for 1 hour to one of its ability scores.

True seeing (Su):  A crawling head can see as if under the effect of a true seeing spell at all times.

Water Vulnerability (Ex):  Water affects a crawling head in the same manner that acid affects most creatures.  Water deals 1d6 points of damage to the creature per round of exposure except in the case of total immersion (such as in a deep pool of water), which deals 10d6 points of damage per round.  An attack with water, such as from a hurled vial or create water spell, counts as 1 round of exposure.

Skills:  A crawling head has a +8 racial bonus to Climb checks.

Zombie Half-dragon Bulette (6)

	Zombie Half-dragon Bulette: CR 6; Huge Undead; HD 18d12; hp 120; Init +1; Spd 40 ft., burrow 10 ft., fly 80 ft. (clumsy); AC 29 (–2 size, +1 Dex, +20 natural), touch 9, flat-footed 28; Base Atk +9; Grp +30; 

Atk Claw +20 melee (2d6+13); Full Atk Claw +20 melee (2d6+13) or bite +16 melee (2d8+6); 

Space/Reach 15 ft./10 ft.; SA -; SQ Single actions only, DR 5/slashing, darkvision 60 ft., undead traits; 

AL NE; SV Fort +6, Ref +7, Will +11; Str 37, Dex 13, Con --, Int --, Wis 10, Cha 1; 

Skills and feats: Toughness;


APL 10

Fiendish Bulette (2)

	Fiendish Bulette: CR 9; Huge Magical Beast (Extraplanar); HD 9d10+45; hp 94; Init +2; Spd 40 ft., burrow 10 ft.; AC 22 (–2 size, +2 Dex, +12 natural), touch 10, flat-footed 20; Base Atk +9; Grp +25; Atk 

Bite +16 melee (2d8+8); Full Atk Bite +16 melee (2d8+8) and 2 claws +10 melee (2d6+4); Space/Reach 

15 ft./10 ft.; SA Leap, smite good; SQ Darkvision 60 ft., lowlight vision, scent, tremorsense 60 ft., DR 5/magic, resistance to cold 10 and fire 10, SR 14; AL NE; SV Fort +11, Ref +8, Will +6; Str 27, Dex 15, Con 20, Int 3, Wis 13, Cha 6; 

Skills and feats: Jump +18, Listen +9, Spot +3; Alertness, Iron Will, Track, Weapon Focus (bite);


Leap (Ex): A bulette can jump into the air during combat. This allows it to make four claw attacks instead of two, each with a +15 attack bonus, but it cannot bite.

Smite Good (Su): Once per day the fiendish bulette can make a normal melee attack to deal extra damage equal to its HD total (+9) against a good foe.

Abyssal Drake

	Abyssal Drake: CR 9; Huge Outsider (Chaotic, Evil, Extraplanar, Fire); HD 10d8+50; hp 95; Init +1; 

Spd 40 ft., fly 150 ft. (poor); AC 21 (-2 size, +1 Dex, +12 natural), touch 9, flat-footed 20; Base Atk +10; 

Grp +18; Atk Sting +19 melee (1d6+9 plus poison); Full Atk Sting +19 melee (1d6+9 plus poison) and bite +14 melee (2d6+4); or 2 claws +19 melee (2d4+9); Space/Reach 15 ft./10 ft.; SA Breath weapon, frightful presence, poison, rend; SQ Darkvision 60 ft., immunity to fire, magic sleep effects, and paralysis, low-light vision, outsider traits, scent, resistance to acid 20, cold 20, and electricity 20, vulnerability to cold; AL CE; SV Fort +12, Ref +8, Will +9; Str 29, Dex 12, Con 20, Int 6, Wis 15, Cha 15; 

Skills and feats: Bluff +15, Diplomacy +5, Hide +12, Intimidate +5, Listen +17, Move Silently +14, Search +11, Spot +17; Alertness, Flyby Attack, Power Attack, Power Dive;


Abyssal Drakes speak Abyssal and Common.

Breath Weapon (Su):  60-ft. cone, every 1d4 rounds, 10d6 special, Reflex DC 20 half.  Much like a flame strike spell, half of this damage is fire damage and the remainder is unholy damage (and thus not subject to resistance to fire and similar defenses).  The save DC is Constitution-based.

Frightful Presence (Ex):  When an abyssal drake charges, attacks, or flies overhead, it inspires terror in all creatures within 120 feet that have fewer Hit Dice or levels that it has.  Each potential victim must attempt at DC 17 Will save.  On a failure, a creature with 4 or fewer HD becomes panicked for 4d6 rounds, and one with 5 or more HD becomes shaken for 4d6 rounds.  A successful save leaves that opponent immune to that abyssal drake’s frightful presence for 24 hours.  Dragons ignore the frightful presence of an abyssal drake, as do other abyssal drakes.

Poison (Ex):  Sting, Fortitude DC 20; initial and secondary damage 2d6 Con.

Rend (Ex):  If an abyssal drake hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This rending attack automatically deals an extra 4d4+13 points of damage.

Cultist - Human Cleric9

	Cultist: female human Clr9 of Falazure; CR 9; Medium-size Humanoid (Human); HD 9d8+9; hp 50; Init 

+5; Spd 20 ft. (full plate); AC 24 (+1 Dex, +9 +1 full plate, +3 +1 heavy shield, +1 deflection), touch 12, flat-footed 23; Base Atk +6; Grp +7; Atk +1 flaming frost heavy mace +7 melee (1d8+1 plus 1d6 fire plus 1d6 cold); Full Atk +1 flaming frost heavy mace +7/+2 melee (1d8+1 plus 1d6 fire plus 1d6 cold); 

Space/Reach 5 ft./5 ft.; SA Spells; SQ Rebuke undead; AL NE; SV Fort +7 (+9), Ref +4 (+6), Will +11 (+13); Str 12, Dex 12, Con 12, Int 14, Wis 18 (20), Cha 14; 

Skills and feats: Concentration +13, Knowledge (arcana) +13, Knowledge (religion) +14, Knowledge (the planes) +13, Spellcraft +14; Combat Casting, Divine Spell Power, Spell Focus (Necromancy), Greater Spell Focus (Necromancy), Improved Initiative;


This cultist speaks Abyssal, Common, Draconic, and Infernal.

Possessions:  +1 full plate, +1 heavy shield, ring of protection +1, cloak of resistance +2, periapt of wisdom +2, +1 flaming frost heavy mace
Spells Prepared  (base DC = 15 + spell level, 17 + spell level for Necromancy): 0 – detect magic, detect poison, guidance, light, mending, resistance; 1st – bless, deathwatch, doom x3, protection from good*; 2nd – death knell*, desecrate, hold person, sound burst x2, spiritual weapon; 3rd – bestow curse, blindness/deafness x2, magic circle against good*, searing light; 4th – air walk, death ward, poison, unholy blight*; 5th – flame strike x2, slay living*
*Domains:  Death, Evil

APL 12

Fiendish Yrthak (2)

	Fiendish Yrthak: CR 11; Huge Magical Beast (Extraplanar); HD 12d10+36; hp 102; Init +6; Spd 20 ft., fly 60 ft. (average); AC 18 (–2 size, +2 Dex, +8 natural), touch 10, flat-footed 16; Base Atk +12; Grp +25; Atk Bite +15 melee (2d8+5) or sonic lance +12 ranged touch (6d6); Full Atk Bite +15 melee (2d8+5) and 2 claws +13 melee (1d6+2); or sonic lance +12 ranged touch (6d6); Space/Reach 15 ft./10 ft.; SA Sonic lance, explosion, smite good; SQ Blindsight 120 ft., immunities, vulnerability to sonic, DR 10/magic, resistance to cold 10 and fire 10, SR 17; AL NE; SV Fort +11, Ref +10, Will +5; Str 20, Dex 14, Con 17, Int 7, Wis 13, Cha 11; 

Skills and feats: Listen +12, Move Silently +10; Endurance, Flyby Attack, Improved Initiative, Multiattack, Snatch;


Despite their intelligence, yrthaks do not speak.

Sonic Lance (Su): Once every 2 rounds, a yrthak can focus sonic energy in a ray up to 60 feet long. This is a ranged touch attack that deals 6d6 points of damage to a single target.

Explosion (Su): A yrthak can fire its sonic lance at the ground, a large rock, a stone wall, or the like to create an explosion of shattered stone. This attack deals 2d6 points of piercing damage to all within 10 feet of the effect’s center. This counts as a use of the sonic lance attack and thus is usable only once every 2 rounds, and never on the round following a sonic lance attack.

Smite Good (Su): Once per day the fiendish yrthak can make a normal melee attack to deal extra damage equal to its HD total (+12) against a good foe.

Blindsight (Ex): A yrthak can ascertain all foes within 120 feet. Beyond that range it is considered blinded. Yrthaks are invulnerable to gaze attacks, visual effects of spells such as illusions, and other attack forms that rely on sight. A yrthak whose sense of hearing is impaired is effectively blinded, treating all targets as having total concealment.

Immunities: Yrthaks have immunity to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.

Skills: Yrthaks have a +4 racial bonus on Listen checks.

Advanced 14-HD Abyssal Drake

	Adnvanced 14-HD Abyssal Drake: CR 11; Huge Outsider (Chaotic, Evil, Extraplanar, Fire); HD 14d8+70; hp 133; Init +1; Spd 40 ft., fly 150 ft. (poor); AC 21 (-2 size, +1 Dex, +12 natural), touch 9, flat-footed 20; Base Atk +14; Grp +23; Atk Sting +24 melee (1d6+10 plus poison); Full Atk Sting +24 melee (1d6+10 plus poison) and bite +19 melee (2d6+5); or 2 claws +24 melee (2d4+10); Space/Reach 15 ft./10 ft.; SA Breath weapon, frightful presence, poison, rend; SQ Darkvision 60 ft., immunity to fire, magic sleep effects, and paralysis, low-light vision, outsider traits, scent, resistance to acid 20, cold 20, and electricity 20, vulnerability to cold; AL CE; SV Fort +14, Ref +10, Will +11; Str 30, Dex 12, Con 20, Int 6, Wis 15, Cha 15; 

Skills and feats: Bluff +18, Diplomacy +8, Hide +15, Intimidate +8, Listen +21, Move Silently +18, Search +15, Spot +21; Alertness, Flyby Attack, Power Attack, Power Dive, Quicken Breath;


Abyssal Drakes speak Abyssal and Common.

Breath Weapon (Su):  60-ft. cone, every 1d4 rounds, 10d6 special, Reflex DC 22 half.  Much like a flame strike spell, half of this damage is fire damage and the remainder is unholy damage (and thus not subject to resistance to fire and similar defenses).  The save DC is Constitution-based.

Frightful Presence (Ex):  When an abyssal drake charges, attacks, or flies overhead, it inspires terror in all creatures within 120 feet that have fewer Hit Dice or levels that it has.  Each potential victim must attempt at DC 17 Will save.  On a failure, a creature with 4 or fewer HD becomes panicked for 4d6 rounds, and one with 5 or more HD becomes shaken for 4d6 rounds.  A successful save leaves that opponent immune to that abyssal drake’s frightful presence for 24 hours.  Dragons ignore the frightful presence of an abyssal drake, as do other abyssal drakes.

Poison (Ex):  Sting, Fortitude DC 22; initial and secondary damage 2d6 Con.

Rend (Ex):  If an abyssal drake hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This rending attack automatically deals an extra 4d4+15 points of damage.

Cultist - Human Cleric11

	Cultist: female human Clr11 of Falazure; CR 11; Medium-size Humanoid (Human); HD 11d8+11; hp 61; Init +5; Spd 20 ft. (full plate); AC 26 (+1 Dex, +10 +2 full plate, +4 +2 heavy shield, +1 deflection), touch 12, flat-footed 25; Base Atk +8; Grp +9; Atk +1 flaming frost heavy mace +9 melee (1d8+1 plus 1d6 fire plus 1d6 cold); Full Atk +1 flaming frost heavy mace +9/+4 melee (1d8+1 plus 1d6 fire plus 1d6 cold); 

Space/Reach 5 ft./5 ft.; SA Spells; SQ Rebuke undead; AL NE; SV Fort +8 (+10), Ref +4 (+6), Will +12 (+14); Str 12, Dex 12, Con 12, Int 14, Wis 18 (20), Cha 14; 

Skills and feats: Concentration +15, Knowledge (arcana) +15, Knowledge (religion) +16, Knowledge (the planes) +15, Spellcraft +16; Combat Casting, Divine Spell Power, Spell Focus (Necromancy), Greater Spell Focus (Necromancy), Improved Initiative;


This cultist speaks Abyssal, Common, Draconic, and Infernal.

Possessions:  +2 full plate, +2 heavy shield, ring of protection +1, cloak of resistance +2, periapt of wisdom +2, +1 flaming frost heavy mace
Spells Prepared  (base DC = 15 + spell level, 17 + spell level for Necromancy): 0 – detect magic, detect poison, guidance, light, mending, resistance; 1st – bane, bless, deathwatch, doom x3, protection from good*; 2nd – death knell*, desecrate, hold person, sound burst x2, spiritual weapon; 3rd – bestow curse x2, blindness/deafness, magic circle against good*, searing light, wind wall; 4th – air walk, death ward, dimensional anchor, poison, unholy blight*; 5th – dispel good, flame strike x2, slay living*; 6th – blade barrier, create undead*;

*Domains:  Death, Evil

APL 14

Fiendish Troll Hunter (Rgr6) (2)

	Fiendish Troll Hunter: male troll Rgr6; CR 13; Large Giant (Extraplanar); HD 6d8+6d8+72; hp 130; Init +1; Spd 30 ft.; AC 21 (-1 size, +1 Dex, +6 natural, +5 +1 chain shirt), touch 10, flat-footed 20; Base Atk +10; Grp +21; Atk Claw +16 melee (1d6+7) or +1 battleaxe +17 melee (2d6+8/x3) or javelin +10 ranged (1d8+7); Full Atk 2 claws +16 melee (1d6+7) and bite +11 melee (1d6+3); or +1 battleaxe +17/+12 melee (2d6+8/x3) and claw +12 melee (1d6+3) and bite +12 melee (1d6+3); or javelin +10 ranged (1d8+7); Space/Reach 10 ft./10 ft.; SA Rend 2d6+10, spells, smite good; SQ Darkvision 90 ft., favored enemy humans (+4), favored enemy dwarves (+2), low-light vision, regeneration 5, scent, wild empathy, DR 10/magic, resistance to cold 10 and fire 10, SR 17; AL CE; SV Fort +16, Ref +8, Will +8; Str 25, Dex 12, Con 22, Int 10, Wis 15, Cha 10; 

Skills and feats: Knowledge (nature) +6, Knowledge (dungeoneering) +6, Listen +13, Move Silently +9, Search +6, Spot +13, Survival +11; Alertness, Cleave, EnduranceB, Improved Natural Armor, Improved Two-Weapon FightingB, Iron Will, Power Attack, TrackB, Two-Weapon FightingB;


This Troll Hunter speaks Giant.

Rend (Ex): If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 2d6+10 points of damage.

Smite Good (Su): Once per day the fiendish troll hunter can make a normal melee attack to deal extra damage equal to its HD total (+12) against a good foe.

Regeneration (Ex): Fire and acid deal normal damage to a troll. If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes. The creature can reattach the severed member instantly by holding it to the stump.

Ranger Spells Prepared (base DC = 12 + spell level): 1st – entangle, longstrider;

Advanced 18-HD Abyssal Drake

	Adnvanced 18-HD Abyssal Drake: CR 13; Huge Outsider (Chaotic, Evil, Extraplanar, Fire); HD 18d8+90; hp 171; Init +1; Spd 40 ft., fly 150 ft. (poor); AC 21 (-2 size, +1 Dex, +12 natural), touch 9, flat-footed 20; Base Atk +18; Grp +27; Atk Sting +28 melee (1d6+10 plus poison); Full Atk Sting +28 melee (1d6+10 plus poison) and bite +23 melee (2d6+5); or 2 claws +28 melee (2d4+10); Space/Reach 15 ft./10 ft.; SA Breath weapon, frightful presence, poison, rend; SQ Darkvision 60 ft., immunity to fire, magic sleep effects, and paralysis, low-light vision, outsider traits, scent, resistance to acid 20, cold 20, and electricity 20, vulnerability to cold; AL CE; SV Fort +16, Ref +12, Will +16; Str 30, Dex 12, Con 20, Int 6, Wis 16, Cha 15; 

Skills and feats: Bluff +21, Diplomacy +11, Hide +18, Intimidate +11, Listen +26, Move Silently +22, Search +19, Spot +26; Alertness, Flyby Attack, Power Attack, Power Dive, Quicken Breath, Iron Will, Snatch;


Abyssal Drakes speak Abyssal and Common.

Breath Weapon (Su):  60-ft. cone, every 1d4 rounds, 10d6 special, Reflex DC 24 half.  Much like a flame strike spell, half of this damage is fire damage and the remainder is unholy damage (and thus not subject to resistance to fire and similar defenses).  The save DC is Constitution-based.

Frightful Presence (Ex):  When an abyssal drake charges, attacks, or flies overhead, it inspires terror in all creatures within 120 feet that have fewer Hit Dice or levels that it has.  Each potential victim must attempt at DC 17 Will save.  On a failure, a creature with 4 or fewer HD becomes panicked for 4d6 rounds, and one with 5 or more HD becomes shaken for 4d6 rounds.  A successful save leaves that opponent immune to that abyssal drake’s frightful presence for 24 hours.  Dragons ignore the frightful presence of an abyssal drake, as do other abyssal drakes.

Poison (Ex):  Sting, Fortitude DC 24; initial and secondary damage 2d6 Con.

Rend (Ex):  If an abyssal drake hits with both claw attacks, it latches onto the opponent’s body and tears the flesh.  This rending attack automatically deals an extra 4d4+15 points of damage.

Cultist – Human Cleric13

	Cultist: female human Clr13 of Falazure; CR 13; Medium-size Humanoid (Human); HD 13d8+13; hp 72; Init +5; Spd 20 ft. (full plate); AC 27 (+1 Dex, +10 +2 full plate, +4 +2 heavy shield, +2 deflection), touch 13, flat-footed 26; Base Atk +9; Grp +10; Atk +1 flaming frost heavy mace +10 melee (1d8+1 plus 1d6 fire plus 1d6 cold); Full Atk +1 flaming frost heavy mace +10/+5 melee (1d8+1 plus 1d6 fire plus 1d6 cold); Space/Reach 5 ft./5 ft.; SA Spells; SQ Rebuke undead; AL NE; SV Fort +9 (+11), Ref +5 (+7), Will +13 (+15); Str 12, Dex 12, Con 12, Int 14, Wis 19 (21), Cha 14; 

Skills and feats: Concentration +17, Knowledge (arcana) +17, Knowledge (religion) +18, Knowledge (the planes) +17, Spellcraft +18; Combat Casting, Divine Spell Power, Spell Focus (Necromancy), Greater Spell Focus (Necromancy), Improved Initiative, Spell Penetration;


This cultist speaks Abyssal, Common, Draconic, and Infernal.

Possessions:  +2 full plate, +2 heavy shield, ring of protection +2, cloak of resistance +2, periapt of wisdom +2, +1 flaming frost heavy mace
Spells Prepared  (base DC = 15 + spell level, 17 + spell level for Necromancy): 0 – detect magic, detect poison, guidance, light, mending, resistance; 1st – bane, bless, deathwatch, doom x3, protection from good*; 2nd – death knell*, desecrate, hold person, silence, sound burst x2, spiritual weapon; 3rd – bestow curse x2, blindness/deafness, magic circle against good*, searing light, wind wall; 4th – air walk, death ward, dimensional anchor, freedom of movement, poison, unholy blight*; 5th – dispel good, flame strike x2, slay living*, wall of stone; 6th – blade barrier, create undead*, harm; 7th – blasphemy, finger of death*;

*Domains:  Death, Evil

APL 16

Fiendish Truly Horrid Umber Hulk

	Fiendish Truly Horrid Umber Hulk: CR 16; Huge Aberration (Extraplanar); HD 20d8+180; hp 270; Init +0; Spd 20 ft., burrow 20 ft.; AC 22 (-2 size, +14 natural), touch 8, flat-footed 22; Base Atk +15; 

Grp +36; Atk Claw +26 melee (3d6+13); Full Atk 2 claws +26 melee (3d6+13) and bite +24 melee (4d6+6); Space/Reach 15 ft./15 ft.; SA Confusing gaze, smite good; SQ Darkvision 60 ft., tremorsense 60 ft., DR 10/magic, resistance to cold 10 and fire 10, SR 25; AL CE; SV Fort +17, Ref +6, Will +15; Str 36, Dex 10, Con 29, Int 10, Wis 13, Cha 15; 

Skills and feats: Climb +23, Jump +15, Listen +21, Sense Motive +5; Great Fortitude, Improved Natural Attack (claw), Improved Natural Armor x3, Iron Will, Multiattack;


Fiendish Truly Horrid Umber Hulks speak Terran.

Confusing Gaze (Su):  Confusion as the spell, 30 feet, caster level 8th, Will DC 22 negates.  The save DC is Charisma-based.

Smite Good (Su): Once per day the fiendish truly horrid umber hulk can make a normal melee attack to deal extra damage equal to its HD total (+20) against a good foe.

Old Chaos Dragon

	Old Chaos Dragon: CR 16; Huge Dragon; HD 27d12+189; hp 365; Init +4; Spd 60 ft., fly 200 ft. (clumsy); AC 34 (-2 size, +26 natural), touch 8, flat-footed 34; Base Atk +27; Grp +42; Atk Bite +32 melee (2d8+7); Full Atk Bite +32 melee (2d8+7) and 2 claws +27 melee (3d6+3) and 2 wings +27 melee (1d8+3) and tail slap +27 (2d6+10); Space/Reach 15 ft./10 ft. (15 ft. with bite); SA Breath weapon, crush, frightful presence, spell-like abilities; SQ Blindsense 60 ft., DR 15/magic, darkvision 120 ft., immunity to compulsion effects, sleep, and paralysis effects, low-light vision, SR 30; AL CE; SV Fort +22, Ref +15, Will +21; Str 25, Dex 10, Con 25, Int 20, Wis 23, Cha 23; 

Skills and feats: Concentration, +37, Intimidate +36, Knowledge (arcana) +35, Knowledge (religion) +35, Knowledge (the planes) +35, Listen +38, Search +35, Sense Motive +36, Spot +38, Tumble +15, Use Magic Device +36; Alertness, Cleave, Flyby Attack, Hover, Improved Initiative, Improved Natural Attack (claw), Power Attack, Recover Breath, Snatch, Wingover;


This old chaos dragon speaks Abyssal, Common and Draconic.

Breath Weapon (Su):  100-ft. line of energy (16d4, Reflex save half) or a 50-ft. cone of confusion gas.  The energy type of its breath weapon is determined by rolling d%: 01-20 acid, 21-40 cold, 41-60 electricity, 61-80 fire, 81-100 sonic.  Even the dragon itself doesn’t know which type of energy it will emit before it actually breathes.  Creatures within the cone of confusion gas must succeed on a Will save or be confused for 1d6+8 rounds.  Save DC is 30.

Crush (Ex):  Area 15 ft. by 15 ft.; Small or smaller opponents take 2d8+10 points of bludgeoning damage, and must succeed on a DC 30 Reflex save or be pinned.

Frightful Presence (Ex):  270-ft. radius, HD 27 or fewer, Will DC 30 negates.

Spell-like Abilities (caster level 8th , base DC = 17 + spell level):  3/day – entropic shield, protection from law, chaos hammer; 1/day – dispel law, mind fog, word of chaos.

Cultist – Human Cleric15

	Cultist: female human Clr15 of Falazure; CR 15; Medium-size Humanoid (Human); HD 15d8+15; hp 83; Init +5; Spd 20 ft. (full plate); AC 27 (+1 Dex, +10 +2 full plate, +4 +2 heavy shield, +2 deflection), touch 13, flat-footed 26; Base Atk +11; Grp +13; Atk +1 flaming frost shock heavy mace +12 melee (1d8+1 plus 1d6 fire plus 1d6 cold plus 1d6 electricity); Full Atk +1 flaming frost shock heavy mace +12/+7/+2 melee (1d8+1 plus 1d6 fire plus 1d6 cold plus 1d6 electricity); Space/Reach 5 ft./5 ft.; SA Spells; SQ Rebuke undead; AL NE; SV Fort +12 (+15), Ref +6 (+9), Will +14 (+17); Str 12, Dex 12, Con 12, Int 14, Wis 19 (21), Cha 14; 

Skills and feats: Concentration +19, Knowledge (arcana) +19, Knowledge (religion) +20, Knowledge (the planes) +19, Spellcraft +20; Combat Casting, Divine Spell Power, Spell Focus (Necromancy), Greater Spell Focus (Necromancy), Improved Initiative, Spell Penetration, Great Fortitude;


This cultist speaks Abyssal, Common, Draconic, and Infernal.

Possessions:  +2 full plate, +2 heavy shield, ring of protection +2, cloak of resistance +3, periapt of wisdom +2, +1 flaming frost shock heavy mace
Spells Prepared  (base DC = 15 + spell level, 17 + spell level for Necromancy): 0 – detect magic, detect poison, guidance, light, mending, resistance; 1st – bane, bless, deathwatch, doom x3, protection from good*; 2nd – death knell*, desecrate, hold person, silence, sound burst x2, spiritual weapon; 3rd – bestow curse x2, blindness/deafness, magic circle against good*, searing light x2, wind wall; 4th – air walk, death ward, dimensional anchor, freedom of movement, poison, unholy blight*; 5th – dispel good, flame strike x2, slay living* x2, wall of stone; 6th – antilife shell, blade barrier, create undead*, harm; 7th – blasphemy, finger of death*, summon monster VII; 8th – fire storm, unholy aura*;

*Domains:  Death, Evil

APL 18

Ancient Chaos Dragon

	Old Chaos Dragon: CR 19; Gargantuan Dragon; HD 33d12+297; hp 512; Init +4; Spd 60 ft., fly 200 ft. (clumsy); AC 38 (-4 size, +32 natural), touch 6, flat-footed 38; Base Atk +33; Grp +54; Atk Bite +38 melee (4d6+9); Full Atk Bite +38 melee (4d6+9) and 2 claws +36 melee (3d8+4) and 2 wings +36 melee (2d6+4) and tail slap +36 (2d8+13); Space/Reach 20 ft./15 ft. (20 ft. with bite); SA Breath weapon, crush, frightful presence, tail sweep, spell-like abilities; SQ Blindsense 60 ft., DR 20/magic and 5/law, darkvision 120 ft., immunity to compulsion effects, sleep, and paralysis effects, low-light vision, SR 34; AL CE; SV Fort +27, Ref +18, Will +25; Str 29, Dex 10, Con 29, Int 22, Wis 25, Cha 26; 

Skills and feats: Concentration, +45, Intimidate +43, Knowledge (arcana) +42, Knowledge (religion) +42, Knowledge (the planes) +42, Listen +45, Search +42, Sense Motive +43, Spot +47, Tumble +18, Use Magic Device +43; Alertness, Cleave, Flyby Attack, Hover, Improved Initiative, Improved Natural Attack (claw), Power Attack, Recover Breath, Snatch, Wingover, Multiattack, Adroit Flyby Attack;


This old chaos dragon speaks Abyssal, Common and Draconic.

Breath Weapon (Su):  120-ft. line of energy (20d4, Reflex save half) or a 60-ft. cone of confusion gas.  The energy type of its breath weapon is determined by rolling d%: 01-20 acid, 21-40 cold, 41-60 electricity, 61-80 fire, 81-100 sonic.  Even the dragon itself doesn’t know which type of energy it will emit before it actually breathes.  Creatures within the cone of confusion gas must succeed on a Will save or be confused for 1d6+8 rounds.  Save DC is 35.

Crush (Ex):  Area 20 ft. by 20 ft.; Small or smaller opponents take 4d68+13 points of bludgeoning damage, and must succeed on a DC 35 Reflex save or be pinned.

Frightful Presence (Ex):  330-ft. radius, HD 33 or fewer, Will DC 35 negates.

Tail Sweep(Ex):  Half-circle 30 ft. in diameter, Small or smaller opponents take 2d6+13 points of bludgeoning damage, Reflex DC 35 half.

Spell-like Abilities (caster level 10th , base DC = 18 + spell level):  3/day – entropic shield, protection from law, chaos hammer; 1/day – dispel law, mind fog, mislead, word of chaos.

Fiendish Cloud Giant Ftr4/Bbn1

	Fiendish Cloud Giant: male Ftr4/Bbn1; CR 18; Huge Giant (Air, Extraplanar); HD 17d8+4d10+1d12+130; hp 259; Init +1; Spd 60 ft.; AC 25 (-2 size, +1 Dex, +12 natural, +4 chain shirt), touch 19, flat-footed 24; Base Atk +17; Grp +38; Atk Gargantuan morningstar +29 melee (4d6+21/19-20) or slam +28 melee (1d6+13) or rock +17 ranged (2d8+13); Full Atk Gargantuan morningstar +29/+24/+19/+14 melee (4d6+21/19-20) or 2 slams +28 melee (1d6+13) or rock +17 ranged (2d8+13); Space/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities, smite good, rage 1/day; SQ Low-light vision oversized weapon, rock catching, scent, darkvision 60 ft., DR 10/magic, resistance to cold 10 and fire 10, SR 25, fast movement; AL NE; SV Fort +22, Ref +7, Will +11; Str 36, Dex 13, Con 23, Int 12, Wis 16, Cha 13; 

Skills and feats: Climb +27, Craft (Alchemy) +11, Diplomacy +3, Intimidate +17, Listen +18, Perform (harp) +2, Sense Motive +9, Spot +15; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack, Weapon Focus (morningstar), Weapon Specialization (morningstar), Improved Critical (morningstar), Blind-Fight, Improved Toughness;


This cloud giant speaks Common and Giant.

Rock Throwing (Ex):  The range increment is 140 feet for a cloud giant’s thrown rocks.

Oversized Weapon (Ex):  A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.

Spell-like Abilities:  3/day – levitate (self plus 2,000 pounds), obscuring mist; 1/day – fog cloud.  Caster level 15th.

Smite Good (Su): Once per day the fiendish cloud giant can make a normal melee attack to deal extra damage equal to its HD total (+20) against a good foe.

Cultist – Human Cleric17

	Cultist: female human Clr17 of Falazure; CR 17; Medium-size Humanoid (Human); HD 17d8+17; hp 94; Init +5; Spd 20 ft. (full plate); AC 27 (+1 Dex, +10 +2 full plate, +4 +2 heavy shield, +2 deflection), touch 13, flat-footed 26; Base Atk +12; Grp +14; Atk +1 flaming frost shock heavy mace +14 melee (1d8+1 plus 1d6 fire plus 1d6 cold plus 1d6 electricity); Full Atk +1 flaming frost shock heavy mace +14/+9/+4 melee (1d8+1 plus 1d6 fire plus 1d6 cold plus 1d6 electricity); Space/Reach 5 ft./5 ft.; SA Spells; SQ Rebuke undead; AL NE; SV Fort +13 (+17), Ref +6 (+10), Will +15 (+19); Str 12, Dex 12, Con 12, Int 14, Wis 20 (24), Cha 14; 

Skills and feats: Concentration +21, Knowledge (arcana) +21, Knowledge (religion) +22, Knowledge (the planes) +21, Spellcraft +22; Combat Casting, Divine Spell Power, Spell Focus (Necromancy), Greater Spell Focus (Necromancy), Improved Initiative, Spell Penetration, Great Fortitude;


This cultist speaks Abyssal, Common, Draconic, and Infernal.

Possessions:  +2 full plate, +2 heavy shield, ring of protection +2, cloak of resistance +4, periapt of wisdom +4, +1 flaming frost shock heavy mace
Spells Prepared  (base DC = 17 + spell level, 19 + spell level for Necromancy): 0 – detect magic, detect poison, guidance, light, mending, resistance; 1st – bane, bless, deathwatch, doom x3, protection from good*; 2nd – death knell*, desecrate, hold person, silence, sound burst x2, spiritual weapon; 3rd – bestow curse x2, blindness/deafness, magic circle against good*, searing light x2, wind wall; 4th – air walk, death ward, dimensional anchor, freedom of movement, poison x2, unholy blight*; 5th – dispel good, flame strike x2, slay living* x2, wall of stone; 6th – antilife shell, blade barrier, create undead*, greater dispel magic, harm x2; 7th – blasphemy, ethereal jaunt,  finger of death*, repulsion, summon monster VII; 8th – earthquake, fire storm, unholy aura*; 9th – energy drain, wail of the banshee*
*Domains:  Death, Evil

APL 10

Dread Wraith

	Dread Wraith: CR 11; Large Undead (Incorporeal); HD 16d12; hp 104; Init +13; Spd Fly 60 ft. (good); AC 25 (–1 size, +9 Dex, +7 deflection), touch 25, flat-footed 16; Base Atk +8; Grp --; Atk Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain); Full Atk Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain); Space/Reach 10 ft./10 ft.; SA Constitution drain, create spawn; SQ Darkvision 60 ft., daylight powerlessness, incorporeal traits, lifesense 60 ft., undead traits, unnatural aura; AL LE; SV Fort +5, Ref +14, Will +14; Str —, Dex 28, Con —, Int 17, Wis 18, Cha 24; 

Skills and feats: Diplomacy +9, Hide +24, Intimidate +26, Knowledge (religion) +22, Listen +25, Search +22, Sense Motive +23, Spot +25, Survival +4 (+6 following tracks); AlertnessB, Blind-Fight, Combat Reflexes, Dodge, Improved InitiativeB, Improved Natural Attack (incorporeal touch), Mobility, Spring Attack;


Wraiths speak Common and Infernal.

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. 

Lifesense (Su): A dread wraith notices and locates living creatures within 60 feet, just as if it possessed the blindsight ability. It also senses the strength of their life force automatically, as if it had cast deathwatch.

Constitution Drain (Su): Living creatures hit by a dread wraith’s incorporeal touch attack must succeed on a DC 25 Fortitude save or take 1d8 points of Constitution drain. The save DC is Charisma-based. On each such successful attack, the dread wraith gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a dread 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.

Greater Shadow

	Greater Shadow: CR 8; Medium Undead (Incorporeal); HD 9d12; hp 58; Init +2; Spd Fly 40 ft. (good); AC 14 (+2 Dex, +2 deflection), touch 14, flat-footed 12; Base Atk +4; Grp --; Atk Incorporeal touch +4 melee (1d8 Str); Full Atk Incorporeal touch +4 melee (1d8 Str); Space/Reach 5 ft./5 ft.; SA Create spawn, strength damage; SQ Darkvision 60 ft., incorporeal traits, +2 turn resistance, undead traits; AL CE; SV Fort +3, Ref +5, Will +7; Str --, Dex 15, Con --, Int 6, Wis 12, Cha 14; 

Skills and feats: Hide +14*, Listen +9, Search +6, Spot +9; Alertness, Dodge, Mobility, Spring Attack;


Shadows cannot speak intelligibly.

Strength Damage (Su): The touch of a shadow deals 1d8 points of Strength damage to a living foe. A creature reduced to Strength 0 by a shadow dies. This is a negative energy effect.

Create Spawn (Su): Any humanoid reduced to Strength 0 by a shadow becomes a shadow under the control of its killer within 1d4 rounds.

Skills: Shadows have a +2 racial bonus on Listen and Spot checks and a +4 racial bonus on Search checks. *A shadow gains a +4 racial bonus on Hide checks in areas of shadowy illumination. In brightly lit areas, it takes a –4 penalty on Hide checks.

Bodak (2)

	Bodak: CR 8; Medium Undead (Extraplanar); HD 9d12; hp 58; Init +6; Spd 20 ft.; AC 20 (+2 Dex, +8 natural), touch 12, flat-footed 18; Base Atk +4; Grp +5; Atk Slam +6 melee (1d8+1); Full Atk 

Slam +6 melee (1d8+1); Space/Reach 5 ft./5 ft.; SA Death gaze; SQ Damage reduction 10/cold iron, darkvision 60 ft., immunity to electricity, resistance to acid 10 and fire 10, undead traits, vulnerability to sunlight; AL CE; SV Fort +3, Ref +5, Will +7; Str 13, Dex 15, Con —, Int 6, Wis 12, Cha 12; 

Skills and feats: Listen +11, Move Silently +10, Spot +11; Alertness, Dodge, Improved Initiative, Weapon Focus (slam);


These bodaks speak Common.

Death Gaze (Su): Death, range 30 feet, Fortitude DC 15 negates. Humanoids who die from this attack are transformed into bodaks 24 hours later. The save DC is Charisma-based.

Vulnerability to Sunlight (Ex): Bodaks loathe sunlight, for its merest touch burns their impure flesh. Each round of exposure to the direct rays of the sun deals 1 point of damage to the creature.

APL 12

Dread Wraith (2)

	Dread Wraith: CR 11; Large Undead (Incorporeal); HD 16d12; hp 104; Init +13; Spd Fly 60 ft. (good); AC 25 (–1 size, +9 Dex, +7 deflection), touch 25, flat-footed 16; Base Atk +8; Grp --; Atk Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain); Full Atk Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain); Space/Reach 10 ft./10 ft.; SA Constitution drain, create spawn; SQ Darkvision 60 ft., daylight powerlessness, incorporeal traits, lifesense 60 ft., undead traits, unnatural aura; AL LE; SV Fort +5, Ref +14, Will +14; Str —, Dex 28, Con —, Int 17, Wis 18, Cha 24; 

Skills and feats: Diplomacy +9, Hide +24, Intimidate +26, Knowledge (religion) +22, Listen +25, Search +22, Sense Motive +23, Spot +25, Survival +4 (+6 following tracks); AlertnessB, Blind-Fight, Combat Reflexes, Dodge, Improved InitiativeB, Improved Natural Attack (incorporeal touch), Mobility, Spring Attack;


Wraiths speak Common and Infernal.

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. 

Lifesense (Su): A dread wraith notices and locates living creatures within 60 feet, just as if it possessed the blindsight ability. It also senses the strength of their life force automatically, as if it had cast deathwatch.

Constitution Drain (Su): Living creatures hit by a dread wraith’s incorporeal touch attack must succeed on a DC 25 Fortitude save or take 1d8 points of Constitution drain. The save DC is Charisma-based. On each such successful attack, the dread wraith gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a dread 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.

Advanced 17-HD Bodak

	Advanced 17-HD Bodak: CR 12; Large Undead (Extraplanar); HD 17d12; hp 111; Init +5; Spd 20 ft.; AC 21 (-1 size, +1 Dex, +11 natural), touch 10, flat-footed 20; Base Atk +8; Grp +13; Atk Slam +13 melee (3d6+5/19-20); Full Atk Slam +13 melee (3d6+5/19-20); Space/Reach 10 ft./10 ft.; SA Death gaze; SQ Damage reduction 10/cold iron, darkvision 60 ft., immunity to electricity, resistance to acid 10 and fire 10, undead traits, vulnerability to sunlight; AL CE; SV Fort +5, Ref +6, Will +11; Str 21, Dex 13, Con —, Int 6, Wis 12, Cha 14; 

Skills and feats: Listen +16, Move Silently +15, Spot +16; Alertness, Dodge, Improved Initiative, Weapon Focus (slam), Improved Natural Attack (slam), Improved Critical (slam);


These bodaks speak Common.

Death Gaze (Su): Death, range 30 feet, Fortitude DC 20 negates. Humanoids who die from this attack are transformed into bodaks 24 hours later. The save DC is Charisma-based.

Vulnerability to Sunlight (Ex): Bodaks loathe sunlight, for its merest touch burns their impure flesh. Each round of exposure to the direct rays of the sun deals 1 point of damage to the creature.

APL 14

Deathbringer

	Deathbringer: CR 17; Large Undead; HD 30d12; hp 195; Init +2; Spd 40 ft.; AC 33 (-1 size, +1 Dex, +16 natural, +6 banded mail, +1 shield), touch 10, flat-footed 32; Base Atk +15; Grp +24; Atk Large flail +20 melee (2d6+5/19-20) or slam +19 melee (1d8+5); Full Atk Large flail +16/+11/+6 melee (2d6+5/19-20) and Large flail +16 melee (2d6+2/19-20); or 2 slams +19 (1d8+5); Space/Reach 10 ft./10 ft.; SA Greater dispelling, negative burst, trample 2d4+7; SQ Undead traits; AL NE; SV Fort +10, Ref +12, Will +19; Str 20, Dex 15, Con --, Int 13, Wis 14, Cha 7; 

Skills and feats: Intimidate +31, Jump +36, Listen +35, Move Silently +29, Spot +35; Blind-Fight, Cleave, Combat Reflexes, Great Cleave, Improved Bull Rush, Improved Critical (flail), Improved Sunder, Power Attack, Two-Weapon Defense, Two-Weapon Fighting, Weapon Focus (flail);


This deathbringer speaks Abyssal and Common.

Greater Dispelling (Sp):  A deathbringer can produce a greater dispel magic effect at will.  Caster level 20th.

Negative burst (Su):  A deathbringer can release a silent burst of negative energy at a range of up to 100 feet.  The burst has a 20-foot radius and deals 1d8+10 points of negative energy damage to each living creature in the area (Will DC 23 half).  Once a deathbringer release a negative burst, it must wait 1d4 rounds before it can do so again.

Ghasts (5)

	Ghast: CR 3; Medium Undead; HD 4d12+3; hp 29; Init +3; Spd 30 ft.; AC 17 (+3 Dex, +4 natural), touch 12, flat-footed 14; Base Atk +2; Grp +5; Atk Bite +5 melee (1d8+3 plus paralysis); Full Atk Bite +5 melee (1d8+3 plus paralysis) and 2 claws +3 melee (1d4+1 plus paralysis); Space/Reach 5 ft./5 ft.; SA 

Ghoul fever, paralysis, stench; SQ Darkvision 60 ft., undead traits, +2 turn resistance; AL CE; SV Fort +1, Ref +4, Will +6; Str 17, Dex 17, Con —, Int 13, Wis 14, Cha 16; 

Skills and feats: Balance +7, Climb +9, Hide +8, Jump +9, Move Silently +8, Spot +8; Multiattack, Toughness;


These ghouls speak Common.

Ghoul Fever (Su): Disease—bite, Fortitude DC 15, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based.

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 15 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 15 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

APL 16

Famine Spirit

	Famine Spirit: CR 19; Medium-size Undead; HD 32d12; hp 208; Init +4; Spd 60 ft.; AC 18 (+8 natural), touch 10, flat-footed 18; Base Atk +16; Grp +19; Atk Bite +19 melee (1d8+3/19-20/vorpal); Full Atk Bite +19 melee (1d8+3/19-20/vorpal) and 2 claws +17 melee (1d6+1); Space/Reach 5 ft./5 ft.; SA Aura of pain, vorpal bite; SQ Create spawn, ethereal jaunt, fast healing 10, scent, see invisibility, undead traits; AL 

NE; SV Fort +10, Ref +10, Will +20; Str 16, Dex 11, Con --, Int 14, Wis 15, Cha 15; 

Skills and feats: Balance +35, Climb +38, Jump +50, Listen +37, Search +37, Spot +37; Blind-Fight, Cleave, Combat Expertise, Great Cleave, Improved Bull Rush, Improved Critical (bite), Improved Initiative, Improved Sunder, Improved Trip, Multiattack, Power Attack;


This famine spirit speaks Common.

Aura of Pain (Su):  The famine spirit radiates a continual symbol of pain effect (save DC 28) as a 60-ft. radius emanation.  A creature that fails its save is affect while within the area and for 10 minutes after leaving it.  A successful save makes a creature immune to that famine spirit’s aura of pain for 24 hours.

Vorpal Bite (Ex):  The bite of a famine spirit severs the head of a Large or smaller opponent on a critical hit.

Create Spawn (Su):  A famine spirit rarely leaves corpses in its wake, but sometimes it is forced to flee and leave slain opponents behind.  Each of these corpses rises in 1d3 days as a famine spirit, unless a protection from evil spell is cast upon it before that time.

Ethereal Jaunt (Su):  Three times per day, a famine spirit can produce an ethereal jaunt effect (caster level 20th).  It uses this ability primarily to enter storehouses or to deal with ethereal interlopers.

See Invisibility (Su):  A famine spirit can see invisible objects and beings as if under the effect of a see invisibility spell.  This ability is always active.

Ghasts (5)

	Ghast: CR 3; Medium Undead; HD 4d12+3; hp 29; Init +3; Spd 30 ft.; AC 17 (+3 Dex, +4 natural), touch 12, flat-footed 14; Base Atk +2; Grp +5; Atk Bite +5 melee (1d8+3 plus paralysis); Full Atk Bite +5 melee (1d8+3 plus paralysis) and 2 claws +3 melee (1d4+1 plus paralysis); Space/Reach 5 ft./5 ft.; SA 

Ghoul fever, paralysis, stench; SQ Darkvision 60 ft., undead traits, +2 turn resistance; AL CE; SV Fort +1, Ref +4, Will +6; Str 17, Dex 17, Con —, Int 13, Wis 14, Cha 16; 

Skills and feats: Balance +7, Climb +9, Hide +8, Jump +9, Move Silently +8, Spot +8; Multiattack, Toughness;


These ghouls speak Common.

Ghoul Fever (Su): Disease—bite, Fortitude DC 15, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based.

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 15 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 15 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

APL 18

Famine Spirit (2)

	Famine Spirit: CR 19; Medium-size Undead; HD 32d12; hp 208; Init +4; Spd 60 ft.; AC 18 (+8 natural), touch 10, flat-footed 18; Base Atk +16; Grp +19; Atk Bite +19 melee (1d8+3/19-20/vorpal); Full Atk Bite +19 melee (1d8+3/19-20/vorpal) and 2 claws +17 melee (1d6+1); Space/Reach 5 ft./5 ft.; SA Aura of pain, vorpal bite; SQ Create spawn, ethereal jaunt, fast healing 10, scent, see invisibility, undead traits; AL 

NE; SV Fort +10, Ref +10, Will +20; Str 16, Dex 11, Con --, Int 14, Wis 15, Cha 15; 

Skills and feats: Balance +35, Climb +38, Jump +50, Listen +37, Search +37, Spot +37; Blind-Fight, Cleave, Combat Expertise, Great Cleave, Improved Bull Rush, Improved Critical (bite), Improved Initiative, Improved Sunder, Improved Trip, Multiattack, Power Attack;


These famine spirit speak Common.

Aura of Pain (Su):  The famine spirit radiates a continual symbol of pain effect (save DC 28) as a 60-ft. radius emanation.  A creature that fails its save is affect while within the area and for 10 minutes after leaving it.  A successful save makes a creature immune to that famine spirit’s aura of pain for 24 hours.

Vorpal Bite (Ex):  The bite of a famine spirit severs the head of a Large or smaller opponent on a critical hit.

Create Spawn (Su):  A famine spirit rarely leaves corpses in its wake, but sometimes it is forced to flee and leave slain opponents behind.  Each of these corpses rises in 1d3 days as a famine spirit, unless a protection from evil spell is cast upon it before that time.

Ethereal Jaunt (Su):  Three times per day, a famine spirit can produce an ethereal jaunt effect (caster level 20th).  It uses this ability primarily to enter storehouses or to deal with ethereal interlopers.

See Invisibility (Su):  A famine spirit can see invisible objects and beings as if under the effect of a see invisibility spell.  This ability is always active.

Ghasts (10)

	Ghast: CR 3; Medium Undead; HD 4d12+3; hp 29; Init +3; Spd 30 ft.; AC 17 (+3 Dex, +4 natural), touch 12, flat-footed 14; Base Atk +2; Grp +5; Atk Bite +5 melee (1d8+3 plus paralysis); Full Atk Bite +5 melee (1d8+3 plus paralysis) and 2 claws +3 melee (1d4+1 plus paralysis); Space/Reach 5 ft./5 ft.; SA 

Ghoul fever, paralysis, stench; SQ Darkvision 60 ft., undead traits, +2 turn resistance; AL CE; SV Fort +1, Ref +4, Will +6; Str 17, Dex 17, Con —, Int 13, Wis 14, Cha 16; 

Skills and feats: Balance +7, Climb +9, Hide +8, Jump +9, Move Silently +8, Spot +8; Multiattack, Toughness;


These ghouls speak Common.

Ghoul Fever (Su): Disease—bite, Fortitude DC 15, incubation period 1 day, damage 1d3 Con and 1d3 Dex. The save DC is Charisma-based.

Paralysis (Ex): Those hit by a ghast’s bite or claw attack must succeed on a DC 15 Fortitude save or be paralyzed for 1d4+1 rounds. Even elves can be affected by this paralysis. The save DC is Charisma-based.

Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. Living creatures within 10 feet must succeed on a DC 15 Fortitude save or be sickened for 1d6+4 minutes. A creature that successfully saves cannot be affected again by the same ghast’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Charisma-based.

APL 10

Khaasta Drd7

	Khaasta: female khaasta Drd7 of Semuanya; CR 10; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 10d8+20; hp 65; Init +2; Spd 40 ft.; AC 25 (+2 Dex, +3  +1 leather, +3  +1 darkwood shield, +6 natural, +1 deflection), touch 13, flat-footed 23; Base Atk +8; Grp +9; Atk Bite +9 melee (1d4+1) or scimitar +9 melee (1d6+1/18-20); Full Atk Bite +9 melee (1d4+1), or scimitar +9/+4 melee (1d6+1/18-20) and bite +4 melee (1d4); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., animal companion, nature sense, wild empathy, woodland stride, trackless step, resist nature’s lure, wild shape 3/day; AL CN; SV Fort +7, Ref +6, Will +10; Str 13, Dex 14, Con 14, Int 10, Wis 20, Cha 10; 

Skills and feats: Climb +4, Concentration +15, Handle Animal +8, Intimidate +3, Knowledge (nature) +5, Knowledge (the planes) +3, Ride +4, Spot +8, Survival +13; Spell Focus (Conjuration), Augment Summoning, Track, Combat Casting;


Khaastas speak Common and Draconic.

Possessions:  +1 leather armor, +1 darkwood shield, +1 ring of protection, +1 cloak of resistance, scimitar, mistletoe and holly, spell components pouch

Spells prepared (caster level 7th; save DC = 15 + spell level, 16 + spell level for Conjuration): 0—create water, cure minor wounds, detect magic, know direction, read magic, resistance; 1st—cure light wounds, entangle, faerie fire, longstrider, obscuring mist, produce flame; 2nd—flaming sphere, gust of wind, soften earth and stone, warp wood; 3rd—call lightning, sleet storm, spike growth; 4th—flame strike, ice storm.

Khaasta Rog7

	Khaasta: male khaasta Rog7; CR 10; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+7d6+20; hp 58; Init +5; Spd 40 ft.; AC 29 (+5 Dex, +6 +1 mithral breastplate, +2 +1 darkwood buckler, +6 natural, +1 deflection), touch 16, flat-footed 29; Base Atk +8; Grp +9; Atk Bite +13 melee (1d4+1) or rapier +13 melee (1d6+1/15-20) or composite shortbow +13 ranged (1d6); Full Atk Bite +13 melee (1d4+1), or rapier +13/+8 melee (1d6+1/15-20) and bite +8 melee (1d4), or composite shortbow +13/+8 ranged (1d6); Space/Reach 5 ft./5 ft.; SA Sneak attack +4d6; SQ Darkvision 60 ft. trapfinding, evasion, trap sense +2, uncanny dodge; AL CE; SV Fort +5, Ref +13, Will +5; Str 13, Dex 20, Con 14, Int 13, Wis 10, Cha 11; 

Skills and feats: Bluff +13, Climb +3, Escape Artist +8, Handle Animal +3, Intimidate +3, Knowledge (the planes) +4, Listen +13, Ride +7, Search +11, Spot +13, Survival +3, Tumble +17; Combat Expertise, Improved Critical (rapier), Improved Feint, Weapon Finesse;


Khaastas speak Common and Draconic.

Possessions:  +1 mithral breastplate, +1 darkwood buckler, +1 ring of protection, +1 cloak of resistance, rapier, composite shortbow, 20 arrows

Khaasta Ftr6

	Khaasta: female khaasta Ftr6; CR 9; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+6d10+18; hp 65; Init +1; Spd 30 ft.; AC 28 (+1 Dex, +10 +2 full plate, +6 natural, +1 deflection), touch 12, flat-footed 27; Base Atk +9; Grp +14; Atk Bite +14 melee (1d4+5) or +1 halberd +16 melee (1d10+8) or +1 greatsword +16 melee (2d6+10/17-20); Full Atk Bite +14 melee (1d4+5), or +1 halberd +16/+11 melee (1d10+8) and bite +9 melee (1d4+2), or +1 greatsword +16/+11 melee (2d6+10/17-20) and bite +9 melee (1d4+2); Space/Reach 5 ft./5 ft. (10 ft. with halberd); SA --; SQ Darkvision 60 ft.; AL CE; SV Fort +7, Ref +7, Will +7; Str 20, Dex 13, Con 14, Int 10, Wis 13, Cha 11; 

Skills and feats: Climb +7, Handle Animal +3, Intimidate +7, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4; Power Attack, Cleave, Weapon Focus (halberd), Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Quick Draw;


Khaastas speak Common and Draconic.

Possessions:  +2 full plate, +1 halberd, +1 greatsword, +1 ring of protection, +1 cloak of resistance
Khaasta Sor6

	Khaasta: male khaasta Sor6; CR 9; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+6d4+9; hp 44; Init +2; Spd 40 ft.; AC 21 (+2 Dex, +2 bracers of armor +2, +6 natural, +1 deflection), touch 13, flat-footed 19; Base Atk +6; Grp +6; Atk Bite +6 melee (1d4) or morningstar +6 melee (1d8) or light crossbow +8 ranged (1d8); Full Atk Bite +6 melee (1d4), or morningstar +6/+1 melee (1d8) and bite +1 melee (1d4), or light crossbow +8 ranged (1d8); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., familiar; AL CE; SV Fort +5, Ref +8, Will +10; Str 11, Dex 14, Con 13, Int 10, Wis 13, Cha 20; 

Skills and feats: Climb +3, Concentration +16, Handle Animal +8, Intimidate +8, Knowledge (the planes) +3, Listen +3, Ride +4, Spot +6, Survival +4; AlertnessB, Spell Focus (Evocation), Greater Spell Focus (Evocation), Empower Spell, Skill Focus (Concentration);


Khaastas speak Common and Draconic.

Possessions:  +2 bracers of armor, +1 ring of protection, +1 cloak of resistance, spell component pouch, rat familiar, morningstar, light crossbow, 20 bolts

Spells (caster level 6th, spells/day 6/8/6/4; save DC = 15 + spell level, 17 + spell level for Evocation): 0—acid splash, detect magic, flare, ghost sound, mage hand, ray of frost, touch of fatigue; 1st—burning hands, magic missile, ray of enfeeblement, shield; 2nd—scorching ray, web; 3rd—fireball;

APL 12

Khaasta Drd9

	Khaasta: female khaasta Drd9 of Semuanya; CR 12; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 12d8+24; hp 78; Init +2; Spd 40 ft.; AC 26 (+2 Dex, +3  +1 leather, +3  +1 darkwood shield, +6 natural, +2 deflection), touch 14, flat-footed 24; Base Atk +9; Grp +10; Atk Bite +10 melee (1d4+1) or scimitar +10 melee (1d6+1/18-20); Full Atk Bite +10 melee (1d4+1), or scimitar +10/+5 melee (1d6+1/18-20) and bite +5 melee (1d4); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., animal companion, nature sense, wild empathy, woodland stride, trackless step, resist nature’s lure, wild shape 3/day, wild shape (Large), venom immunity; AL CN; SV Fort +9, Ref +8, Will +13; Str 13, Dex 14, Con 14, Int 10, Wis 21 (23), Cha 10; 

Skills and feats: Climb +4, Concentration +17, Handle Animal +10, Intimidate +3, Knowledge (nature) +7, Knowledge (the planes) +3, Ride +4, Spot +9, Survival +16; Spell Focus (Conjuration), Augment Summoning, Track, Combat Casting, Greater Spell Focus (Conjuration);


Khaastas speak Common and Draconic.

Possessions:  +1 leather armor, +1 darkwood shield, +2 ring of protection, +2 cloak of resistance, scimitar, mistletoe and holly, spell components pouch, periapt of wisdom +2
Spells prepared (caster level 7th; save DC = 16 + spell level, 18 + spell level for Conjuration): 0—create water, cure minor wounds, detect magic, know direction, read magic, resistance; 1st—cure light wounds, entangle, faerie fire ,heat metal,  longstrider, obscuring mist, produce flame; 2nd—barkskin, flaming sphere, gust of wind, soften earth and stone, warp wood; 3rd—call lightning, sleet storm, spike growth, wind wall; 4th—antilife shell, flame strike, ice storm; 5th—baleful polymorph, wall of thorns.

Khaasta Rog9

	Khaasta: male khaasta Rog9; CR 12; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+9d6+24; hp 69; Init +6; Spd 40 ft.; AC 30 (+5 Dex, +6 +1 mithral breastplate, +2 +1 darkwood buckler, +6 natural, +2 deflection), touch 17, flat-footed 30; Base Atk +9; Grp +10; Atk Bite +15 melee (1d4+1) or rapier +15 melee (1d6+1/15-20) or composite shortbow +15 ranged (1d6); Full Atk Bite +15 melee (1d4+1), or rapier +15/+10 melee (1d6+1/15-20) and bite +10 melee (1d4), or composite shortbow +15/+10 ranged (1d6); Space/Reach 5 ft./5 ft.; SA Sneak attack +5d6; SQ Darkvision 60 ft. trapfinding, evasion, trap sense +3, improved uncanny dodge; AL CE; SV Fort +7, Ref +16, Will +9; Str 13, Dex 21 (23), Con 14, Int 13, Wis 10, Cha 11; 

Skills and feats: Bluff +15, Climb +7, Escape Artist +11, Handle Animal +3, Intimidate +3, Knowledge (the planes) +4, Listen +15, Ride +8, Search +13, Spot +15, Survival +3, Tumble +20; Combat Expertise, Improved Critical (rapier), Improved Feint, Weapon Finesse, Iron Will;


Khaastas speak Common and Draconic.

Possessions:  +1 mithral breastplate, +1 darkwood buckler, +2 ring of protection, +2 cloak of resistance, rapier, composite shortbow, 20 arrows, gloves of dexterity +2
Khaasta Ftr8

	Khaasta: female khaasta Ftr8; CR 11; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+8d10+22; hp 80; Init +1; Spd 30 ft.; AC 29 (+1 Dex, +10 +2 full plate, +6 natural, +2 deflection), touch 13, flat-footed 28; Base Atk +11; Grp +17; Atk Bite +17 melee (1d4+6) or +1 halberd +19 melee (1d10+10) or +1 greatsword +20 melee (2d6+12/17-20); Full Atk Bite +17 melee (1d4+6), or +1 halberd +19/+14/+9 melee (1d10+10) and bite +12 melee (1d4+3), or +1 greatsword +20/+15/+10 melee (2d6+12/17-20) and bite +12 melee (1d4+3); Space/Reach 5 ft./5 ft. (10 ft. with halberd); SA --; SQ Darkvision 60 ft.; AL CE; SV Fort +9, Ref +8, Will +8; Str 20 (22), Dex 13, Con 14, Int 10, Wis 13, Cha 11; 

Skills and feats: Climb +12, Handle Animal +3, Intimidate +7, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4; Power Attack, Cleave, Weapon Focus (halberd), Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Quick Draw, Greater Weapon Focus (greatsword);


Khaastas speak Common and Draconic.

Possessions:  +2 full plate, +1 halberd, +1 greatsword, +2 ring of protection, +2 cloak of resistance, gauntlets of ogre power
Khaasta Sor8

	Khaasta: male khaasta Sor8; CR 11; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+8d4+11; hp 51; Init +2; Spd 40 ft.; AC 23 (+2 Dex, +3 bracers of armor +3, +6 natural, +2 deflection), touch 14, flat-footed 21; Base Atk +7; Grp +7; Atk Bite +7 melee (1d4) or morningstar +7 melee (1d8) or light crossbow +9 ranged (1d8); Full Atk Bite +7 melee (1d4), or morningstar +7/+2 melee (1d8) and bite +2 melee (1d4), or light crossbow +9 ranged (1d8); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., familiar; AL CE; SV Fort +6, Ref +9, Will +12; Str 11, Dex 14, Con 13, Int 10, Wis 13, Cha 20 (22); 

Skills and feats: Climb +3, Concentration +18, Handle Animal +9, Intimidate +9, Knowledge (the planes) +3, Listen +3, Ride +4, Spellcraft +2, Spot +6, Survival +4; AlertnessB, Spell Focus (Evocation), Greater Spell Focus (Evocation), Empower Spell, Skill Focus (Concentration);


Khaastas speak Common and Draconic.

Possessions:  +3 bracers of armor, +2 ring of protection, +2 vest of resistance, spell component pouch, rat familiar, morningstar, light crossbow, 20 bolts, cloak of Charisma +2
Spells (caster level 6th, spells/day 6/8/8/6/4; save DC = 16 + spell level, 18 + spell level for Evocation): 0—acid splash, detect magic, flare, ghost sound, mage hand, ray of frost, read magic, touch of fatigue; 1st—burning hands, grease, magic missile, ray of enfeeblement, shield; 2nd—invisibility, scorching ray, web; 3rd—fireball, fly; 4th—Otiluke’s resilient sphere.

APL 14

Khaasta Drd11

	Khaasta: female khaasta Drd11 of Semuanya; CR 14; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 14d8+28; hp 81; Init +2; Spd 40 ft.; AC 28 (+2 Dex, +4  +2 leather, +4  +2 darkwood shield, +6 natural, +2 deflection), touch 14, flat-footed 26; Base Atk +11; Grp +12; Atk Bite +12 melee (1d4+1) or scimitar +12 melee (1d6+1/18-20); Full Atk Bite +12 melee (1d4+1), or scimitar +12/+7/+2 melee (1d6+1/18-20) and bite +7 melee (1d4); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., animal companion, nature sense, wild empathy, woodland stride, trackless step, resist nature’s lure, wild shape 4/day, wild shape (Large), venom immunity, wild shape (Tiny); AL CN; SV Fort +11, Ref +10, Will +15; Str 13, Dex 14, Con 14, Int 10, Wis 21 (23), Cha 10; 

Skills and feats: Climb +4, Concentration +19, Handle Animal +12, Intimidate +3, Knowledge (nature) +9, Knowledge (the planes) +3, Ride +4, Spot +9, Survival +18; Spell Focus (Conjuration), Augment Summoning, Track, Combat Casting, Greater Spell Focus (Conjuration);


Khaastas speak Common and Draconic.

Possessions:  +2 leather armor, +2 darkwood shield, +2 ring of protection, +3 cloak of resistance, scimitar, mistletoe and holly, spell components pouch, periapt of wisdom +2
Spells prepared (caster level 7th; save DC = 16 + spell level, 18 + spell level for Conjuration): 0—create water, cure minor wounds, detect magic, know direction, read magic, resistance; 1st—cure light wounds x2, entangle, faerie fire, longstrider, obscuring mist, produce flame; 2nd—barkskin, flaming sphere, gust of wind, heat metal, soften earth and stone, warp wood; 3rd—call lightning, cure moderate wounds, sleet storm, spike growth, wind wall; 4th—air walk, flame strike, ice storm x2; 5th—baleful polymorph, call lightning storm, wall of thorns; 6th—antilife shell, fire seeds. 

Khaasta Rog11

	Khaasta: male khaasta Rog11; CR 14; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+11d6+28; hp 80; Init +6; Spd 40 ft.; AC 32 (+5 Dex, +7 +2 mithral breastplate, +3 +2 darkwood buckler, +6 natural, +2 deflection), touch 17, flat-footed 32; Base Atk +11; Grp +12; Atk Bite +17 melee (1d4+1) or rapier +19 melee (1d6+3/15-20 plus 1 Con) or composite shortbow +17 ranged (1d6); Full Atk Bite +17 melee (1d4+1), or rapier +19/+14/+9 melee (1d6+3/15-20 plus 1 Con) and bite +12 melee (1d4), or composite shortbow +17/+12/+7 ranged (1d6); Space/Reach 5 ft./5 ft.; SA Sneak attack +6d6; SQ Darkvision 60 ft. trapfinding, evasion, trap sense +3, improved uncanny dodge, crippling strike; AL CE; SV Fort +8, Ref +18, Will +10; Str 13, Dex 21 (23), Con 14, Int 13, Wis 10, Cha 11; 

Skills and feats: Bluff +17, Climb +11, Escape Artist +15, Handle Animal +3, Intimidate +3, Knowledge (the planes) +4, Listen +17, Ride +8, Search +15, Spot +17, Survival +3, Tumble +22; Combat Expertise, Improved Critical (rapier), Improved Feint, Weapon Finesse, Iron Will;


Khaastas speak Common and Draconic.

Possessions:  +2 mithral breastplate, +2 darkwood buckler, +2 ring of protection, +3 cloak of resistance, composite shortbow, 20 arrows, gloves of dexterity +2, Rapier of Puncturing
Khaasta Ftr10

	Khaasta: female khaasta Ftr10; CR 13; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+10d10+39; hp 108; Init +1; Spd 30 ft.; AC 30 (+1 Dex, +11 +3 full plate, +6 natural, +2 deflection), touch 13, flat-footed 29; Base Atk +13; Grp +19; Atk Bite +19 melee (1d4+6) or +1 shock halberd +21 melee (1d10+12 plus 1d6 electricity) or +1 greatsword +22 melee (2d6+12/17-20); Full Atk Bite +19 melee (1d4+6), or +1 shock halberd +21/+16/+11 melee (1d10+12 plus 1d6 electricity) and bite +14 melee (1d4+3), or +1 greatsword +22/+17/+12 melee (2d6+12/17-20) and bite +14 melee (1d4+3); Space/Reach 5 ft./5 ft. (10 ft. with halberd); SA --; SQ Darkvision 60 ft.; AL CE; SV Fort +12, Ref +10, Will +12; Str 21 (23), Dex 13, Con 14 (16), Int 10, Wis 13, Cha 11; 

Skills and feats: Climb +14, Handle Animal +3, Intimidate +9, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4; Power Attack, Cleave, Weapon Focus (halberd), Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Quick Draw, Greater Weapon Focus (greatsword), Weapon Specialization (halberd), Iron Will;


Khaastas speak Common and Draconic.

Possessions:  +3 full plate, +1 shock halberd, +1 greatsword, +2 ring of protection, +3 cloak of resistance, gauntlets of ogre power, amulet of health +2
Khaasta Sor10

	Khaasta: male khaasta Sor10; CR 13; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+10d4+13; hp 58; Init +3; Spd 40 ft.; AC 25 (+3 Dex, +4 bracers of armor +4, +6 natural, +2 deflection), touch 15, flat-footed 22; Base Atk +8; Grp +8; Atk Bite +8 melee (1d4) or morningstar +8 melee (1d8) or light crossbow +11 ranged (1d8); Full Atk Bite +8 melee (1d4), or morningstar +8/+3 melee (1d8) and bite +3 melee (1d4), or light crossbow +11 ranged (1d8); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., familiar; AL CE; SV Fort +8, Ref +12, Will +14; Str 11, Dex 14 (16), Con 13, Int 10, Wis 13, Cha 21 (23); 

Skills and feats: Climb +3, Concentration +20, Handle Animal +9, Intimidate +9, Knowledge (the planes) +3, Listen +3, Ride +5, Spellcraft +4, Spot +6, Survival +4; AlertnessB, Spell Focus (Evocation), Greater Spell Focus (Evocation), Empower Spell, Skill Focus (Concentration), Point Blank Shot;


Khaastas speak Common and Draconic.

Possessions:  +4 bracers of armor, +2 ring of protection, +3 vest of resistance, spell component pouch, rat familiar, morningstar, light crossbow, 20 bolts, cloak of Charisma +2, gloves of Dexterity +2
Spells (caster level 6th, spells/day 6/8/8/7/6/4; save DC = 16 + spell level, 18 + spell level for Evocation): 0—acid splash, detect magic, flare, ghost sound, mage hand, open/close, ray of frost, read magic, touch of fatigue; 1st—burning hands, grease, magic missile, ray of enfeeblement, shield; 2nd—invisibility, glitterdust, scorching ray, web; 3rd—fireball, fly, haste; 4th—Otiluke’s resilient sphere, greater invisibility; 5th—wall of force.

APL 16

Khaasta Drd13

	Khaasta: female khaasta Drd13 of Semuanya; CR 16; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 16d8+32; hp 94; Init +2; Spd 40 ft.; AC 31 (+2 Dex, +5 +3 leather, +5 +3 darkwood shield, +6 natural, +3 deflection), touch 15, flat-footed 29; Base Atk +12; Grp +13; Atk Bite +13 melee (1d4+1) or scimitar +13 melee (1d6+1/18-20); Full Atk Bite +13 melee (1d4+1), or scimitar +13/+8/+3 melee (1d6+1/18-20) and bite +8 melee (1d4); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., animal companion, nature sense, wild empathy, woodland stride, trackless step, resist nature’s lure, wild shape 4/day, wild shape (Large), venom immunity, wild shape (Tiny), wild shape (plant), a thousand faces; AL CN; SV Fort +13, Ref +12, Will +19; Str 13, Dex 14, Con 14, Int 10, Wis 22 (26), Cha 10; 

Skills and feats: Climb +4, Concentration +21, Handle Animal +12, Intimidate +3, Knowledge (nature) +11, Knowledge (the planes) +3, Ride +4, Spot +11, Survival +22; Spell Focus (Conjuration), Augment Summoning, Track, Combat Casting, Greater Spell Focus (Conjuration), Natural Spell;


Khaastas speak Common and Draconic.

Possessions:  +3 leather armor, +3 darkwood shield, +3 ring of protection, +4 cloak of resistance, scimitar, mistletoe and holly, spell components pouch, periapt of wisdom +4
Spells prepared (caster level 7th; save DC = 18 + spell level, 20 + spell level for Conjuration): 0—create water, cure minor wounds, detect magic, know direction, read magic, resistance; 1st—cure light wounds x2, entangle, faerie fire, longstrider, obscuring mist, produce flame; 2nd—barkskin, flaming sphere, gust of wind, heat metal, soften earth and stone, spider climb, warp wood; 3rd—call lightning, cure moderate wounds, sleet storm x2, spike growth, wind wall; 4th—air walk, dispel magic, flame strike x2, ice storm x2; 5th—baleful polymorph, call lightning storm, wall of fire, wall of thorns; 6th—antilife shell, fire seeds, wall of stone; 7th—fire storm, sunbeam. 

Khaasta Rog13

	Khaasta: male khaasta Rog13; CR 16; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+13d6+32; hp 91; Init +8; Spd 40 ft.; AC 35 (+5 Dex, +8 +3 mithral breastplate, +8 +3 darkwood buckler, +6 natural, +3 deflection), touch 18, flat-footed 35; Base Atk +12; Grp +13; Atk Bite +20 melee (1d4+1) or rapier +22 melee (1d6+3/15-20 plus 1 Con) or composite shortbow +20 ranged (1d6); Full Atk Bite +20 melee (1d4+1), or rapier +22/+17/+12 melee (1d6+3/15-20 plus 1 Con) and bite +15 melee (1d4), or composite shortbow +20/+15/+10 ranged (1d6); Space/Reach 5 ft./5 ft.; SA Sneak attack +7d6; SQ Darkvision 60 ft. trapfinding, evasion, trap sense +4, improved uncanny dodge, crippling strike, opportunist; AL CE; SV Fort +10, Ref +22, Will +12; Str 13, Dex 22 (26), Con 14, Int 13, Wis 10, Cha 11; 

Skills and feats: Bluff +19, Climb +17, Escape Artist +19, Handle Animal +3, Intimidate +3, Knowledge (the planes) +4, Listen +19, Ride +10, Search +17, Spot +19, Survival +3, Tumble +26; Combat Expertise, Improved Critical (rapier), Improved Feint, Weapon Finesse, Iron Will, Combat Reflexes;


Khaastas speak Common and Draconic.

Possessions:  +3 mithral breastplate, +3 darkwood buckler, +3 ring of protection, +4 cloak of resistance, composite shortbow, 20 arrows, gloves of dexterity +4, Rapier of Puncturing
Khaasta Ftr12

	Khaasta: female khaasta Ftr12; CR 15; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+12d10+45; hp 125; Init +1; Spd 30 ft.; AC 32 (+1 Dex, +12 +4 full plate, +6 natural, +3 deflection), touch 14, flat-footed 31; Base Atk +15; Grp +22; Atk Bite +22 melee (1d4+7) or +1 shock halberd +24 melee (1d10+13 plus 1d6 electricity) or +1 unholy greatsword +25 melee (2d6+15/17-20 plus 2d6 unholy); Full Atk Bite +22 melee (1d4+7), or +1 shock halberd +24/+19/+14 melee (1d10+13 plus 1d6 electricity) and bite +17 melee (1d4+3), or +1 unholy greatsword +25/+20/+15 melee (2d6+15/17-20 plus 2d6 unholy) and bite +17 melee (1d4+3); Space/Reach 5 ft./5 ft. (10 ft. with halberd); SA --; SQ Darkvision 60 ft.; AL CE; SV Fort +16, Ref +12, Will +14; Str 21 (25), Dex 13, Con 14 (16), Int 10, Wis 13, Cha 11; 

Skills and feats: Climb +15, Handle Animal +3, Intimidate +9, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4; Power Attack, Cleave, Weapon Focus (halberd), Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Quick Draw, Greater Weapon Focus (greatsword), Weapon Specialization (halberd), Iron Will, Greater Weapon Specialization (greatsword), Great Fortitude;


Khaastas speak Common and Draconic.

Possessions:  +4 full plate, +1 shock halberd, +1 unholy greatsword, +3 ring of protection, +4 cloak of resistance, belt of giant strength +4, amulet of health +2
Khaasta Sor12

	Khaasta: male khaasta Sor12; CR 15; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+12d4+15; hp 65; Init +3; Spd 40 ft.; AC 28 (+3 Dex, +6 bracers of armor +6, +6 natural, +3 deflection), touch 16, flat-footed 25; Base Atk +9; Grp +9; Atk Bite +9 melee (1d4) or morningstar +9 melee (1d8) or light crossbow +12 ranged (1d8); Full Atk Bite +9 melee (1d4), or morningstar +9/+4 melee (1d8) and bite +4 melee (1d4), or light crossbow +12 ranged (1d8); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., familiar; AL CE; SV Fort +10, Ref +14, Will +16; Str 11, Dex 14 (16), Con 13, Int 10, Wis 13, Cha 21 (25); 

Skills and feats: Climb +3, Concentration +20, Handle Animal +10, Intimidate +10, Knowledge (the planes) +3, Listen +3, Ride +5, Spellcraft +4, Spot +6, Survival +4; AlertnessB, Spell Focus (Evocation), Greater Spell Focus (Evocation), Empower Spell, Skill Focus (Concentration), Point Blank Shot, Precise Shot;


Khaastas speak Common and Draconic.

Possessions:  +6 bracers of armor, +3 ring of protection, +4 vest of resistance, spell component pouch, rat familiar, morningstar, light crossbow, 20 bolts, cloak of Charisma +4, gloves of Dexterity +2
Spells (caster level 6th, spells/day 6/8/8/8/7/6/4; save DC = 17 + spell level, 19 + spell level for Evocation): 0—acid splash, detect magic, flare, ghost sound, mage hand, open/close, ray of frost, read magic, touch of fatigue; 1st—burning hands, grease, magic missile, ray of enfeeblement, shield; 2nd—invisibility, glitterdust, see invisibility, scorching ray, web; 3rd—fireball, fly, haste, stinking cloud; 4th—enervation, Otiluke’s resilient sphere, greater invisibility; 5th—cone of cold, wall of force; 6th—disintegrate. 

APL 18

Khaasta Drd15

	Khaasta: female khaasta Drd15 of Semuanya; CR 18; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 18d8+36; hp 107; Init +2; Spd 40 ft.; AC 32 (+2 Dex, +5 +3 leather, +5 +3 darkwood shield, +6 natural, +4 deflection), touch 16, flat-footed 30; Base Atk +14; Grp +15; Atk Bite +15 melee (1d4+1) or scimitar +15 melee (1d6+1/18-20); Full Atk Bite +15 melee (1d4+1), or scimitar +15/+10/+5 melee (1d6+1/18-20) and bite +10 melee (1d4); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., animal companion, nature sense, wild empathy, woodland stride, trackless step, resist nature’s lure, wild shape 5/day (Large, Tiny, Plant, Huge), venom immunity, a thousand faces, timeless body; AL CN; SV Fort +17, Ref +14, Will +21; Str 13, Dex 14, Con 14, Int 10, Wis 22 (26), Cha 10; 

Skills and feats: Climb +4, Concentration +21, Handle Animal +12, Intimidate +3, Knowledge (nature) +11, Knowledge (the planes) +3, Ride +4, Spot +11, Survival +22; Spell Focus (Conjuration), Augment Summoning, Track, Combat Casting, Greater Spell Focus (Conjuration), Great Fortitude, Natural Spell;


Khaastas speak Common and Draconic.

Possessions:  +3 leather armor, +3 darkwood shield, +4 ring of protection, +5 cloak of resistance, scimitar, mistletoe and holly, spell components pouch, periapt of wisdom +4
Spells prepared (caster level 7th; save DC = 18 + spell level, 20 + spell level for Conjuration): 0—create water, cure minor wounds, detect magic, know direction, read magic, resistance; 1st—cure light wounds x2, entangle, faerie fire, longstrider, obscuring mist, produce flame; 2nd—barkskin, flaming sphere, gust of wind, heat metal, soften earth and stone, spider climb, warp wood; 3rd—call lightning, cure moderate wounds, protection from energy, sleet storm x2, spike growth, wind wall; 4th—air walk, dispel magic, flame strike x2, ice storm x2; 5th—baleful polymorph x2, call lightning storm, wall of fire, wall of thorns; 6th—antilife shell, fire seeds, mass bear’s endurance, wall of stone; 7th—fire storm, heal, sunbeam; 8th—finger of death, reverse gravity.

Khaasta Rog15

	Khaasta: male khaasta Rog15; CR 18; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+15d6+36; hp 103; Init +8; Spd 40 ft.; AC 36 (+5 Dex, +8 +3 mithral breastplate, +8 +3 darkwood buckler, +6 natural, +4 deflection), touch 19, flat-footed 36; Base Atk +14; Grp +15; Atk Bite +22 melee (1d4+1) or rapier +24 melee (1d6+3/15-20 plus 1 Con) or composite shortbow +22 ranged (1d6); Full Atk Bite +22 melee (1d4+1), or rapier +24/+19/+14 melee (1d6+3/15-20 plus 1 Con) and bite +17 melee (1d4), or composite shortbow +22/+17/+12 ranged (1d6); Space/Reach 5 ft./5 ft.; SA Sneak attack +8d6; SQ Darkvision 60 ft. trapfinding, evasion, trap sense +5, improved uncanny dodge, crippling strike, opportunist; AL CE; SV Fort +12, Ref +24, Will +14; Str 13, Dex 22 (26), Con 14, Int 13, Wis 10, Cha 11; 

Skills and feats: Bluff +23, Climb +22, Escape Artist +21, Handle Animal +3, Intimidate +5, Knowledge (the planes) +5, Listen +21, Ride +10, Search +19, Spot +21, Survival +3, Tumble +28; Combat Expertise, Improved Critical (rapier), Improved Feint, Weapon Finesse, Iron Will, Combat Reflexes, Persuasive;


Khaastas speak Common and Draconic.

Possessions:  +3 mithral breastplate, +3 darkwood buckler, +4 ring of protection, +5 cloak of resistance, composite shortbow, 20 arrows, gloves of dexterity +4, Rapier of Puncturing
Khaasta Ftr14

	Khaasta: female khaasta Ftr14; CR 16; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+14d10+68; hp 159; Init +1; Spd 30 ft.; AC 34 (+1 Dex, +13 +5 full plate, +6 natural, +4 deflection), touch 15, flat-footed 33; Base Atk +17; Grp +25; Atk Bite +25 melee (1d4+8) or +1 shock halberd +27 melee (1d10+17 plus 1d6 electricity) or +1 unholy greatsword +28 melee (2d6+17/17-20 plus 2d6 unholy); Full Atk Bite +25 melee (1d4+8), or +1 shock halberd +27/+22/+17 melee (1d10+17 plus 1d6 electricity) and bite +20 melee (1d4+4), or +1 unholy greatsword +28/+23/+18 melee (2d6+17/17-20 plus 2d6 unholy) and bite +20 melee (1d4+4); Space/Reach 5 ft./5 ft. (10 ft. with halberd); SA --; SQ Darkvision 60 ft.; AL CE; SV Fort +19, Ref +13, Will +15; Str 22 (26), Dex 13, Con 14 (18), Int 10, Wis 13, Cha 11; 

Skills and feats: Climb +20, Handle Animal +3, Intimidate +9, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4; Power Attack, Cleave, Weapon Focus (halberd), Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Quick Draw, Greater Weapon Focus (greatsword), Weapon Specialization (halberd), Iron Will, Greater Weapon Specialization (greatsword), Great Fortitude, Greater Weapon Specialization (halberd);


Khaastas speak Common and Draconic.

Possessions:  +5 full plate, +1 shock bane (human) halberd, +1 unholy bane (human) greatsword, +4 ring of protection, +5 cloak of resistance, belt of giant strength +4, amulet of health +4
Khaasta Sor14

	Khaasta: male khaasta Sor14; CR 17; Medium-size Monstrous Humanoid (Extraplanar, Reptilian); HD 3d8+14d4+17; hp 72; Init +3; Spd 40 ft.; AC 29 (+3 Dex, +6 bracers of armor +6, +6 natural, +4 deflection), touch 17, flat-footed 26; Base Atk +10; Grp +10; Atk Bite +10 melee (1d4) or morningstar +10 melee (1d8) or light crossbow +13 ranged (1d8); Full Atk Bite +10 melee (1d4), or morningstar +10/+5 melee (1d8) and bite +5 melee (1d4), or light crossbow +13 ranged (1d8); Space/Reach 5 ft./5 ft.; SA --; SQ Darkvision 60 ft., familiar; AL CE; SV Fort +12, Ref +16, Will +18; Str 11, Dex 14 (16), Con 13, Int 10, Wis 13, Cha 22 (26); 

Skills and feats: Climb +3, Concentration +20, Handle Animal +11, Intimidate +11, Knowledge (the planes) +3, Listen +3, Ride +5, Spellcraft +4, Spot +6, Survival +4; AlertnessB, Spell Focus (Evocation), Greater Spell Focus (Evocation), Empower Spell, Skill Focus (Concentration), Point Blank Shot, Precise Shot;


Khaastas speak Common and Draconic.

Possessions:  +6 bracers of armor, +4 ring of protection, +5 vest of resistance, spell component pouch, rat familiar, morningstar, light crossbow, 20 bolts, cloak of Charisma +4, gloves of Dexterity +2
Spells (caster level 6th, spells/day 6/8/8/8/8/7/6/4; save DC = 18 + spell level, 20 + spell level for Evocation): 0—acid splash, detect magic, flare, ghost sound, mage hand, open/close, ray of frost, read magic, touch of fatigue; 1st—burning hands, grease, magic missile, ray of enfeeblement, shield; 2nd—invisibility, glitterdust, see invisibility, scorching ray, web; 3rd—fireball, fly, haste, stinking cloud; 4th—enervation, Evard’s black tentacles, Otiluke’s resilient sphere, greater invisibility; 5th—cone of cold, feeblemind, wall of force; 6th—acid fog, disintegrate; 7th—forcecage.

APL 10

Retriever

	Retriever: CR 11; Huge Construct (Extraplanar); HD 10d10+80; hp 135; Init +3; Spd 50 ft.; AC 21 (–2 size, +3 Dex, +10 natural), touch 11, flat-footed 18; Base Atk +7; Grp +25; Atk Claw +15 melee (2d6+10) and eye ray +8 ranged touch; Full Atk 4 claws +15 melee (2d6+10) and bite +10 melee (1d8+5) and eye ray +8 ranged touch; Space/Reach 15 ft./10 ft.; SA Eye rays, find target, improved grab; SQ Construct traits, darkvision 60 ft., fast healing 5, low-light vision; AL CE; SV Fort +3, Ref +6, Will +3; Str 31, Dex 17, Con —, Int —, Wis 11, Cha 1; 

Skills and feats: --; --;


Eye Rays (Su): A retriever’s eyes can produce four different magical rays with a range of 100 feet. Each round, it can fire one ray as a free action. A particular ray is usable only once every 4 rounds. A retriever can fire an eye ray in the same round that it makes physical attacks. The save DC for all rays is 18. The save DC is Dexterity-based.

The four eye effects are:

Fire: Deals 12d6 points of fire damage to the target (Reflex half ).

Cold: Deals 12d6 points of cold damage to the target (Reflex half ).

Electricity: Deals 12d6 points of electricity damage to the target (Reflex half ).

Petrification: The target must succeed on a Fortitude save or turn to stone permanently.

Find Target (Sp): When ordered to find an item or a creature, a retriever does so unerringly, as though guided by discern location.

The being giving the order must have seen (or must have an item belonging to) the creature to be found, or must have touched the object to be located. This ability is the equivalent of an 8th-level spell.

Improved Grab (Ex): To use this ability, a retriever must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and grips the opponent fast in its mouth. This is the method by which it usually “retrieves” things.

Vrock

	Vrock: CR 9; Large Outsider (Chaotic, Extraplanar, Evil); HD 10d8+70; hp 115; Init +2; Spd 30 ft., fly 50 ft. (average); AC 22 (–1 size, +2 Dex, +11 natural), touch 11, flat-footed 20; Base Atk +10; Grp +20; Atk Claw +15 melee (2d6+6); Full Atk 2 claws +15 melee (2d6+6) and bite +13 melee (1d8+3) and 2 talons +13 melee (1d6+3); Space/Reach 10 ft./10 ft.; SA Dance of ruin, spell-like abilities, spores, stunning screech, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 17, telepathy 100 ft.; AL CE; SV Fort +14, Ref +9, Will +10; Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16; 

Skills and feats: Concentration +20, Diplomacy +5, Hide +11, Intimidate +16, Knowledge (any one) +15, Listen +24, Move Silently +15, Search +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3 (+5 following tracks); Cleave, Combat Reflexes, Multiattack, Power Attack;


A vrock’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Dance of Ruin (Su): To use this ability, a group of at least three vrocks must join hands in a circle, dancing wildly and chanting. 

At the end of 3 rounds of dancing, a wave of crackling energy flashes outward in a 100-foot radius. All creatures except for demons within the radius take 20d6 points of damage (Reflex DC 18 half ). Stunning, paralyzing, or slaying one of the vrocks stops the dance. The save DC is Charisma-based.

Spell-Like Abilities: At will—mirror image, telekinesis (DC 18), greater teleport (self plus 50 pounds of objects only); 1/day—heroism. Caster level 12th. The save DCs are Charisma-based.

Spores (Ex): A vrock can release masses of spores from its body once every 3 rounds as a free action. The spores automatically deal 1d8 points of damage to all creatures adjacent to the vrock. They then penetrate the skin and grow, dealing an additional 1d4 points of damage each round for 10 rounds. At the end of this time, the victim is covered with a tangle of viny growths. (The vines are harmless and wither away in 1d4 days.) A delay poison spell stops the spores’ growth for its duration. Bless, neutralize poison, or remove disease kills the spores, as does sprinkling the victim with a vial of holy water.

Stunning Screech (Su): Once per hour a vrock can emit a piercing screech. All creatures except for demons within a 30-foot radius must succeed on a DC 22 Fortitude save or be stunned for 1 round. The save DC is Constitution-based.

Summon Demon (Sp): Once per day a vrock can attempt to summon 2d10 dretches or another vrock with a 35% chance of success. This ability is the equivalent of a 3rd-level spell.

Skills: Vrocks have a +8 racial bonus on Listen and Spot checks.

Zovvut

	Zovvut: CR 9; Medium-size Outsider (Chaotic, Evil, Extraplanar); HD 10d8+20; hp 65; Init +1; Spd 30 ft., fly 50 ft. (average); AC 20 (+1 Dex, +9 natural), touch 11, flat-footed 19; Base Atk +10; Grp +13; Atk Claw +13 melee (1d12+3); Full Atk 2 claws +13 melee (1d12+3); Space/Reach 5 ft./5 ft.; SA Draining gaze, spell-like abilities; SQ Create spawn, DR 10/good, ; AL CE; SV Fort +9, Ref +8, Will +10; Str 17, Dex 13, Con 15, Int 14, Wis 16, Cha 11; 

Skills and feats: Bluff +15, Concentration +15, Diplomacy +12, Hide +14, Intimidate +11, Listen +18, Move Silently +14, Search +15, Sense Motive +16, Spellcraft +15, Spot +18; Alertness, Dodge, Mobility, Spring Attack;


Zovvuts speak Abyssal, Common and Draconic.

Draining Gaze (Su):  Any living creature within 30 feet of a zovvut that meets its glowing red eyes must succeed at a Will saving throw (DC 17) or gain one negative level.  For each negative level bestowed, the zovvut heals 5 points of damage.  Fortitude save DC 17 to remove.

Spell-like Abilities:  At will – clairaudience/clairvoyance, darkness, desecrate, detect good, detect thoughts, doom, suggestion, greater teleport (self plus 50 pounds of objects only).  Caster level 12th; save DC 12 + spell level;

Create spawn (Su):  Any humanoid creature slain by the xovvut’s gaze attack becomes a wight in 1d4 rounds.  This creature is under the command of the zovvut that killed it, and it remains enslaved until either it or the zovvut dies.  A spawn does not possess any of the abilities it had in life.

APL 12

Glabrezu

	Glabrezu: CR 13; Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 12d8+120; hp 174; Init +0; Spd 40 ft.; AC 27 (–2 size, +19 natural) touch 8, flat-footed 27; Base Atk +12; Grp +30; Atk Pincers +20 melee (2d8+10); Full Atk 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5); Space/Reach 15 ft./15 ft.; SA Improved grab, spell-like abilities, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft., true seeing; AL CE; SV Fort +18, Ref +8, Will +11; Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (any two) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks); Cleave, Great Cleave, Multiattack, Persuasive, Power Attack;


Improved Grab (Ex): To use this ability, a glabrezu must hit a Medium or smaller opponent with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-Like Abilities: At will—chaos hammer (DC 19), confusion (DC 19), dispel magic, mirror image, reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 19); 1/day—power word stun. Caster level 14th. The save DCs are Charisma-based.

Once per month, a glabrezu can fulfill a wish for a mortal humanoid. The demon can use this ability to offer a mortal whatever he or she desires—but unless the wish is used to create pain and suffering in the world, the glabrezu demands either terrible evil acts or great sacrifice as compensation.

Summon Demon (Sp): Once per day a glabrezu can attempt to summon 4d10 dretches or 1d2 vrocks with a 50% chance of success, or another glabrezu with a 20% chance of success. This ability is the equivalent of a 4th-level spell.

True Seeing (Su): Glabrezu continuously use true seeing as the spell (caster level 14th).

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

Jarilith

	Jarilith: CR 13; Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri); HD 10d8+80; hp 125; Init +9; Spd 60 ft.; AC 32 (-1 size, +9 Dex, +14 natural), touch 18, flat-footed 23; Base Atk +10; Grp +26; Atk Claw +22 melee (2d6+12/18-20/x3); Full Atk 2 claws +22 melee (2d6+12/18-20/x3) and bite +19 melee (2d8+6/18-20/x3); Space/Reach 10 ft./5 ft.; SA Frightful presence, improved grab, pounce, rake 2d6+6/18-20, spell-like abilities; SQ Augmented critical, DR 15/good, outsider traits, scent, SR 25, summon tanar’ri, immunity to electricity and poison, resistance to acid 10, cold 10 and fire 10, telepathy 100 ft.; AL CE; SV Fort +15, Ref +16, Will +8; Str 35, Dex 29, Con 27, Int 8, Wis 12, Cha 14; 

Skills and feats: Balance +19, Climb +19, Concentration +21, Hide +22*, Jump +31 (includes speed), Listen +14, Move Silently +26, Search +5, Spot +14; Improved Bull Rush, Multiattack, Power Attack, Weapon Focus (claw);


Jariliths speak Abyssal, Celestial, and Draconic.

Frightful Presence (Ex):  When an jarilith charges, it inspires terror in all creatures within 30 feet that have fewer Hit Dice or levels that it has.  Each potential victim must attempt at DC 17 Will save or become shaken – a condition that lasts until the opponent is out of range.  A successful save leaves that opponent immune to that jarilith’s frightful presence for 24 hours.

Improved Grab (Ex):  If a jarilith hits an opponent that is at least one size category smaller that itself with a bite attack, it deals normal damage and attempts a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can attempt to rake in the same round.  Each successful grapple check in successive rounds automatically deals bite damage and allows another rake attempt.

Pounce (Ex):  When a jarilith charges, it can make a full attack, including two rake attacks.

Rake (Ex):  Attack bonus +21 melee, damage 2d6+6.

Spell-like Abilities:  At will – clairaudience/clairvoyance, darkness,  detect good, detect thoughts, doom.  Caster level 12th; save DC 12 + spell level;

Augmented Critical (Ex):  A jarilith threatens a critical hit on a natural attack roll of 18-20.  On a successful critical hit with a bite, claw, or rake attack, it deals triple damage.

Summon Tanar’ri (Sp):  Once per day, a jarilith can attempt to summon another jarilith with a 35% chance of success.

Skills:  A jarilith receives a +4 racial bonus on Balance, Hide, and Move Silently checks.  *In tall grass or heavy undergrowth, its Hide bonus improves to +12.

Hezrou

	Hezrou: CR 11; Large Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 10d8+93; hp 138; Init +0; Spd 30 ft.; AC 23 (–1 size, +14 natural) touch 9, flat-footed 23; Base Atk +10; Grp +19; Atk Bite +14 melee (4d4+5); Full Atk Bite +14 melee (4d4+5) and 2 claws +9 melee (1d8+2); Space/Reach 10 ft./10 ft.; SA Spell-like abilities, stench, improved grab, summon tanar’ri; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 19, telepathy 100 ft.; AL CE; SV Fort +16, Ref +7, Will +9; Str 21, Dex 10, Con 29, Int 14, Wis 14, Cha 18; 

Skills and feats: Climb +18, Concentration +22, Hide +13, Escape Artist +13, Intimidate +17, Listen +23, Move Silently +13, Search +15, Spellcraft +15, Spot +23, Survival +2 (+4 following tracks), Use Rope +0 (+2 with bindings); Blind-Fight, Cleave, Power Attack, Toughness;


Improved Grab (Ex): To use this ability, a hezrou must hit with both claw attacks. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-Like Abilities: At will—chaos hammer (DC 18), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 18); 3/day—blasphemy (DC 21), gaseous form. Caster level 13th. The save DCs are Charisma-based.

Stench (Ex): A hezrou’s skin produces a foul-smelling, toxic liquid whenever it fights. Any living creature (except other demons) within 10 feet must succeed on a DC 24 Fortitude save or be nauseated for as long as it remains within the affected area and for 1d4 rounds afterward. Creatures that successfully save are sickened for as long as they remain in the area. A creature that successfully saves cannot be affected again by the same hezrou’s stench for 24 hours. A delay poison or neutralize poison spell removes either condition from one creature. Creatures that have immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws.. The save DC is Constitution-based.

Summon Tanar’ri (Sp): Once per day a hezrou can attempt to summon 4d10 dretches or another hezrou with a 35% chance of success. This ability is the equivalent of a 4th-level spell.

Skills: Hezrous have a +8 racial bonus on Listen and Spot checks.

Yagnoloth

	Yagnoloth: CR 10; Large Outsider (Evil, Extraplanar); HD 10d8+40; hp 85; Init +2; Spd 50 ft.; AC 21 (-1 size, +2 Dex, +10 natural), touch 11, flat-footed 19; Base Atk +10; Grp +24; Atk Claw +20 melee (1d6+10 plus stunning blow); Full Atk Greatsword +9/+4 melee (2d6/19-20) and claw +20 melee (1d6+10 plus stunning blow); Space/Reach 10 ft./10 ft.; SA Breath weapon, energy drain, shocking grasp, stunning blow; SQ DR 15/good, outsider traits, SR 25, muscular arm, immunity to poison and acid, resistance to cold 10, fire 10, and electricity 10, telepathy 100ft.; AL NE; SV Fort +11, Ref +9, Will +9; Str 30, Dex 14, Con 19, Int 15, Wis 15, Cha 16; 

Skills and feats: Bluff +16, Climb +23, Concentration +17, Diplomacy +20, Intimidate +18, Jump +31, Knowledge (the planes) +15, Listen +15, Sense Motive +15, Spot +15; Cleave, Great Cleave, Power Attack, Weapon Focus (claw);


Yagnoloths speak Abyssal, Draconic, and Infernal.

Breath Weapon (Su):  As a standard action, a yagnoloth can exhale a cloud of acid every 1d4 rounds.  This cloud affects a single 5-foot cone for 1 round.  A character in that space must make a Reflex saving throw (DC 19); failure means the character takes 2d6 points of acid damage and is stunned for an equal number of rounds.

Energy Drain (Su):  The truly horrific power of the yagnoloth is its ability to drain life force.  The victim must be unconscious or stunned.  The yagnoloth places its head against the victim’s flesh.  For each full round the ganoloth remains in contact, the victim gains 1d4 negative levels.  The Fortitude save DC to remove each negative level is 18.

Shocking Grasp (Sp):  A yagnoloth can use this ability three times per day, causing 1d8+10 points of electricity damage each time.  Caster level 10th.

Stunning Blow (Ex):  Any character struck by a yagnoloth’s massive arm must make a Fortitude save (DC 25).  A creature that fails its Fortitude save is stunned for a number of rounds equal to the yagnaloth's damage roll (1d6, without Strength modifier).
 Muscular Arm (Ex):  A yagnaloth’s larger arm functions as a primary natural weapon, even when it is used to make secondary attacks.  This ability negates any secondary attack penalty and allows the yagnoloth its full Strength bonus with its claw, whether the attack is primary or secondary.

APL 14

Shator

	Shator: CR 16; Large Outsider (Evil, Extraplanar); HD 15d8+60; hp 127; Init +2; Spd 30 ft., fly 70 ft. (poor); AC 28 (-1 size, +2 Dex, +13 natural, +4 deflection), touch 15, flat-footed 26; Base Atk +15; Grp +25; Atk Huge +2 guisarme +22 melee (2d6+11) or claw +20 melee (1d6+6); Full Atk Huge +2 guisarme +22/+17/+12 melee (2d6+11), or 2 claws +20 melee (1d6+6) and bite +18 melee (2d6+3); Space/Reach 10 ft./10 ft. (20 ft. with guisarme); SA Paralyzing slime, spell-like abilities, spells, summon demodand; SQ Immunity to acid, cold, poison, fire, and mind-affecting effects, darkvision 120 ft., DR 15/good, outsider traits, scent, see invisibility, SR 30; AL NE; SV Fort +13, Ref +11, Will +12; Str 23, Dex 15, Con 18, Int 16, Wis 16, Cha 21; 

Skills and feats: Bluff +20, Concentration +10, Diplomacy +24, Disguise +20 (+22 acting), Gather Information +7, Hide +17, Intimidate +25, Knowledge (arcana) +18, Knowledge (local-Sheldomar Valley) +18, Knowledge (the planes) +18, Listen +20, Move Silently +17, Search +17, Sense Motive +21, Spot +20, Survival +3 (+5 following tracks or on other planes); Alertness, Combat Reflexes, Combat Expertise, Improved Trip, Multiattack, Spell Penetration;


Shators speak Abyssal, Common, Demodand, and Infernal.

Paralyzing Slime (Ex):  A shator’s slime acts as a nerve toxin.  Creatures struck in melee by a shator’s claw or bite attack must make a Fortitude save (DC 21) or be paralyzed for 3d6 rounds.  The shator can choose to spit a globule of slime as a ranged touch attack with a range of 30 feet, with the same effect.

Spell-like Abilities:  At will – detect magic, clairaudience/clairvoyance, fear, invisibility, spider climb, tongues; 3/day – cloudkill, fog cloud, ray of enfeeblement, stinking cloud; 1/day – mass charm person.  Caster level 15th; save DC 15 + spell level.

Spells:  A shator can cast arcane spells as an 8th-level sorcerer (spells/day 6/8/7/6/4; save DC = 15 + spell level). 0 – dancing lights, daze, flare, ghost sound, read magic, mage hand, open/close, ray of frost; 1st – grease, mage armor, magic missile, obscuring mist, true strike; 2nd – bull’s strength, detect thoughts, Tasha’s hideous laughter; 3rd – slow, fireball; 4th – confusion. 

Summon Demodand (Sp):  Once per day, a shator can attempt to summon 1d2 shators with a 30% chance or either 1d4 kelubars or 1d6 farastus with a 70% chance of success.

Nalfeshnee

	Nalfeshnee: CR 14; Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 14d8+112; hp 175; Init +1; Spd 30 ft., fly 40 ft. (poor); AC 27 (–2 size, +1 Dex, +18 natural) touch 9, flat-footed 26; Base Atk +14; Grp +29; Atk Bite +20 melee (2d8+7); Full Atk Bite +20 melee (2d8+7) and 2 claws +17 melee (1d8+3); Space/Reach 15 ft./15 ft.; SA Smite, spell-like abilities, summon tanar’ri; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 22, telepathy 100 ft., true seeing; AL CE; SV Fort +17, Ref +10, Will +15; Str 25, Dex 13, Con 27, Int 22, Wis 22, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +26, Disguise +5 (+7 acting), Hide +10, Intimidate +22, Knowledge (arcana) +23, Listen +31, Move Silently +18, Search +23, Sense Motive +23, Spellcraft +25 (+27 scrolls), Spot +31, Survival +6 (+8 following tracks), Use Magic Device +22 (+24 scrolls); Cleave, Improved Bull Rush, Multiattack, Power Attack, Weapon Focus (bite);


A nalfeshnee’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Smite (Su): Three times per day a nalfeshnee can create a nimbus of unholy light. When the demon triggers the ability, rainbow-colored beams play around its body. One round later they burst in a 60-foot radius. Any creature within this area must succeed on a DC 22 Will save or be dazed for 1d10 rounds as visions of its worst fears hound it. The creature receives its full Dexterity and shield bonuses to AC if attacked but can take no actions. Other demons are immune to this effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—call lightning (DC 18), feeblemind (DC 20), greater dispel magic, slow (DC 18), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 23). Caster level 12th. The save DCs are Charisma-based.

Summon Demon (Sp): Twice per day a nalfeshnee can attempt to summon 1d4 vrocks, 1d4 hezrous, or one glabrezu with a 50% chance of success, or another nalfeshnee with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Nalfeshnees continuously use true seeing, as the spell (caster level 14th).

Skills: Nalfeshnees have a +8 racial bonus on Listen and Spot checks.

Alkilith

	Alkilith: CR 14; Medium-size Outsider (Chaotic, Evil, Extraplanar, Tanar’ri); HD 11d8+33; hp 82; Init +7; Spd 40 ft.; AC 17 (+1 size, +6 natural), touch 11, flat-footed 17; Base Atk +11; Grp +14; Atk Slam +19 melee (1d8+3 plus acid); Full Atk 4 slams +19 melee (1d8+3 plus acid); Space/Reach 5 ft./5 ft.; SA Acid, cloudkill form, spell-like abilities; SQ Immunity to acid, electricity, and poison, amorphous, command ooze, DR 15/good, immunities, outsider traits, SR 23, summon tanar’ri, resistance to cold 10 and fire 10, telepathy 100 ft.; AL CE; SV Fort +10, Ref +14, Will +10; Str 16, Dex 25, Con 16, Int 14, Wis 17, Cha 15; 

Skills and feats: Bluff +16, Concentration +17, Diplomacy +20, Disguise +2 (+4 acting), Escape Artist +21, Hide +21, Intimidate +18, Listen +19, Move Silently +21, Sense Motive +17, Spot +19, Survival +3 (+5 following tracks), Use Rope +7 (+9 binding); Alertness, Combat Reflexes, Weapon Finesse, Weapon Focus (slam);


Acid (Su):  Anyone struck by an alkilith’s pseudopod must make a Fortitude save (DC 18) or take an addition 1d6 points of acid damage in the current round and each of the next 1d6 rounds.  Additionally, each time a character fails a Fortitude save against this attack, one of his items is put in danger as if he had rolled a natural 1 on his saving throw.

Cloudkill Form (Su):  As a full-round action, an alkilith can assume the form of a cloud of noxious green vapor.  The alkilith is gaseous (as if it were the target of a gaseous form spell) in this form, and anyone inside the cloud suffers as if from a cloudkill spell.  Returning to its solid form is a full-round action.  Caster level 11th; save DC 17).

Spell-like Abilities:  At will – contagion, desecrate, detect magic, dispel magic, enervation, hold monster, magic circle against good, stinking cloud, greater teleport (self plus maximum load of objects only), wall of ice; 3/day – cone of cold, unholy blight.  Caster level 11th; save DC 17 + spell level.

Amorphous (Ex):  An alkilith is not subject to flanking or critical hits.  It is immune to poison, sleep, paralysis, stunning, and polymorphing.

Command Ooze (Sp):  An alkilith can control the actions of any ooze within 60 feet as a free action.  The ooze is allowed a Will save (DC 17) to resist.

Immunities (Ex):  Alkiliths are immune to harmful gases such as the effects of a stinking cloud spell and the stench ability of a monster.  They only take half damage from bludgeoning weapons.

Summon Tanar’ri (Sp):  Once per day, an alkilith may attempt to summon 1 hezrou with a 50% chance of success.

APL 16

Kelvezu

	Kelvezu: CR 18; Medium-size Outsider (Chaotic, Evil, Extraplanar, Tanar’ri); HD 12d8+36; hp 90; Init +14; Spd 30 ft., fly 60 ft. (good); AC 35 (+10 Dex, +15 natural), touch 20, flat-footed 35; Base Atk +12; Grp +17; Atk +1 scimitar of greater wounding +18 melee (1d6+6/18-20 plus poison); Full Atk +1 scimitar of greater wounding +16/+11/+6 melee (1d6+6/18-20 plus poison) and +1 dagger of wounding +16/+11 melee (1d4+3/19-20 plus poison); Space/Reach 5 ft./5 ft.; SA Poison, sneak attack +8d6, spell-like abilities; SQ DR 15/good and cold iron, enhanced detection, evasion, outsider traits, SR 26, summon tanar’ri, improved uncanny dodge, resistance to acid 10, cold 10, and fire 10, immunity to poison and electricity, telepathy 100 ft.; AL CE; SV Fort +11, Ref +18, Will +11; Str 21, Dex 31, Con 16, Int 17, Wis 16, Cha 16; 

Skills and feats: Bluff +18, Concentration +18, Diplomacy +11, Hide +33, Intimidate +12, Knowledge (the planes) +18, Listen +18, Move Silently +33, Search +18, Sense Motive +18, Sleight of Hand +16, Spellcraft +18, Spot +18; Greater Two-Weapon Fighting, Improved Feint, Improved Initiative, Improved Two-Weapon Fighting, Two-Weapon Fighting;


Poison (Ex):  A kelvezu continually coats its weapons with an injury poison (Fortitude DC 19) produced from its finger tips.  The initial and secondary damage is the same (1d6 points of Constitution damage).  Kelvezu poison is highly perishable, becoming inert 1 minute after the creature stops applying it.

Spell-like Abilities (Type):  At will – deeper darkness, desecrate, detect good, detect law, greater dispel magic, greater invisibility (self only), read magic, suggestion, greater teleport (self plus 50 pounds of objects only), tongues (self only), unhallow.  Caster level 18th; save DC = 13 + spell level.

Enhanced Detection (Su):  In addition to its regular senses, a kelvezu perceives foes through detect magic and see invisibility effects (caster level 18th) that are always active.

Summon Tanar’ri (Su):  Once per day, a kelvezu can attempt to summon another kelvezu with a 25% chance of success.

Skills:  A kelvezu receives a +8 racial bonus on Hide and Move Silently checks.

Greater Wounding Weapon Property: A greater wounding weapon deals 2 points of Constitution damage from blood loss when it hits a creature. A critical hit does not multiply the Constitution damage. Creatures immune to critical hits (such as plants and constructs) are immune to the Constitution damage dealt by this weapon.

Strong evocation; CL 15th; Craft Magic Arms and Armor, Mordenkainen’s sword; Price +4 bonus.
Arcanaloth

	Arcanaloth: CR 17; Medium-size Outsider (Evil, Extraplanar); HD 12d8; hp 54; Init +7; Spd 30 ft., fly 50 ft. (poor); AC 28 (+3 Dex, +15 natural), touch 13, flat-footed 25; Base Atk +12; Grp +12; Atk Claw +12 melee (1d4 plus poison); Full Atk 2 claws +12 melee (1d4 plus poison) and bite +7 melee (1d6); Space/Reach 5 ft./5 ft.; SA Poison, spell-like abilities, spells; SQ DR 15/good, outsider traits, partial immunity to spells, SR 24, immunity to poison and acid, resistance to cold 10, fire 10, and electricity 10, telepathy 100 ft., summon yugoloth; AL NE; SV Fort +8, Ref +11, Will +14; Str 11, Dex 16, Con 11, Int 20, Wis 18, Cha 17; 

Skills and feats: Bluff +18, Concentration +15, Diplomacy +22, Gather Information +18, Intimidate +20, Knowledge (arcana) +20, Knowledge (the planes) +20, Listen +19, Profession (scribe) +19, Search +20, Sense Motive +19, Spellcraft +22, Spot +19; Combat Casting, Empower Spell, Improved Initiative, Iron Will, Spell Focus (Abjuration);


Arcanaloths can speak and write any language.

Partial Immunity to Spells:  Mind-affecting spells have to effect on arcanaloths.

Poison (Ex):  An arcanaloth’s claws are coated with poison.  It delivers this poison (Fortitude save DC 16) with each successful claw attack.  The initial and secondary damage is the same (1 point of Strength damage).

Spell-like Abilities:  At will – darkness, fly, heat metal, invisibility (self only), magic missile, shapechange, telekinesis, warp wood; 1/day – fear, major image.  Caster level 12th; save DC = 13 + spell level.

Spells:  Caster level 12th, spells/day 6/7/7/7/6/5/3, save DC = 13 + spell level, 14 + spell level for Abjuration; 0 – acid splash, detect magic, ghost sound, light, open/close, ray of frost, read magic, resistance, touch of fatigue; 1st – erase, grease, magic missile, ray of enfeeblement, shield; 2nd – blindness/deafness, glitterdust, invisibility, scorching ray, web; 3rd – dispel magic, fireball, ray of exhaustion, stinking cloud; 4th – dimensional anchor, enervation, Otiluke’s resilient sphere; 5th – feeblemind, wall of force; 6th – disintegrate;

Summon Yugoloth (Su):  Once per day, an arcanaloth can summon another arcanaloth with a 40% chance of success.

Shator

	Shator: CR 16; Large Outsider (Evil, Extraplanar); HD 15d8+60; hp 127; Init +2; Spd 30 ft., fly 70 ft. (poor); AC 28 (-1 size, +2 Dex, +13 natural, +4 deflection), touch 15, flat-footed 26; Base Atk +15; Grp +25; Atk Huge +2 guisarme +22 melee (2d6+11) or claw +20 melee (1d6+6); Full Atk Huge +2 guisarme +22/+17/+12 melee (2d6+11), or 2 claws +20 melee (1d6+6) and bite +18 melee (2d6+3); Space/Reach 10 ft./10 ft. (20 ft. with guisarme); SA Paralyzing slime, spell-like abilities, spells, summon demodand; SQ Immunity to acid, cold, poison, fire, and mind-affecting effects, darkvision 120 ft., DR 15/good, outsider traits, scent, see invisibility, SR 30; AL NE; SV Fort +13, Ref +11, Will +12; Str 23, Dex 15, Con 18, Int 16, Wis 16, Cha 21; 

Skills and feats: Bluff +20, Concentration +10, Diplomacy +24, Disguise +20 (+22 acting), Gather Information +7, Hide +17, Intimidate +25, Knowledge (arcana) +18, Knowledge (local-Sheldomar Valley) +18, Knowledge (the planes) +18, Listen +20, Move Silently +17, Search +17, Sense Motive +21, Spot +20, Survival +3 (+5 following tracks or on other planes); Alertness, Combat Reflexes, Combat Expertise, Improved Trip, Multiattack, Spell Penetration;


Shators speak Abyssal, Common, Demodand, and Infernal.

Paralyzing Slime (Ex):  A shator’s slime acts as a nerve toxin.  Creatures struck in melee by a shator’s claw or bite attack must make a Fortitude save (DC 21) or be paralyzed for 3d6 rounds.  The shator can choose to spit a globule of slime as a ranged touch attack with a range of 30 feet, with the same effect.

Spell-like Abilities:  At will – detect magic, clairaudience/clairvoyance, fear, invisibility, spider climb, tongues; 3/day – cloudkill, fog cloud, ray of enfeeblement, stinking cloud; 1/day – mass charm person.  Caster level 15th; save DC 15 + spell level.

Spells:  A shator can cast arcane spells as an 8th-level sorcerer (spells/day 6/8/7/6/4; save DC = 15 + spell level). 0 – dancing lights, daze, flare, ghost sound, read magic, mage hand, open/close, ray of frost; 1st – grease, mage armor, magic missile, obscuring mist, true strike; 2nd – bull’s strength, detect thoughts, Tasha’s hideous laughter; 3rd – slow, fireball; 4th – confusion. 

Summon Demodand (Sp):  Once per day, a shator can attempt to summon 1d2 shators with a 30% chance or either 1d4 kelubars or 1d6 farastus with a 70% chance of success.  This is the equivalent of a 6th level spell.

APL 18

Demonflesh Golem (2)

	Demonflesh Golem: CR 18; Huge Construct (Extraplanar); HD 24d10 +40; hp 172; Init +3; Spd 50 ft., fly 100 ft. (average); AC 33 (-2 size, -1 Dex, +26 natural), touch 7, flat-footed 33; Base Atk +18; Grp +36; Atk Slam +27 melee (2d6+10) or tail lash +27 melee (1d6+10 plus daze); Full Atk Slam +27 melee (2d6+10) and claw +29 melee (2d6+12/19-20), or tail lash +27 melee (1d6+10 plus daze); Space/Reach 15 ft./15 ft. (25 ft. with tail); SA Claw graft, fear gaze, spell-like abilities, whip tail graft; SQ Resistance to acid 20, cold 20, fire 20, construct traits, DR 15/ good and adamantine, electricity immunity, fast leg graft, immunity to magic, see invisibility; AL CE; SV Fort +8, Ref +7, Will +9; Str 31, Dex 8, Con --, Int 8, Wis 12, Cha 13; 

Skills and feats: Climb +29, Jump +28; Cleave, Combat Reflexes, Great Cleave, Improved Critical (claw), Improved Initiative, Power Attack, Weapon Focus (claw), Weapon Focus (slam), Weapon Focus (tail lash);


Demonflesh golems speak Abyssal.

Claw Graft (Ex):  A demonflesh golem’s left arm can attack independently of the golem’s control.  This allows a golem to make a second attack each round.  This means the golem can attack with its slam, then move, and then attack with its claw, all in a singe round (bit it cannot attack twice with its claw).  The clawed arm has a Strength score of 35, attacks at the golem’s full base attack bonus (plus its higher Strength bonus), and gains its full Strength bonus on damage rolls.

Fear Gaze (Su):  Anyone within 30 feet of a demonflesh golem who meets its eyes must succeed on a Will saving throw (DC 19) or be paralyzed with fear for 1d4 rounds.  Demonflesh golems are immune to their own gaze attacks and to those of others of their kind.

Spell-like Abilities:  3/day – darkness, poison, unholy aura; 1/day – destruction, horrid wilting, unholy blight.  Caster level 20th; save DC = 11 + spell level.

Whip Tail Graft (Ex):  As a full-round action, a demonflesh golem can direct its tail to attack one creature within 25 feet.  Wounds from the tail burn fiercely, causing the creature struck to be dazed for 1 round unless it makes a Fortitude save (DC 11).

Immunity to Magic (Ex):  A demonflesh golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows.  A death effect slows it (as the slow spell) for 1d6 rounds, with no saving throw.  A spell with the chaotic or evil descriptor (such as chaos hammer or unholy blight) breaks any slow effect on the golem and cures 1 point of damage for each 3 points of damage it would otherwise deal.  It is fully affected by spells with the law or good descriptor unless its construct traits make it immune to the spell’s effect (it cannot be blinded by a holy aura, for example, because that effect allows a Fortitude save).  As an extraplanar creature, a demonflesh golem can be driven back to its home plane by a dispel evil or dispel chaos spell (as well as by holy word or dictum), but its is not affected by banishment or dismissal since they are not good or lawful spells.

See Invisibility (Su):  A demonflesh golem can continuously see invisibility as the spell cast by a 20th-level sorcerer.

Skills:  A demonflesh golem’s fast leg graft gives it a +5 racial bonus on Climb and Jump checks.

Kelvezu (2)

	Kelvezu: CR 18; Medium-size Outsider (Chaotic, Evil, Extraplanar, Tanar’ri); HD 12d8+36; hp 90; Init +14; Spd 30 ft., fly 60 ft. (good); AC 35 (+10 Dex, +15 natural), touch 20, flat-footed 35; Base Atk +12; Grp +17; Atk +1 scimitar of greater wounding +18 melee (1d6+6/18-20 plus poison); Full Atk +1 scimitar of greater wounding +16/+11/+6 melee (1d6+6/18-20 plus poison) and +1 dagger of wounding +16/+11 melee (1d4+3/19-20 plus poison); Space/Reach 5 ft./5 ft.; SA Poison, sneak attack +8d6, spell-like abilities; SQ DR 15/good and cold iron, enhanced detection, evasion, outsider traits, SR 26, summon tanar’ri, improved uncanny dodge, resistance to acid 10, cold 10, and fire 10, immunity to poison and electricity, telepathy 100 ft.; AL CE; SV Fort +11, Ref +18, Will +11; Str 21, Dex 31, Con 16, Int 17, Wis 16, Cha 16; 

Skills and feats: Bluff +18, Concentration +18, Diplomacy +11, Hide +33, Intimidate +12, Knowledge (the planes) +18, Listen +18, Move Silently +33, Search +18, Sense Motive +18, Sleight of Hand +16, Spellcraft +18, Spot +18; Greater Two-Weapon Fighting, Improved Feint, Improved Initiative, Improved Two-Weapon Fighting, Two-Weapon Fighting;


Poison (Ex):  A kelvezu continually coats its weapons with an injury poison (Fortitude DC 19) produced from its finger tips.  The initial and secondary damage is the same (1d6 points of Constitution damage).  Kelvezu poison is highly perishable, becoming inert 1 minute after the creature stops applying it.

Spell-like Abilities (Type):  At will – deeper darkness, desecrate, detect good, detect law, greater dispel magic, greater invisibility (self only), read magic, suggestion, greater teleport (self plus 50 pounds of objects only), tongues (self only), unhallow.  Caster level 18th; save DC = 13 + spell level.

Enhanced Detection (Su):  In addition to its regular senses, a kelvezu perceives foes through detect magic and see invisibility effects (caster level 18th) that are always active.

Summon Tanar’ri (Su):  Once per day, a kelvezu can attempt to summon another kelvezu with a 25% chance of success.

Skills:  A kelvezu receives a +8 racial bonus on Hide and Move Silently checks.

Greater Wounding Weapon Property: A greater wounding weapon deals 2 points of Constitution damage from blood loss when it hits a creature. A critical hit does not multiply the Constitution damage. Creatures immune to critical hits (such as plants and constructs) are immune to the Constitution damage dealt by this weapon.

Strong evocation; CL 15th; Craft Magic Arms and Armor, Mordenkainen’s sword; Price +4 bonus.
Glabrezu

	Glabrezu: CR 13; Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 12d8+120; hp 174; Init +0; Spd 40 ft.; AC 27 (–2 size, +19 natural) touch 8, flat-footed 27; Base Atk +12; Grp +30; Atk Pincers +20 melee (2d8+10); Full Atk 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5); Space/Reach 15 ft./15 ft.; SA Improved grab, spell-like abilities, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft., true seeing; AL CE; SV Fort +18, Ref +8, Will +11; Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (any two) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks); Cleave, Great Cleave, Multiattack, Persuasive, Power Attack;


Improved Grab (Ex): To use this ability, a glabrezu must hit a Medium or smaller opponent with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-Like Abilities: At will—chaos hammer (DC 19), confusion (DC 19), dispel magic, mirror image, reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 19); 1/day—power word stun. Caster level 14th. The save DCs are Charisma-based.

Once per month, a glabrezu can fulfill a wish for a mortal humanoid. The demon can use this ability to offer a mortal whatever he or she desires—but unless the wish is used to create pain and suffering in the world, the glabrezu demands either terrible evil acts or great sacrifice as compensation.

Summon Demon (Sp): Once per day a glabrezu can attempt to summon 4d10 dretches or 1d2 vrocks with a 50% chance of success, or another glabrezu with a 20% chance of success. This ability is the equivalent of a 4th-level spell.

True Seeing (Su): Glabrezu continuously use true seeing as the spell (caster level 14th).

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

APL 10

Abyssal Ghoul (2)

	Abyssal Ghoul: CR 10; Medium-size Undead (Extraplanar); HD 16d12; hp 104; Init +7; Spd 40 ft.; AC 27 (+3 Dex, +14 natural), touch 13, flat-footed 27; Base Atk +8; Grp +15; Atk Front claw +15 melee (1d4+7 plus disease); Full Atk 2 front claws +15 melee (1d4+7 plus disease) and rear claws +13 melee (2d4+3 plus disease); Space/Reach 5 ft./5 ft.; SA Disease, improved grab, sneak attack +5d6, Wisdom drain 1d6; SQ Resistance to acid 20, cold 20, and fire 20, blindsight 90 ft., deathwatch, electricity immunity, SR 20, improved uncanny dodge, undead traits; AL CE; SV Fort +5, Ref +10, Will +12; Str 25, Dex 16, Con --, Int 14, Wis 15, Cha 18; 

Skills and feats: Balance +20, Climb +20, Hide +20, Jump +23, Move Silently +20, Tumble +20; Dodge, Improved Initiative, Lightning Reflexes, Mobility, Multiattack, Spring Attack;


Abyssal ghouls speak Abyssal.

Disease (Ex):  Any creature hit by an abyssal ghoul’s front claw or rear claws attack must succeed on a Fortitude save (DC 18) or contract demon fever.  After an incubation period of 1 day, the disease deals 1d6 points of Constitution damage.  Each day after contracting demon fever, the creature must succeed on another Fortitude save (DC 18) or take the same damage.  Each time it is damaged by the disease, the creature must immediately succeed on another Fortitude save (DC 18) or 1 point of the Constitution damage taken becomes Constitution drain instead.  After making a successful Fortitude save against the Constitution damage on each of two consecutive days, the creature recovers. 

Improved Grab (Ex):  If an abyssal ghoul hits an opponent its own size or smaller with both front claws, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  If it gets a hold, it can attempt to pin and use its Wisdom drain ability on its next grapple check.  Each successful grapple check it makes during successive rounds automatically deals damage from both front claws.

Wisdom Drain (Su):  If an abyssal ghoul successfully pins a living opponent, it can drain 1d6 points of Wisdom with its smoky tongue on the same action.  Each round thereafter that the pin is maintained, the ghoul automatically drains an additional 1d6 points of Wisdom.  A creature reduced to 0 Wisdom by an abyssal ghoul becomes unconscious until at least 1 point of Wisdom is restored.

Deathwatch (Sp):  This ability functions like the deathwatch spell, except that it is always active and an abyssal ghoul always knows how near death all creatures within 90 feet of it are.  Because of this knowledge, it often pauses to kill creatures near death (those with 3 or fewer hit points remaining) before moving on to attack healthier foes.

Improved Uncanny Dodge (Ex):  An abyssal ghoul retains its Dexterity bonus to Armor Class even when flat-footed or struck by an invisible attacker.  In addition, it cannot be flanked except by a rogue of 20th level or higher.

Shadow Demon

	Shadow Demon: CR 8; Medium-size Outsider (Chaotic, Evil, Incorporeal, Extraplanar); HD 10d8; hp 45; Init +11; Spd Fly 40 ft. (perfect); AC 22 (+7 Dex, +5 deflection), touch 22, flat-footed 15; Base Atk +10; Grp +17; Atk Claw +17 melee touch (1d6 vile); Full Atk 2 claws +17 melee touch (1d6 vile); Space/Reach 5 ft./5 ft.; SA Improved grab, pounce, rake, spell-like abilites; SQ Darkness enhancement, flesh-ripping claws, incorporeal traits, light powerlessness, outsider traits; AL CE; SV Fort +7, Ref +16, Will +10; Str --, Dex 24, Con 10, Int 17, Wis 17, Cha 20; 

Skills and feats: Bluff +15, Concentration +10, Diplomacy +12, Hide +30, Intimidate +7, Knowledge (arcana) +16, Knowledge (the planes) +11, Listen +16, Move Silently +20, Search +16, Spot +15; Combat Expertise, Improved Initiative, Lightning Reflexes;


Shadow demons speak Abyssal, Celestial, and Draconic.

Improved Grab (Ex):  If a shadow demon hits a Medium-size or smaller opponent with both claw attacks, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals damage from both claws.

Pounce (Ex):  When a shadow demon charges, it can make a full attack, including two rake attacks.

Rake (Ex):  On any round that a shadow demon has a hold on an opponent, it can make two rake attacks (+17 melee touch) with its hind legs for 1d6 points of damage each.

Spell-like Abilities:  At will – darkness; 1/day – deeper darkness, damning darkness; 1/week – magic jar.  Caster level 10th; save DC = 15 + spell level.

Darkness Enhancement (Ex):  Shadow demons gain power from being with total darkness.  They gain a +4 enhancement bonus to AC, attack rolls, damage rolls, saves, and skill and ability checks in such conditions.

Flesh-Ripping Claws (Su):  When a shadow demon’s claws touch flesh, they become corporeal, allowing the creature to claw, rake, and even grapple with opponents, yet still ignore their armor.  The shadow demon’s claw and rake attacks are thus made as touch attacks.  Fleshless creatures, such as certain constructs, are immune to the attacks of a shadow demon.  Corporeal foes attempting to grapple the shadow demon can only attempt to escape; they can’t deal damage or pin in a grapple.  All damage a shadow demon’s claws deal is vile damage.

Immunities (Su):  A shadow demon is immune to fire, cold, and electricity as well as mind-affecting effects, poison, sleep, paralysis, stunning, and disease.  It is not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Light Powerlessness (Ex):  A shadow demon is drained in bright light (such as sunlight) and flees from it.  Within such light, it takes a –4 penalty to AC, attack rolls, damage rolls, saves, and skill and ability checks.

Damning Darkness

Evocation [Darkness, Evil]

Level: Clr 4, Darkness 4, Sor/Wiz 4

Components: V,M/DF

Casting Time: 1 action

Range:  Touch

Target:  Object touched

Duration: 10 minutes/level (D)

Saving Throw:  None

Spell Resistance:  No

This spell is similar to darkness, except that those within the area of darkness also take unholy damage.  Creatures of good alignment take 2d6 points of damage per round in the darkness, and creatures neither good or evil take 1d6 points of damage.  As with the darkness spell, the area of darkness is a 20-ft. radius, and the object that serves as the spell’s target can be shrouded to block the darkness (and thus the damaging effect).  Damning darkness counters or dispels any light spell of equal or lower level.

Arcane Material Component:  A dollop of pitch with a tiny needle hidden inside it.

Vilewight

	Vilewight: CR 8; Medium-size Undead; HD 12d12; hp 78; Init +6; Spd 30 ft.; AC 18 (+2 Dex, +6 natural), touch 12, flat-footed 16; Base Atk +6; Grp +10; Atk Claw +10 melee (1d6+4); Full Atk 2 claws +10 melee (1d6+4) and bite +5 melee (1d8+2) and tendril bites +5 melee (1d6+2 and disease); Space/Reach 5 ft./5 ft.; (10 ft. with tendril bites); SA Dark channel, disease, energy drain, improved grab; SQ Create spawn, undead traits; AL NE; SV Fort +4, Ref +6, Will +9; Str 18, Dex 15, Con --, Int 17, Wis 12, Cha 14; 

Skills and feats: Climb +12, Hide +15, Knowledge (arcana) +15, Listen +16, Move Silently +25, Spot +14; Alertness, Combat Expertise, Combat Reflexes, Dodge, Improved Initiative, Mobility;


Dark Channel (Sp):  Once every other round, a vilewight can channel the negative energy infusing it into a line of cold, black energy 5 feet wide and 30 feet long.  Everyone in the area takes 8d8 points of damage (Reflex DC 18 half).

Disease (Ex):  Any creature hit by the vilewight’s intestinal tendrils must succeed at a Fortitude save (DC 16) or contract life blindness.  The incubation period is 1 day, and the disease causes the victim to be unable to see living creatures (see Disease in Chapter 3 of the DMG).

Energy Drain (Su):  Any living creature hit by any of the vilewight’s natural attacks gain two negative levels.  For each negative level bestowed, the vilewight heals 5 points of damage.  If the amount of healing is more than the damage it has taken, it gains any excess as temporary hit points.  If the negative level has not been removed before 24 hours have passed, the afflicted opponent must succeed at a Fortitude save (DC 18) to remove it.  

Improved Grab (Ex):  If a vilewight hits a Medium-size or smaller opponent with a claw attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals claw and tendril bite damage.

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

APL 12

Nightwing

	Nightwing: CR 14; Huge Undead (Extraplanar); HD 17d12+34; hp 144; Init +8; Spd 20 ft., fly 60 ft. (good); AC 30 (–2 size, +4 Dex, +18 natural) touch 12, flat-footed 26; Base Atk +8; Grp +28; Atk Bite +18 melee (2d6+17/19–20 plus magic drain); Full Atk Bite +18 melee (2d6+17/19–20 plus magic drain); Space/Reach 15 ft./10 ft.; SA Desecrating aura, magic drain, spell-like abilities, summon undead; SQ Aversion to daylight, damage reduction 15/silver and magic, darkvision 60 ft., immunity to cold, spell resistance 27, telepathy 100 ft., undead traits; AL CE; SV Fort +9, Ref +11, Will +17; Str 31, Dex 18, Con —, Int 18, Wis 20, Cha 18; 

Skills and feats: Concentration +24, Diplomacy +6, Hide +16*, Listen +25, Move Silently +24, Search +24, Sense Motive +25, Spellcraft +24, Spot +25, Survival +5 (+7 following tracks); Combat Reflexes, Dodge, Flyby Attack, Great Fortitude, Improved Critical (bite), Improved Initiative;


Nightwings can read and understand all forms of communication; however, they communicate with others by telepathy.

A nightwing’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Aversion to Daylight (Ex): If exposed to natural daylight (not merely a daylight spell), nightshades take a –4 penalty on all attack rolls, saving throws, and skill checks.

Desecrating Aura (Su): All nightshades give off a 20-footradius emanation of utter desecration, imbuing their surroundings with negative energy. This ability works much like a desecrate spell, except that the nightshade’s evil is so great that it is treated as the shrine of an evil power. All undead within 20 feet of the nightshade (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws, and +2 hit points per HD. (The nightshade Hit Dice, attack, and save entries given here include these profane bonuses.) Charisma checks made to turn undead within this area take a –6 penalty. A nightshade’s desecrating aura cannot be dispelled except by a dispel evil spell or similar effect. If the effect is dispelled, the nightshade can resume it as a free action on its next turn. Its desecrating aura is suppressed if a nightshade enters a consecrated or hallowed area, but the nightshade’s presence also suppresses the consecrated or hallowed effect for as long as it remains in the area.

Magic Drain (Su): A nightwing can weaken magic armor, weapons, and shields by making a successful touch attack. The targeted item must succeed on a DC 22 Fortitude save or lose 1 point of its enhancement bonus. The save DC is Charisma-based. An item that loses its entire enhancement bonus becomes merely a masterwork item and loses any special abilities (such as flaming) as well. Casting dispel evil upon the item reverses the effect of the magic drain, provided this occurs within a number of days after the attack equal to the caster’s level and the caster succeeds on a DC 29 caster level check.

Spell-Like Abilities: At will—contagion (DC 18), deeper darkness, detect magic, haste, see invisibility, unholy blight (DC 18); 3/day—confusion (DC 18), greater dispel magic, hold monster (DC 19), invisibility; 1/day—cone of cold (DC 19), finger of death (DC 21), plane shift (DC 21). Caster level 17th. The save DCs are Charisma-based.

Summon Undead (Su): A nightwing can summon undead creatures once per night: 5–12 shadows, 2–4 greater shadows, or 1 dread wraith. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

Skills: *When hiding in a dark area or flying in a dark sky, a nightwing gains a +8 racial bonus on Hide checks.

Ulgurstasta

	Ulgurstasta: CR 11; Gargantuan Undead; HD 17d12; hp 110; Init +6; Spd 40 ft.; AC 17 (-4 size, +2 Dex, +9 natural), touch 8, flat-footed 15; Base Atk +8; Grp +29; Atk Bite +13 melee (3d6+13); Full Atk Bite +13 melee (3d6+13); Space/Reach 20 ft./20 ft.; SA Breath weapon, improved grab, necromantic acid, spawn skeletons, swallow whole, tendrils; SQ Acid immunity, cold immunity, DR 10/magic and piercing, SR 21, undead traits; AL CE; SV Fort +7, Ref +7, Will +13; Str 28, Dex 15, Con --, Int 18, Wis 16, Cha 19;

Skills and feats: Intimidate +24, Knowledge (arcane) +24, Knowledge (architecture and engineering) +24, Knowledge (religion) +24, Knowledge (the planes) +24, Listen +23, Search +23, Spot +23; Cleave, Combat Reflexes, Great Cleave, Great Fortitude, Improved Initiative, Power Attack;


Ulgurstastas understand Common, though they cannot speak it.  This ulgurstasta has 5 Medium-size and 2 Large skeletons inside it.

Breath Weapon (Su): In an emergency, an ulgurstasta can regurgitate the contents of its stomach.  This results in a cone of necromantic acid 60 feet long.  Anyone in the cone’s path must make a Reflex saving throw (DC 18) or take 3d6 points of Constitution drain.  Those who succeed take only 1d6 points of Constitution damage.  Creatures killed in this manner animate in the next round as skeletons under the ulgurstasta’s control.  Any dormant skeletons in the ulgurstasta’s gut are vomited up as well.  These undead animate at once and attack everything in sight except the ulgurstasta.  One the ulgurstasta has vomited, in cannot do so again for one day.  Creatures swallowed during this period do not take Constitution drain.  An ulgurstasta unable to use its breath weapon often tries to flee until it can replenish its supply of acid.

Improved Grab (Ex): Bite, one size category smaller.

Necromantic Acid (Su): Someone swallowed by an ulgurstasta is in deep trouble – the creature feeds on raw life and transforms its victims into animated skeletons that the ulgurstasta can later regurgitate.  A swallowed victim takes 1d8 points of Constitution drain each round from the necromantic acid inside the creature.  Upon death, the victim’s remains are infused with the acid and transformed into an animated skeleton.  Skeletons remain dormant in the ulgurstasta’s gut until it vomits them up.

Spawn Skeletons (Su): As a full-round action, an ulgurstasta can regurgitate dormant skeletons.  At any one time, an ulgurstasta has 2d4 skeletons of various sizes in its gut.  These undead obey the ulgurstasta’s mental commands without fail and can function in the round after regurgitation.  For 1d6 rounds after being vomited up, these skeletons are covered with necromantic acid.  They deal 1 point of Constitution drain with each successful attack in additions to other damage dealt.  Ulgurstastas are always followed by a band of previously spawned skeletons.

Swallow Whole (Ex):  An ulgurstasta can swallow a single creature that is at least one size category smaller that itself by making a successful grapple check, provided it already has the creature in its maw.  Once inside the ulgurstasta, the opponent is bathed in necromantic acid (see above).  A successful grapple check allows the swallowed creature to return to the ulgurstasta’s maw, where another successful grapple check is needed to get free.  Alternatively, a swallowed creature can try to cut its way out with either claws or a light piercing or slashing weapon.  Dealing a total of at least 25 points of damage to the stomach (AC 14) in this way creates an opening large enough to permit escape.  Once a single swallowed creature exits, muscular action closes the hole; thus, another swallowed opponent must cut its own way out.  An ulgurstasta’s stomach can hold 2 Huge, 8 Large, 32 Medium-size, or 128 Small or smaller opponents.

Tendrils (Ex): The millions of pores on an ulgurstasta’s body provide it with a deadly defense; each pore contains a coiled, 40-foot-long, hair-thin tendril.  When the creature is angered, the tendrils extend to their full ranger and whip about in a frenzy.  This storm of tendrils renders an ulgurstasta immunes to Small nonmagical ranged weapons such as arrows and deals 1d12 points of slashing damages per round to any creature within 40 feet of the ulgurstasta.  Anyone in this area also takes a –2 circumstance penalty on attack rolls

Grey Render Zombies (2)

	Grey Render Zombie: CR 6; Large Undead; HD 20d8+3; hp 133; Init -1; Spd 30 ft. (can’t run); AC 16 (–1 size, –1 Dex, +8 natural) touch 8, flat-footed 16; Base Atk +10; Grp +21; Atk Bite +16 melee (2d6+7) or slam +16 melee (1d8+10); Full Atk Bite +16 melee (2d6+7) or slam +16 melee (1d8+10); Space/Reach 10 ft./10 ft.; SA --; SQ Single actions only, DR 5/slashing, darkvision 60 ft., undead traits; AL NE; SV Fort +6, Ref +5, Will +12; Str 25, Dex 8, Con —, Int —, Wis 10, Cha 1; 

Skills and feats: --; Toughness;


Single Actions Only (Ex): Zombies have poor reflexes and can perform only a single move action or attack action each round. A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.
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Nightwalker

	Nightwalker: CR 16; Huge Undead (Extraplanar); HD 21d12+42; hp 178; Init +6; Spd 40 ft., fly 20 ft. (poor); AC 32 (–2 size, +2 Dex, +22 natural), touch 10, flat-footed 30; Base Atk +10; Grp +34; Atk Slam +24 melee (2d6+16); Full Atk 2 slams +24 melee (2d6+16); Space/Reach 15 ft./15 ft.; SA Crush item, desecrating aura, evil gaze, spell-like abilities, summon undead; SQ Aversion to daylight, damage reduction 15/silver and magic, darkvision 60 ft., immunity to cold, spell resistance 29, telepathy 100 ft., undead traits; AL CE; SV Fort +11, Ref +11, Will +19; Str 38, Dex 14, Con —, Int 20, Wis 20, Cha 18; 

Skills and feats: Concentration +28, Diplomacy +6, Hide +18*, Knowledge (arcana) +29, Listen +29, Move Silently +26, Search +29, Sense Motive +29, Spellcraft +31, Spot +29, Survival +5 (+7 following tracks); Cleave, Combat Expertise, Combat Reflexes, Great Fortitude, Improved Disarm, Improved Initiative, Power Attack, Quicken Spell-Like Ability (unholy blight);


Nightwalkers can read and understand all forms of communication; however, they communicate with others by telepathy.

A nightwalkers’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Aversion to Daylight (Ex): If exposed to natural daylight (not merely a daylight spell), nightshades take a –4 penalty on all attack rolls, saving throws, and skill checks.

Desecrating Aura (Su): All nightshades give off a 20-footradius emanation of utter desecration, imbuing their surroundings with negative energy. This ability works much like a desecrate spell, except that the nightshade’s evil is so great that it is treated as the shrine of an evil power. All undead within 20 feet of the nightshade (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws, and +2 hit points per HD. (The nightshade Hit Dice, attack, and save entries given here include these profane bonuses.) Charisma checks made to turn undead within this area take a –6 penalty. A nightshade’s desecrating aura cannot be dispelled except by a dispel evil spell or similar effect. If the effect is dispelled, the nightshade can resume it as a free action on its next turn. Its desecrating aura is suppressed if a nightshade enters a consecrated or hallowed area, but the nightshade’s presence also suppresses the consecrated or hallowed effect for as long as it remains in the area.

Crush Item (Su): A nightwalker can destroy any weapon or item of Large size or smaller (even magic ones, but not artifacts) by picking it up and crushing it between its hands. The nightwalker must make a successful disarm attempt to grab an item held by an opponent. The item is entitled to a DC 34 Fortitude save to resist destruction. The save DC is Strength-based. 

Evil Gaze (Su): Fear, 30 feet. A creature that meets the nightwalker’s gaze must succeed on a DC 24 Will save or be paralyzed with fear for 1d8 rounds. Whether or not the save is successful, that creature cannot be affected again by the same nightshade’s gaze for 24 hours. This is a mind-affecting fear effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—contagion (DC 18), deeper darkness, detect magic, greater dispel magic, haste, see invisibility, and unholy blight (DC 18); 3/day—confusion (DC 18), hold monster (DC 19), invisibility; 1/day—cone of cold (DC 19), finger of death (DC 21), plane shift (DC 21). Caster level 21st. The save DCs are Charisma-based.

Summon Undead (Su): A nightwalker can summon undead creatures once per night: 7–12 shadows, 2–5 greater shadows, or 1–2 dread wraiths. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

Skills: *When hiding in a dark area, a nightwalker gains a +8 racial bonus on Hide checks.

Hullathoin

	Hullathoin: CR 15; Huge Undead; HD 16d12; hp 104; Init -1; Spd 60 ft.; AC 27 (-2 size, -1 Dex, +20 natural), touch 7, flat-footed 27; Base Atk +8; Grp +26; Atk Bite +17 melee (2d8+10/19-20); Full Atk 

Bite +17 melee (2d8+10/19-20) and 2 stamps +14 melee (1d8+5) and 2 tentacles +14 melee (1d6+5 plus poison); Space/Reach 15 ft./10 ft. (20 ft. with tentacles); SA Deform, exude bloodfiend locusts, improved grab, improved grapple, poison, rebuke undead, ring of pus; SQ Blindsight 60 ft., immunity to cold and electricity, DR 15/magic and silver, fast healing 8, resistance to fire 15 and sonic 15, SR 26, undead traits; AL NE; SV Fort +7, Ref +4, Will +13; Str 30, Dex 8, Con --, Int 12, Wis 16, Cha 11; 

Skills and feats: Balance +18, Climb +29, Listen +22, Spot +22, Swim +29; Cleave, Great Fortitude, Improved Critical (bite), Multiattack, Power Attack, Weapon Focus (bite);


Hullathoins speak Common and, curiously, Draconic.

Deform (Su):  A hullathoin can twist and deform victims grappled by its tentacles.  When a hullathoin has an opponent pinned, it can deal normal damage and attempt to deform the creature.  On a successful Fortitude save (DC 18), the victim only takes normal grapple damage.  If the save fails, the victim also takes 1d6 points of Charisma damage.

Exude Bloodfiend Swarm (Su):  As a standard action, a hullathoin can send forth a swarm of bloodfiend locusts to attack its foes.  Swarms of these creatures live in the hullathoin’s pus-filled sores.  They do not attack the hullathoin or its undead minions.

Improved Grab (Ex):  If a hullathoin hits an opponent that is at least one size category smaller than itself with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals tentacle damage.  It can also attempt to pin its opponent.  An opponent pinned by a hullathoin’s tentacle can be subject to a hullathoin’s deform special attack.

Improved Grapple (Ex):  Normally, a creature engaged in a grapple that does not want to be considered grappled must take a –20 penalty on its grapple check.  But the hullathoin, while grappling with its tentacles, is never considered grappled.  It can conduct grapple attacks with its tentacles normally without taking any penalties on other attacks, and it need not take the –20 penalty on grapple checks to be considered not grappling.

Rebuke Undead (Su):  A hullathoin can rebuke or command undead as a 20th level cleric.  Any fiendish vampires created by the bloodfiend locusts it carries are automatically considered commanded on rising, although they count against the total number of Hit Dice of undead the hullathoin can command.  If newly risen undead created by the locusts would exceed the hullathoin’s limit, it can opt to leave them uncontrolled or add them to its contingent of undead by dropping other undead followers to compensate.

Ring of Pus (Ex):  Once per day, a hullathoin can spew forth the pus from its many sores.  This ring of pus extends 30 feet in all directions from the hullathoin.  Anyone caught in the burst must make a Reflex save (DC 18) or take 5d6 points of acid damage and 1d6 points of Strength damage.  Success on the saving throw negates the Strength damage and half the acid damage.  Victims who fail the save are also nauseated for 10 rounds.

Bloodfiend Locust Swarm

	Locust Swarm, Bloodfiend: CR 8; Medium-size Vermin(Extraplanar, Swarm of Fine Creatures); HD 14d8+28; hp 91; Init +4; Spd 20 ft., fly 20 ft. (perfect); AC 19 (+4 Dex, +5 natural), touch 14, flat-footed 15; Base Atk +10; Grp --; Atk Swarm (3d6 plus energy drain); Full Atk Swarm (3d6 plus energy drain); Space/Reach 5 ft./0 ft.; SA Distraction (DC 19), energy drain; SQ Reanimate, swarm traits, vermin traits; AL CE; SV Fort +11, Ref +8, Will +5; Str 1, Dex 18, Con 14, Int --, Wis 13, Cha 11; 

Skills and feats: --; --;


Energy Drain (Su):  Living creatures hit by a bloodfiend locust swarm gain one negative level.  Fortitude save DC 19 to remove.

Reanimate (Su):  A humanoid or monstrous humanoid killed by the energy drain attack of a bloodfiend locust swarm rises 2d6 hours later as a fiendish vampire spawn.

Vampire Spawn (5)

	Vampire spawn: CR 4; Medium-size Undead; HD 4d12+3; hp 29; Init +6; Spd 30 ft.; AC 15 (+2 Dex, +3 natural), touch 12, flat-footed 13; Base Atk +2; Grp +5; Atk Slam +5 melee (1d6+4 plus energy drain); Full Atk Slam +5 melee (1d6+4 plus energy drain); Space/Reach 5 ft./5 ft.; SA Blood drain, domination, energy drain; SQ +2 turn resistance, DR 5/silver, darkvision 60 ft., fast healing 2, gaseous form, resistance to cold 10 and electricity 10, spider climb, undead traits; AL CE; SV Fort +1, Ref +5, Will +5; Str 16, Dex 14, Con —, Int 13, Wis 13, Cha 14; 

Skills and feats: Bluff +6, Climb +8, Craft or Profession (any one) +4, Diplomacy +4, Hide +10, Jump +8, Listen +11, Move Silently +10, Search +8, Sense Motive +11, Spot +11; AlertnessB, Improved InitiativeB, Lightning ReflexesB, Skill Focus (selected Craft or Profession skill), Toughness;


Vampire spawn speak Common.

Blood Drain (Ex): A vampire spawn can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round. On each such successful drain attack, the vampire spawn gains 5 temporary hit pints.

Domination (Su): A vampire spawn can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must take a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a DC 14 Will save or fall instantly under the vampire’s influence as though by a dominate person spell from a 5thlevel caster. The ability has a range of 30 feet. The save DC is Charisma-based.

Energy Drain (Su): Living creatures hit by a vampire spawn’s slam attack gain one negative level. The DC is 14 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level bestowed, the vampire spawn gains 5 temporary hit points.

Fast Healing (Ex): A vampire spawn heals 2 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Once at rest in its coffin, it is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 2 hit points per round.

Gaseous Form (Su): As a standard action, a vampire spawn can assume gaseous form at will as the spell (caster level 6th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Spider Climb (Ex): A vampire spawn can climb sheer surfaces as though with a spider climb spell.

Skills: Vampire spawn have a +4 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.
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Nightwalker (2)

	Nightwalker: CR 16; Huge Undead (Extraplanar); HD 21d12+42; hp 178; Init +6; Spd 40 ft., fly 20 ft. (poor); AC 32 (–2 size, +2 Dex, +22 natural), touch 10, flat-footed 30; Base Atk +10; Grp +34; Atk Slam +24 melee (2d6+16); Full Atk 2 slams +24 melee (2d6+16); Space/Reach 15 ft./15 ft.; SA Crush item, desecrating aura, evil gaze, spell-like abilities, summon undead; SQ Aversion to daylight, damage reduction 15/silver and magic, darkvision 60 ft., immunity to cold, spell resistance 29, telepathy 100 ft., undead traits; AL CE; SV Fort +11, Ref +11, Will +19; Str 38, Dex 14, Con —, Int 20, Wis 20, Cha 18; 

Skills and feats: Concentration +28, Diplomacy +6, Hide +18*, Knowledge (arcana) +29, Listen +29, Move Silently +26, Search +29, Sense Motive +29, Spellcraft +31, Spot +29, Survival +5 (+7 following tracks); Cleave, Combat Expertise, Combat Reflexes, Great Fortitude, Improved Disarm, Improved Initiative, Power Attack, Quicken Spell-Like Ability (unholy blight);


Nightwalkers can read and understand all forms of communication; however, they communicate with others by telepathy.

A nightwalkers’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Aversion to Daylight (Ex): If exposed to natural daylight (not merely a daylight spell), nightshades take a –4 penalty on all attack rolls, saving throws, and skill checks.

Desecrating Aura (Su): All nightshades give off a 20-footradius emanation of utter desecration, imbuing their surroundings with negative energy. This ability works much like a desecrate spell, except that the nightshade’s evil is so great that it is treated as the shrine of an evil power. All undead within 20 feet of the nightshade (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws, and +2 hit points per HD. (The nightshade Hit Dice, attack, and save entries given here include these profane bonuses.) Charisma checks made to turn undead within this area take a –6 penalty. A nightshade’s desecrating aura cannot be dispelled except by a dispel evil spell or similar effect. If the effect is dispelled, the nightshade can resume it as a free action on its next turn. Its desecrating aura is suppressed if a nightshade enters a consecrated or hallowed area, but the nightshade’s presence also suppresses the consecrated or hallowed effect for as long as it remains in the area.

Crush Item (Su): A nightwalker can destroy any weapon or item of Large size or smaller (even magic ones, but not artifacts) by picking it up and crushing it between its hands. The nightwalker must make a successful disarm attempt to grab an item held by an opponent. The item is entitled to a DC 34 Fortitude save to resist destruction. The save DC is Strength-based. 

Evil Gaze (Su): Fear, 30 feet. A creature that meets the nightwalker’s gaze must succeed on a DC 24 Will save or be paralyzed with fear for 1d8 rounds. Whether or not the save is successful, that creature cannot be affected again by the same nightshade’s gaze for 24 hours. This is a mind-affecting fear effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—contagion (DC 18), deeper darkness, detect magic, greater dispel magic, haste, see invisibility, and unholy blight (DC 18); 3/day—confusion (DC 18), hold monster (DC 19), invisibility; 1/day—cone of cold (DC 19), finger of death (DC 21), plane shift (DC 21). Caster level 21st. The save DCs are Charisma-based.

Summon Undead (Su): A nightwalker can summon undead creatures once per night: 7–12 shadows, 2–5 greater shadows, or 1–2 dread wraiths. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

Skills: *When hiding in a dark area, a nightwalker gains a +8 racial bonus on Hide checks.

Hullathion

	Hullathoin: CR 15; Huge Undead; HD 16d12; hp 104; Init -1; Spd 60 ft.; AC 27 (-2 size, -1 Dex, +20 natural), touch 7, flat-footed 27; Base Atk +8; Grp +26; Atk Bite +17 melee (2d8+10/19-20); Full Atk 

Bite +17 melee (2d8+10/19-20) and 2 stamps +14 melee (1d8+5) and 2 tentacles +14 melee (1d6+5 plus poison); Space/Reach 15 ft./10 ft. (20 ft. with tentacles); SA Deform, exude bloodfiend locusts, improved grab, improved grapple, poison, rebuke undead, ring of pus; SQ Blindsight 60 ft., immunity to cold and electricity, DR 15/magic and silver, fast healing 8, resistance to fire 15 and sonic 15, SR 26, undead traits; AL NE; SV Fort +7, Ref +4, Will +13; Str 30, Dex 8, Con --, Int 12, Wis 16, Cha 11; 

Skills and feats: Balance +18, Climb +29, Listen +22, Spot +22, Swim +29; Cleave, Great Fortitude, Improved Critical (bite), Multiattack, Power Attack, Weapon Focus (bite);


Hullathoins speak Common and, curiously, Draconic.

Deform (Su):  A hullathoin can twist and deform victims grappled by its tentacles.  When a hullathoin has an opponent pinned, it can deal normal damage and attempt to deform the creature.  On a successful Fortitude save (DC 18), the victim only takes normal grapple damage.  If the save fails, the victim also takes 1d6 points of Charisma damage.

Exude Bloodfiend Swarm (Su):  As a standard action, a hullathoin can send forth a swarm of bloodfiend locusts to attack its foes.  Swarms of these creatures live in the hullathoin’s pus-filled sores.  They do not attack the hullathoin or its undead minions.

Improved Grab (Ex):  If a hullathoin hits an opponent that is at least one size category smaller than itself with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals tentacle damage.  It can also attempt to pin its opponent.  An opponent pinned by a hullathoin’s tentacle can be subject to a hullathoin’s deform special attack.

Improved Grapple (Ex):  Normally, a creature engaged in a grapple that does not want to be considered grappled must take a –20 penalty on its grapple check.  But the hullathoin, while grappling with its tentacles, is never considered grappled.  It can conduct grapple attacks with its tentacles normally without taking any penalties on other attacks, and it need not take the –20 penalty on grapple checks to be considered not grappling.

Rebuke Undead (Su):  A hullathoin can rebuke or command undead as a 20th level cleric.  Any fiendish vampires created by the bloodfiend locusts it carries are automatically considered commanded on rising, although they count against the total number of Hit Dice of undead the hullathoin can command.  If newly risen undead created by the locusts would exceed the hullathoin’s limit, it can opt to leave them uncontrolled or add them to its contingent of undead by dropping other undead followers to compensate.

Ring of Pus (Ex):  Once per day, a hullathoin can spew forth the pus from its many sores.  This ring of pus extends 30 feet in all directions from the hullathoin.  Anyone caught in the burst must make a Reflex save (DC 18) or take 5d6 points of acid damage and 1d6 points of Strength damage.  Success on the saving throw negates the Strength damage and half the acid damage.  Victims who fail the save are also nauseated for 10 rounds.

Bloodfiend Locust Swarm

	Locust Swarm, Bloodfiend: CR 8; Medium-size Vermin(Extraplanar, Swarm of Fine Creatures); HD 14d8+28; hp 91; Init +4; Spd 20 ft., fly 20 ft. (perfect); AC 19 (+4 Dex, +5 natural), touch 14, flat-footed 15; Base Atk +10; Grp --; Atk Swarm (3d6 plus energy drain); Full Atk Swarm (3d6 plus energy drain); Space/Reach 5 ft./0 ft.; SA Distraction (DC 19), energy drain; SQ Reanimate, swarm traits, vermin traits; AL CE; SV Fort +11, Ref +8, Will +5; Str 1, Dex 18, Con 14, Int --, Wis 13, Cha 11; 

Skills and feats: --; --;


Energy Drain (Su):  Living creatures hit by a bloodfiend locust swarm gain one negative level.  Fortitude save DC 19 to remove.

Reanimate (Su):  A humanoid or monstrous humanoid killed by the energy drain attack of a bloodfiend locust swarm rises 2d6 hours later as a fiendish vampire spawn.

Vampire Spawn (6)

	Vampire spawn: CR 4; Medium-size Undead; HD 4d12+3; hp 29; Init +6; Spd 30 ft.; AC 15 (+2 Dex, +3 natural), touch 12, flat-footed 13; Base Atk +2; Grp +5; Atk Slam +5 melee (1d6+4 plus energy drain); Full Atk Slam +5 melee (1d6+4 plus energy drain); Space/Reach 5 ft./5 ft.; SA Blood drain, domination, energy drain; SQ +2 turn resistance, DR 5/silver, darkvision 60 ft., fast healing 2, gaseous form, resistance to cold 10 and electricity 10, spider climb, undead traits; AL CE; SV Fort +1, Ref +5, Will +5; Str 16, Dex 14, Con —, Int 13, Wis 13, Cha 14; 

Skills and feats: Bluff +6, Climb +8, Craft or Profession (any one) +4, Diplomacy +4, Hide +10, Jump +8, Listen +11, Move Silently +10, Search +8, Sense Motive +11, Spot +11; AlertnessB, Improved InitiativeB, Lightning ReflexesB, Skill Focus (selected Craft or Profession skill), Toughness;


Vampire spawn speak Common.

Blood Drain (Ex): A vampire spawn can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round. On each such successful drain attack, the vampire spawn gains 5 temporary hit pints.

Domination (Su): A vampire spawn can crush an opponent’s will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must take a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a DC 14 Will save or fall instantly under the vampire’s influence as though by a dominate person spell from a 5thlevel caster. The ability has a range of 30 feet. The save DC is Charisma-based.

Energy Drain (Su): Living creatures hit by a vampire spawn’s slam attack gain one negative level. The DC is 14 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level bestowed, the vampire spawn gains 5 temporary hit points.

Fast Healing (Ex): A vampire spawn heals 2 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Once at rest in its coffin, it is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 2 hit points per round.

Gaseous Form (Su): As a standard action, a vampire spawn can assume gaseous form at will as the spell (caster level 6th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.

Spider Climb (Ex): A vampire spawn can climb sheer surfaces as though with a spider climb spell.

Skills: Vampire spawn have a +4 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

APL 18

Nightcrawler (2)

	Nightcrawler: CR 18; Gargantuan Undead (Extraplanar); HD 25d12+50; hp 212; Init +4; Spd 30 ft., burrow 60 ft.; AC 35 (–4 size, +29 natural), touch 6, flat-footed 35; Base Atk +12; Grp +45; Atk Bite +29 melee (4d6+21); Full Atk Bite +29 melee (4d6+21/19–20) and sting +24 melee (2d8+11/19–20 plus poison); Space/Reach 20 ft./15 ft.; SA Desecrating aura, energy drain, spell-like abilities, poison, summon undead, swallow whole; SQ Aversion to daylight, damage reduction 15/silver and magic, darkvision 60 ft., immunity to cold, spell resistance 31, telepathy 100 ft, tremorsense 60 ft., undead traits; AL CE; SV Fort +12, Ref +10, Will +23; Str 48, Dex 10, Con —, Int 20, Wis 20, Cha 18; 

Skills and feats: Concentration +32, Diplomacy +6, Hide +16, Knowledge (arcana) +33, Listen +33, Move Silently +28, Search +33, Sense Motive +23, Spellcraft +35, Spot +33, Survival +5 (+7 following tracks); Blind-Fight, Combat Casting, Great Fortitude, Improved Critical (bite), Improved Critical (sting), Improved Initiative, Iron Will, Power Attack, Quicken Spell-Like Ability (cone of cold);


Nightshades can read and understand all forms of communication; however, they communicate with others by telepathy.

A nightcrawler’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Aversion to Daylight (Ex): If exposed to natural daylight (not merely a daylight spell), nightshades take a –4 penalty on all attack rolls, saving throws, and skill checks.

Desecrating Aura (Su): All nightshades give off a 20-footradius emanation of utter desecration, imbuing their surroundings with negative energy. This ability works much like a desecrate spell, except that the nightshade’s evil is so great that it is treated as the shrine of an evil power. All undead within 20 feet of the nightshade (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws, and +2 hit points per HD. (The nightshade Hit Dice, attack, and save entries given here include these profane bonuses.) Charisma checks made to turn undead within this area take a –6 penalty.

A nightshade’s desecrating aura cannot be dispelled except by a dispel evil spell or similar effect. If the effect is dispelled, the nightshade can resume it as a free action on its next turn. Its desecrating aura is suppressed if a nightshade enters a consecrated or hallowed area, but the nightshade’s presence also suppresses the consecrated or hallowed effect for as long as it remains in the area.

Energy Drain (Su): Living creatures inside a nightcrawler’s gizzard gain one negative level each round. The DC is 26 for the Fortitude save to remove a negative level. The save DC is Charisma-based.

For each such negative level bestowed, the nightcrawler gains 5 temporary hit points. 

Improved Grab (Ex): To use this ability, a nightcrawler must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can try to swallow the opponent in the following round.

Poison (Ex): Injury, Fortitude DC 22, initial and secondary damage 2d6 Str. The save DC is Constitution-based.

Spell-Like Abilities: At will—contagion (DC 18), deeper darkness, detect magic, greater dispel magic, haste, invisibility, see invisibility, unholy blight (DC 18); 3/day—cone of cold (DC 19), confusion (DC 18), hold monster (DC 19); 1/day—finger of death (DC 21), mass hold monster (DC 23), plane shift (DC 21). Caster level 25th. The save DCs are Charisma-based.

Summon Undead (Su): A nightcrawler can summon undead creatures once per night: 9–16 shadows, 3–6 greater shadows, or 2–4 dread wraiths. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

Swallow Whole (Ex): A nightcrawler can try to swallow a grabbed opponent of Huge or smaller size by making a successful grapple check. Once inside, the opponent takes 2d8+12 points of bludgeoning damage plus 12 points of acid damage per round from the nightcrawler’s gizzard and is subject to the creature’s energy drain. A swallowed creature can cut its way out by using a light slashing or piercing weapon to deal 35 points of damage to the gizzard (AC 21). Once the creature exits, muscular action closes the hole; another swallowed opponent must cut its own way out. A nightcrawler’s interior can hold 2 Huge, 8 Large, 32 Medium, 128 Small, 512 Tiny or smaller opponents.

Nightwalker

	Nightwalker: CR 16; Huge Undead (Extraplanar); HD 21d12+42; hp 178; Init +6; Spd 40 ft., fly 20 ft. (poor); AC 32 (–2 size, +2 Dex, +22 natural), touch 10, flat-footed 30; Base Atk +10; Grp +34; Atk Slam +24 melee (2d6+16); Full Atk 2 slams +24 melee (2d6+16); Space/Reach 15 ft./15 ft.; SA Crush item, desecrating aura, evil gaze, spell-like abilities, summon undead; SQ Aversion to daylight, damage reduction 15/silver and magic, darkvision 60 ft., immunity to cold, spell resistance 29, telepathy 100 ft., undead traits; AL CE; SV Fort +11, Ref +11, Will +19; Str 38, Dex 14, Con —, Int 20, Wis 20, Cha 18; 

Skills and feats: Concentration +28, Diplomacy +6, Hide +18*, Knowledge (arcana) +29, Listen +29, Move Silently +26, Search +29, Sense Motive +29, Spellcraft +31, Spot +29, Survival +5 (+7 following tracks); Cleave, Combat Expertise, Combat Reflexes, Great Fortitude, Improved Disarm, Improved Initiative, Power Attack, Quicken Spell-Like Ability (unholy blight);


Nightwalkers can read and understand all forms of communication; however, they communicate with others by telepathy.

A nightwalkers’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Aversion to Daylight (Ex): If exposed to natural daylight (not merely a daylight spell), nightshades take a –4 penalty on all attack rolls, saving throws, and skill checks.

Desecrating Aura (Su): All nightshades give off a 20-footradius emanation of utter desecration, imbuing their surroundings with negative energy. This ability works much like a desecrate spell, except that the nightshade’s evil is so great that it is treated as the shrine of an evil power. All undead within 20 feet of the nightshade (including the creature itself) gain a +2 profane bonus on attack rolls, damage rolls, and saving throws, and +2 hit points per HD. (The nightshade Hit Dice, attack, and save entries given here include these profane bonuses.) Charisma checks made to turn undead within this area take a –6 penalty. A nightshade’s desecrating aura cannot be dispelled except by a dispel evil spell or similar effect. If the effect is dispelled, the nightshade can resume it as a free action on its next turn. Its desecrating aura is suppressed if a nightshade enters a consecrated or hallowed area, but the nightshade’s presence also suppresses the consecrated or hallowed effect for as long as it remains in the area.

Crush Item (Su): A nightwalker can destroy any weapon or item of Large size or smaller (even magic ones, but not artifacts) by picking it up and crushing it between its hands. The nightwalker must make a successful disarm attempt to grab an item held by an opponent. The item is entitled to a DC 34 Fortitude save to resist destruction. The save DC is Strength-based. 

Evil Gaze (Su): Fear, 30 feet. A creature that meets the nightwalker’s gaze must succeed on a DC 24 Will save or be paralyzed with fear for 1d8 rounds. Whether or not the save is successful, that creature cannot be affected again by the same nightshade’s gaze for 24 hours. This is a mind-affecting fear effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—contagion (DC 18), deeper darkness, detect magic, greater dispel magic, haste, see invisibility, and unholy blight (DC 18); 3/day—confusion (DC 18), hold monster (DC 19), invisibility; 1/day—cone of cold (DC 19), finger of death (DC 21), plane shift (DC 21). Caster level 21st. The save DCs are Charisma-based.

Summon Undead (Su): A nightwalker can summon undead creatures once per night: 7–12 shadows, 2–5 greater shadows, or 1–2 dread wraiths. The undead arrive in 1d10 rounds and serve for 1 hour or until released.

Skills: *When hiding in a dark area, a nightwalker gains a +8 racial bonus on Hide checks.

APL 10

Bebelith (2)

	Bebelith: CR 10; Huge Outsider (Chaotic, Extraplanar, Evil); HD 12d8+96; hp 150; Init +5; Spd 40 ft., climb 20 ft.; AC 22 (–2 size, +1 Dex, +13 natural), touch 9, flat-footed 21; Base Atk +12; Grp +29; Atk Bite +19 melee (2d6+9 plus poison) or web +11 ranged; Full Atk Bite +19 melee (2d6+9 plus poison) and 2 claws +14 melee (2d4+4); or web +11 ranged; Space/Reach 15 ft./10 ft.; SA Poison, rend armor, web; SQ DR 10/good, darkvision 60 ft., plane shift, scent, telepathy 100 ft.; AL CE; SV Fort +16, Ref +9, Will +9; Str 28, Dex 12, Con 26, Int 11, Wis 13, Cha 13; 

Skills and feats: Climb +24, Diplomacy +3, Hide +16, Jump +28, Listen +16, Move Silently +16, Search +15, Sense Motive +16, Spot +16, Survival +1 (+3 following tracks); Cleave, Improved Initiative, Improved Grapple, Power Attack, Track;


Bebiliths understand but do not speak Abyssal. Their telepathy allows them to communicate silently with one another.

A bebilith’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Poison (Ex): Injury, Fortitude DC 24, initial damage 1d6 Con, secondary damage 2d6 Con. Bebilith venom is highly perishable, losing its potency and becoming inert, foul-smelling goo almost as soon as it comes into contact with air. The save DC is Constitution-based.

Rend Armor (Ex): If a bebilith hits with both claw attacks, it pulls apart any armor worn by its foe. This attack deals 4d6+18 points of damage to the opponent’s armor. Creatures not wearing armor are unaffected by this special attack. Armor reduced to 0 hit points is destroyed. Damaged armor may be repaired with a successful Craft (armorsmithing) check.

Web (Ex): A bebilith can throw a web up to four times per day. This is similar to an attack with a net but has a maximum range of 30 feet, with a range increment of 10 feet. This attack is effective against targets of up to Gargantuan size. The web anchors the target in place, allowing no movement.

An entangled creature can escape with a DC 24 Escape Artist check or burst the web with a DC 24 Strength check. The check DCs are Constitution-based. The web has 14 hit points and hardness 0. There is a 75% chance that the webbing will not burn if any sort of fire is applied to it (check each round).

Plane Shift (Su): This ability affects only the bebilith. It is otherwise similar to the spell (caster level 12th).

Skills: A bebilith has mottled coloration that gives it a +8 racial bonus on Hide checks.

Aspect of Demogorgon

	Aspect of Demogorgon: CR 9; Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri); HD 11d8+55; hp 104; Init +7; Spd 35 ft.; AC 23 (-1 size, +3 Dex, +11 natural), touch 12, flat-footed 20; Base Atk +11; Grp +19; Atk Tentacle +14 melee (1d6+4); Full Atk 2 tentacles +14 melee (1d6+4); Space/Reach 10 ft./10 ft.; SA --; SQ DR 5/epic, darkvision 60 ft., dual actions, immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, see invisibility, telepathy 100 ft.; AL CE; SV Fort +12, Ref +10, Will +12; Str 19, Dex 16, Con 21, Int 20, Wis 21, Cha 20; 

Skills and feats: Concentration +19, Craft (alchemy) +19, Diplomacy +21, Jump +18, Knowledge (arcana) +19, Knowledge (history) +19, Knowledge (nature) +19, Knowledge (the planes) +19, Listen +21, Search +19, Sense Motive +19, Spot +21, Survival +5 (+7 following tracks), Swim +18; Alertness, Combat Reflexes, Dodge, Improved Initiative;


An aspect of Demogorgon speaks Abyssal, Celestial, and Draconic.

An aspect of Demogorgon’s natural weapons, as well as any weapon it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Dual Actions (Ex):  An aspect of Demogorgon, just like Demogorgon itself, takes tow rounds’ worth of actions in any given round.  Thus, it can make a full attack and take a double move; make two full attacks and two 5-foot steps; a full attack, a move action, and another attack; and so on.

See Invisibility (Su):  An aspect of Demogorgon has a continuous see invisibility ability, as the spell (caster level 11th).

APL 12

Half-fiend Cloud Giant

	Half-fiend Cloud Giant: CR 14; Huge Outsider (Air, Native); HD 17d8+119; hp 195; Init +3; Spd 50 ft., fly 50 ft. (average); AC 28 (–2 size, +3 Dex, +13 natural, +4 chain shirt), touch 11, flat-footed 25; Base Atk +12; Grp +34; Atk Gargantuan morningstar +22 melee (4d6+21) or rock +14 ranged (2d8+14) or claw +22 melee (1d8+14); Full Atk Gargantuan morningstar +22/+17/+12 melee (4d6+21); or 2 claws +22 melee (1d8+14) and bite +17 melee (2d6+7); or rock +14 ranged (2d8+14); Space/Reach 15 ft./15 ft.; SA Rock throwing, spell-like abilities, smite good; SQ Low-light vision, oversized weapon, rock catching, scent, darkvision 60 ft., immunity to poison, resistance to acid 10, cold 10, electricity, and fire 10, DR 10/magic, SR 27; AL NE; SV Fort +17, Ref +8, Will +10; Str 39, Dex 17, Con 25, Int 16, Wis 16, Cha 15; 

Skills and feats: Climb +21, Craft (armorsmithing) +13, Diplomacy +4, Intimidate +12, Listen +15, Perform (harp) +3, Sense Motive +9, Spot +15; Awesome Blow, Cleave, Improved Bull Rush, Improved Overrun, Iron Will, Power Attack;


This half-fiend cloud giant speaks Abyssal, Common, and Giant.

A half-fiend cloud giant’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Rock Throwing (Ex): The range increment is 140 feet for a cloud giant’s thrown rocks.

Oversized Weapon (Ex): A cloud giant wields a great, two-handed morningstar (big enough for Gargantuan creatures) without penalty.

Spell-Like Abilities: 3/day—levitate (self plus 2,000 pounds), obscuring mist; 1/day—fog cloud. Caster level 15th.

Spell-Like Abilities: 3/day—darkness, poison, unholy aura; 1/day—desecrate, unholy blight, contagion, blasphemy, unhallow, horrid wilting, summon monster IX (fiends only). Caster level 17th; save DC = 12 + spell level.

Smite Good (Su): Once per day the half-fiend cloud giant can make a normal melee attack to deal extra damage equal to its HD total (+17) against a good foe.

Fiendish Stone Giants (2)

	Fiendish Stone Giant: CR 10 Large Giant (Earth, Extraplanar); HD 14d8+56; hp 119; Init +2; Spd 30 ft. in hide armor; base speed 40 ft.; AC 25 (–1 size, +2 Dex, +11 natural, +3 hide), touch 11, flat-footed 23; Base Atk +10; Grp +22; Atk Greatclub +17 melee (2d8+12) or slam +17 melee (1d4+8) or rock +11 ranged (2d8+12); Full Atk Greatclub +17/+12 melee (2d8+12) or 2 slams +17 melee (1d4+8) or rock +11 ranged (2d8+12); Space/Reach 10 ft./10 ft.; SA Rock throwing, smite good; SQ Darkvision 60 ft., low-light vision, rock catching, DR 10/magic, resistance to cold 10 and fire 10, SR 19; AL NE; SV Fort +13, Ref +6, Will +7; Str 27, Dex 15, Con 19, Int 10, Wis 12, Cha 11; 

Skills and feats:Climb +11, Hide +6*, Jump +11, Spot +12; Combat Reflexes, Iron Will, Point Blank Shot, Power Attack, Precise Shot;


These fiendish stone giants speak Common and Giant.

A fiendish stone giant’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

Rock Throwing (Ex): The range increment is 180 feet for a stone giant’s thrown rocks. It uses both hands when throwing a rock.

Rock Catching (Ex): A stone giant gains a +4 racial bonus on its Reflex save when attempting to catch a thrown rock.

Skills: *A stone giant gains a +8 racial bonus on Hide checks in rocky terrain.

Smite Good (Su): Once per day the fiendish stone giant can make a normal melee attack to deal extra damage equal to its HD total (+14) against a good foe.

APL 14

Half-Fiend Displacer Beast Pack Lord

	Half-fiend Displacer Beast Pack Lord: CR 15; Huge Magical Outsider (Native); HD 18d10+111; hp 210; Init +3; Spd 40 ft., fly 40 ft. (average); AC 20 (-2 size, +3 Dex, +9 natural), touch 11, flat-footed 17; Base Atk +18; Grp +36; Atk Tentacle +27 melee (1d8+10) or claw +26 melee (1d8+10); Full Atk 2 tentacles +27 melee (1d8+10) and 2 claws +21 melee (1d8+5) and bite +21 melee (2d6+5); Space/Reach 

15 ft./10 ft. (20 ft. with tentacle); SA Smite good, spell-like abilities; SQ Darkvision 60 ft., displacement, low-light vision, resistance to ranged attacks, immunity to poison, resistance to acid 10, cold 10, electricity 10, DR 10 magic, SR 28; AL NE; SV Fort +17, Ref +16, Will +9; Str 30, Dex 17, Con 22, Int 9, Wis 12, Cha 10; 

Skills and feats: Hide +13, Listen +4, Move Silently +8, Spot +10; Alertness, Combat Reflexes, Dodge, Iron Will, Lightning Reflexes, Toughness, Weapon Focus (tentacle);


This half-fiend displacer beast pack lord speaks Abyssal and Common.

A half-fiend displacer beast pack lord’s natural weapons are considered magic weapons for the purpose of overcoming damage reduction.

Displacement (Su):  A light-bending glamer continually surrounds a displacer beast, making it difficult to surmise the creature’s true location.  Any melee or ranged attack directed at it has a 50% miss chance unless the attacker can locate the beast by some means other than sight.  A true seeing effect allows the user to see the beast’s position, but see invisibility has no effect.

Resistance to Ranged Attacks (Su):  A displacer beast has a +2 resistance bonus on saves against any ranged magical attack that specifically targets it (except for ranged touch attacks).

Smite Good (Su): Once per day the half-fiend displacer beast pack lord can make a normal melee attack to deal extra damage equal to its HD total (+18) against a good foe.

Spell-Like Abilities: 3/day—darkness, poison, unholy aura; 1/day—desecrate, unholy blight, contagion, blasphemy, unhallow, horrid wilting, summon monster IX (fiends only). Caster level 18th; save DC = 10 + spell level.

Glabrezu  (2) (with fly)

	Glabrezu: CR 13; Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 12d8+120; hp 174; Init +0; Spd 40 ft., fly 60 ft. (good); AC 27 (–2 size, +19 natural) touch 8, flat-footed 27; Base Atk +12; Grp +30; Atk Pincers +20 melee (2d8+10); Full Atk 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5); Space/Reach 15 ft./15 ft.; SA Improved grab, spell-like abilities, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft., true seeing; AL CE; SV Fort +18, Ref +8, Will +11; Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (any two) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks); Cleave, Great Cleave, Multiattack, Persuasive, Power Attack;


Improved Grab (Ex): To use this ability, a glabrezu must hit a Medium or smaller opponent with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-Like Abilities: At will—chaos hammer (DC 19), confusion (DC 19), dispel magic, mirror image, reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 19); 1/day—power word stun. Caster level 14th. The save DCs are Charisma-based.

Once per month, a glabrezu can fulfill a wish for a mortal humanoid. The demon can use this ability to offer a mortal whatever he or she desires—but unless the wish is used to create pain and suffering in the world, the glabrezu demands either terrible evil acts or great sacrifice as compensation.

Summon Demon (Sp): Once per day a glabrezu can attempt to summon 4d10 dretches or 1d2 vrocks with a 50% chance of success, or another glabrezu with a 20% chance of success. This ability is the equivalent of a 4th-level spell.

True Seeing (Su): Glabrezu continuously use true seeing as the spell (caster level 14th).

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

APL 16

Wastrilith (2)

	Wastrilith: CR 17; Huge Outsider (Aquatic, Chaotic, Evil, Extraplanar); HD 15d8+60; hp 127; Init +8; Spd 30 ft., swim 80 ft.; AC 25 (-2 size, +4 Dex, +13 natural), touch 12, flat-footed 21; Base Atk +15; Grp +32; Atk Bite +22 melee (2d6+9); Full Atk Bite +22 melee (2d6+9) and 2 claws +17 melee (2d4+4); Space/Reach 15 ft./15 ft.; SA Breath weapon, spell-like abilities; SQ Break summoning, immunity to cold and water, fire vulnerability, outsider traits, SR 20, telepathy 100 ft., water mastery; AL CE; SV Fort +13, Ref +15, Will +12; Str 29, Dex 18, Con 19, Int 14, Wis 12, Cha 19; 

Skills and feats: Bluff +18, Concentration +18, Diplomacy +20, Disguise +4 (+6 acting), Escape Artist +18, Hide +10, Intimidate +28, Knowledge (arcana) +15, Knowledge (the planes) +15, Listen +15, Move Silently +18, Spellcraft +18, Spot +15, Survival +1 (+3 on other planes), Swim +31, Use Rope +4 (+6 binding); Combat Reflexes, Dodge, Improved Initiative, Iron Will, Lightning Reflexes, Mobility;


Wastriliths speak Abyssal, Aquan, and Common.

Breath Weapon (Su):  Cone of boiling water, 3d10 points of damage, 60 feet, every 1d4 rounds; Reflex DC 21 half.

Break Summoning (Ex):  If summoned via a summon monster spell, a wastrilith can make an opposed check to break free of the summoning.  If it succeeds, it then goes on a rampage, attacking the summoner.

Spell-like Abilities:  At will—blasphemy, control water, deeper darkness, desecrate, detect good, detect law, fear, greater dispel magic, read magic, suggestion, telekinesis, greater teleport (self plus 50 pounds of objects only), tongues (self only), unhallow, unholy blight, wall of ice; 3/day—symbol (any), unholy aura.  Caster level 15th; save DC 14 + spell level.  Three times per day, a wastrilith can cast summon monster IX as a 17th level wizard.  It can only summon aquatic and water-based creature, such as fiendish sharks or squids and water elementals.

Immunity to Water (Ex):  Wastriliths are immune to attacks that are based on water.

Water Mastery (Ex):  A wastrilith gains a +1 bonus on attack and damage rolls if its opponent is touching water.

Fluff

APL 18

Myrmyxicus

	Myrmyxicus: CR 21; Huge Outsider (Aquatic, Chaotic, Evil, Extraplanar, Tanar’ri); HD 18d8+126; hp 207; Init +2; Spd 20 ft., fly 40 ft. (poor), swim 60 ft.; AC 33 (-2 size, +2 Dex, +18 natural, +5 profane), touch 15, flat-footed 31; Base Atk +18; Grp +37; Atk Huge +3 unholy scythe +27 melee (2d6+14/19-20/x4); Full Atk Huge +3 unholy scythe +27/+22/+17/+12 melee (2d6+14/19-20/x4) and 3 Huge +3 unholy scythe +22 melee (2d6+14/19-20/x4), or bite +25 melee (2d8+5) and tail +25 melee (1d8+5) and 6 tentacles +25 melee (1d6+5); Space/Reach 15 ft.1/5 ft.; SA Breath Weapon, Charisma drain, improved grab, constrict 1d6+5, spell-like abilities, summon tanar’ri; SQ DR 15/good and iron, infuse scythe, outsider traits, SR 30, unholy ichor, immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, telepathy 100 ft.; AL CE; SV Fort +18, Ref +13, Will +18; Str 33, Dex 15, Con 24, Int 22, Wis 24, Cha 21; 

Skills and feats: Bluff +26, Concentration +29, Diplomacy +30, Disguise +5 (+7 acting), Hide +15, Intimidate +28, Knowledge (arcana) +27, Knowledge (religion) +27, Knowledge (the planes) +27, Listen +30, Search +27, Sense Motive +28, , Spellcraft +29, Spot +30, Survival +7 (+9 on other planes), Swim +40; Alertness, Cleave, Improved Critical (scythe), Multiattack, Multiweapon Fighting, Power Attack, Weapon Focus (scythe);


Myrmyxicus speak Abyssal, Celestial, and Draconic.

Breath Weapon (Su):  Once per minute, the myrmyxicus can exhale a 40-foot cone of unholy black vapor.  All creatures in this area must make a Reflex save (DC 26) or become nauseated.  Good-aligned creatures take 10d6 points of unholy damage as well (this damage is halved if the Reflex save is successful).  Each round beyond the first that a good-aligned victim remains in contact with the vapor, he automatically take 5d6 points of unholy damage.  The vapor remains in the area for 1d6 rounds before it dissipates.

Charisma Drain (Su):  An individual struck by a myrmyxicus’s tail attack must make a Will save (DC 24) or permanently lose 1d6 points of Charisma (twice the amount on a critical hit).  The myrmyxicus heals 5 points of damage (10 on a critical hit) whenever it drains Charisma, gaining any excess as temporary hit points.

Improved Grab (Ex):  Tentacle, at least one size category smaller than itself.

Spell-like Abilities:  At will—cause fear, charm person, charm monster, freedom of movement, telekinesis, greater teleport (self plus maximum load of objects only), true seeing; 3/day—control water, control weather, greater dispel magic, unholy aura, unholy blight.  Caster level 18th, save DC 15 + spell level.

Summon Tanar’ri (Sp):  Once per day, a myrmyxicus can attempt to summon either 2d6 skulvyns or 1 hezrou (myrmyxicus’s choice), with a 55% chance of success.

Infuse Scythe (Su):  A myrmyxicus can infuse any masterwork scythe it touches with unholy magical energies, transforming it into a +3 unholy scythe as long as the demon remains in physical contact with the scythe.  A myrmyxicus may infuse up to four scythes at a time in this manner; most carry four huge masterwork scythes with them for this purpose.  The act of infusing a scythe is a full-round action, and the myrmyxicus may only infuse one scythe at a time.

Unholy Ichor (Su):  The thick, tarlike blood of a myrmyxicus sprays upon any creature that deal damage to the demon with a melee attack using a piercing or slashing weapon or a natural weapon.  A Reflex save (DC 26) allows the attacker to avoid the spray; otherwise he becomes nauseated for 1d4 rounds.  Good-aligned creatures struck by this ichor who fail their saves take 2d6 points of unholy damage from the initial contact.

APL 10

Abyssal Greater Basilisk

	Abyssal Greater Basilisk: CR 13; Large Outsider (Augmented Magical Beast); HD 18d10+90; hp 189; Init -1; Spd 20 ft.; AC 17 (-1 size, -1 Dex, +9 natural), touch 8, flat-footed 17; Base Atk +18; Grp +29; Atk Bite +25 melee (2d8+10); Full Atk Bite +25 melee (2d8+10); Space/Reach 10 ft./5 ft.; SA Petrifying gaze, smite good; SQ Resistance to cold 10 and fire 10, damage reduction 10/magic, darkvision 60 ft., low-light vision, SR 23; AL CE; SV Fort +18, Ref +12, Will +8; Str 24, Dex 8, Con 21, Int 3, Wis 10, Cha 15; 

Skills and feats: Hide +0, Listen +10, Spot +10; Alertness, Blind-Fight, Great Fortitude, Iron Will, Improved Natural Weapon (bite), Lightning Reflexes, Weapon Focus (bite);


Petrifying Gaze (Su):  Turn to stone permanently, range 30 feet, Fortitude DC 21 negates, The save DC is Charisma-based.

Smite Good (Su): Once per day the half-fiend cloud giant can make a normal melee attack to deal extra damage equal to its HD total (+18) against a good foe.

Palrethee (2)

	Palrethee: CR 8; Medium-size Outsider (Chaotic, Evil, Fire, Tanar’ri); HD 8d8+24; hp 60; Init +3; Spd 30 ft.; AC 23 (+3 Dex, +10 natural), touch 13, flat-footed 20; Base Atk +8; Grp +12; Atk +1 flaming longsword +14 melee (1d8+7/19-20 plus 1d6 fire); Full Atk +1 flaming longsword +14/+9 melee (1d8+7/19-20 plus 1d6 fire) or 2 slams +12 melee (1d8+4); Space/Reach 5 ft./5 ft.; SA Demonic burn, spell-like abilities; SQ DR 10/good, fiery shield, outsider traits, SR 18, summon tanar’ri, immunity to electricity and poison, resistance to acid 10, telepathy 100 ft.; AL CE; SV Fort +9, Ref +9, Will +7; Str 19, Dex 16, Con 16, Int 13, Wis 12, Cha 11; 

Skills and feats: Bluff +11, Diplomacy +15, Hide +14, Intimidate +2, Knowledge (arcana) +12, Listen +12, Sense Motive +12, Search +12, Spellcraft +14, Spot +12; Combat Expertise, Dodge, Weapon Focus (longsword);


Palrethee speak Abyssal, Celestial, and Draconic.

Demonic Burn (Ex):  Any creature hit by a palrethee’s slam attack must succeed at a Reflex save (DC 17) or catch fire (DMG pg. 303).  The flame burns for 1d4 rounds.  A burning creature can take a move-equivalent action to put out the flame.

Spell-like Abilities:  At will—detect good, detect magic, see invisibility; 1/day—fear (30-foot radius).  Caster level 8th, save DC 10 + spell level.

Fiery Shield (Sp):  A palrethee is wreathed in scorching flames that cause damage to each creature that attacks it with a natural or hand-held melee weapon.  Such an attack deals normal damage to the palrethee, bat at the same time the attacker takes 1d6+8 points of fire damage (spell resistance applies; caster level 8th).  Weapons with reach, such as longspears, do not endanger their users in this way.

Summon Tanar’ri (Sp):  Once per day, a palrethee can attempt to summon another palrethee with a 30% chance of success.

APL 12

Nalfeshnee

	Nalfeshnee: CR 14; Huge Outsider (Chaotic, Evil, Tanar’ri); HD 14d8+112; hp 175; Init +1; Spd 30 ft., fly 40 ft. (poor); AC 27 (–2 size, +1 Dex, +18 natural) touch 9, flat-footed 26; Base Atk +14; Grp +29; Atk Bite +20 melee (2d8+7); Full Atk Bite +20 melee (2d8+7) and 2 claws +17 melee (1d8+3); Space/Reach 15 ft./15 ft.; SA Smite, spell-like abilities, summon tanar’ri; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 22, telepathy 100 ft., true seeing; AL CE; SV Fort +17, Ref +10, Will +15; Str 25, Dex 13, Con 27, Int 22, Wis 22, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +26, Disguise +5 (+7 acting), Hide +10, Intimidate +22, Knowledge (arcana) +23, Listen +31, Move Silently +18, Search +23, Sense Motive +23, Spellcraft +25 (+27 scrolls), Spot +31, Survival +6 (+8 following tracks), Use Magic Device +22 (+24 scrolls); Cleave, Improved Bull Rush, Multiattack, Power Attack, Weapon Focus (bite);


A nalfeshnee’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Smite (Su): Three times per day a nalfeshnee can create a nimbus of unholy light. When the demon triggers the ability, rainbow-colored beams play around its body. One round later they burst in a 60-foot radius. Any creature within this area must succeed on a DC 22 Will save or be dazed for 1d10 rounds as visions of its worst fears hound it. The creature receives its full Dexterity and shield bonuses to AC if attacked but can take no actions. Other demons are immune to this effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—call lightning (DC 18), feeblemind (DC 20), greater dispel magic, slow (DC 18), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 23). Caster level 12th. The save DCs are Charisma-based.

Summon Demon (Sp): Twice per day a nalfeshnee can attempt to summon 1d4 vrocks, 1d4 hezrous, or one glabrezu with a 50% chance of success, or another nalfeshnee with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Nalfeshnees continuously use true seeing, as the spell (caster level 14th).

Skills: Nalfeshnees have a +8 racial bonus on Listen and Spot checks.

Bebelith (3)

	Bebelith: CR 10; Huge Outsider (Chaotic, Extraplanar, Evil); HD 12d8+96; hp 150; Init +5; Spd 40 ft., climb 20 ft.; AC 22 (–2 size, +1 Dex, +13 natural), touch 9, flat-footed 21; Base Atk +12; Grp +29; Atk Bite +19 melee (2d6+9 plus poison) or web +11 ranged; Full Atk Bite +19 melee (2d6+9 plus poison) and 2 claws +14 melee (2d4+4); or web +11 ranged; Space/Reach 15 ft./10 ft.; SA Poison, rend armor, web; SQ DR 10/good, darkvision 60 ft., plane shift, scent, telepathy 100 ft.; AL CE; SV Fort +16, Ref +9, Will +9; Str 28, Dex 12, Con 26, Int 11, Wis 13, Cha 13; 

Skills and feats: Climb +24, Diplomacy +3, Hide +16, Jump +28, Listen +16, Move Silently +16, Search +15, Sense Motive +16, Spot +16, Survival +1 (+3 following tracks); Cleave, Improved Initiative, Improved Grapple, Power Attack, Track;


Bebiliths understand but do not speak Abyssal. Their telepathy allows them to communicate silently with one another.

A bebilith’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Poison (Ex): Injury, Fortitude DC 24, initial damage 1d6 Con, secondary damage 2d6 Con. Bebilith venom is highly perishable, losing its potency and becoming inert, foul-smelling goo almost as soon as it comes into contact with air. The save DC is Constitution-based.

Rend Armor (Ex): If a bebilith hits with both claw attacks, it pulls apart any armor worn by its foe. This attack deals 4d6+18 points of damage to the opponent’s armor. Creatures not wearing armor are unaffected by this special attack. Armor reduced to 0 hit points is destroyed. Damaged armor may be repaired with a successful Craft (armorsmithing) check.

Web (Ex): A bebilith can throw a web up to four times per day. This is similar to an attack with a net but has a maximum range of 30 feet, with a range increment of 10 feet. This attack is effective against targets of up to Gargantuan size. The web anchors the target in place, allowing no movement.

An entangled creature can escape with a DC 24 Escape Artist check or burst the web with a DC 24 Strength check. The check DCs are Constitution-based. The web has 14 hit points and hardness 0. There is a 75% chance that the webbing will not burn if any sort of fire is applied to it (check each round).

Plane Shift (Su): This ability affects only the bebilith. It is otherwise similar to the spell (caster level 12th).

Skills: A bebilith has mottled coloration that gives it a +8 racial bonus on Hide checks.

APL 14

Marilith

	Marilith: CR 17; Large Outsider (Chaotic, Evil, Tanar’ri); HD 16d8+144; hp 216; Init +4; 

Spd 40 ft.; AC 29 (–1 size, +4 Dex, +16 natural), touch 13, flat-footed 25; Base Atk +16; Grp +29; Atk 

Longsword +25 melee (2d6+9/19–20) or slam +24 melee (1d8+9) or tail slap +24 melee (4d6+9); Full Atk Primary longsword +25/+20/+15/+10 melee (2d6+9/19–20) and 5 longswords +25 melee (2d6+4/19–20) and tail slap +22 melee (4d6+4); or 6 slams +24 melee (1d8+9) and tail slap +22 melee (4d6+4); Space/Reach 10 ft./10 ft.; SA Constrict 4d6+13, improved grab, spell-like abilities, summon tanar’ri; SQ DR 10/good and cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 25, telepathy 100 ft.; AL CE; SV Fort +19, Ref +14, Will +14; Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24; 

Skills and feats: Bluff +26, Concentration +28, Diplomacy +30, Disguise +7 (+9 acting), Hide +19, Intimidate +28, Listen +31, Move Silently +23, Search +23, Sense Motive +23, Spellcraft +23 (+25 scrolls), Spot +31, Survival +4 (+6 following tracks), Use Magic Device +26 (+28 scrolls); Combat Expertise, Combat Reflexes, Multiattack, Multiweapon Fighting, Power Attack, Weapon Focus (longsword);


Mariliths speak Abyssal, Celestial, and Draconic.

A marilith’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Constrict (Ex): A marilith deals 4d6+13 points of damage with a successful grapple check. The constricted creature must succeed on a DC 27 Fortitude save or lose consciousness for as long as it remains in the coils and for 2d4 rounds thereafter. The save DC is Strength-based.

Improved Grab (Ex): To use this ability, a marilith must hit with its tail slap attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it succeeds on the grapple check, it can constrict.

Spell-Like Abilities: At will—align weapon, blade barrier (DC 23), magic weapon, project image (DC 23), polymorph, see invisibility, telekinesis (DC 22), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 25). Caster level 16th. The save DCs are Charisma-based.

Summon Tanar’ri (Sp): Once per day a marilith can attempt to summon 4d10 dretches, 1d4 hezrou, or one nalfeshnee with a 50% chance of success, or one glabrezu or another marilith with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Mariliths continuously use this ability, as the spell (caster level 16th).

Skills: Mariliths have a +8 racial bonus on Listen and Spot checks.

Feats: In combination with its natural abilities, a marilith’s Multiweapon Fighting feat allows it to attack with all its arms at no penalty.

Nalfeshee

	Nalfeshnee: CR 14; Huge Outsider (Chaotic, Evil, Tanar’ri); HD 14d8+112; hp 175; Init +1; Spd 30 ft., fly 40 ft. (poor); AC 27 (–2 size, +1 Dex, +18 natural) touch 9, flat-footed 26; Base Atk +14; Grp +29; Atk Bite +20 melee (2d8+7); Full Atk Bite +20 melee (2d8+7) and 2 claws +17 melee (1d8+3); Space/Reach 15 ft./15 ft.; SA Smite, spell-like abilities, summon tanar’ri; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 22, telepathy 100 ft., true seeing; AL CE; SV Fort +17, Ref +10, Will +15; Str 25, Dex 13, Con 27, Int 22, Wis 22, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +26, Disguise +5 (+7 acting), Hide +10, Intimidate +22, Knowledge (arcana) +23, Listen +31, Move Silently +18, Search +23, Sense Motive +23, Spellcraft +25 (+27 scrolls), Spot +31, Survival +6 (+8 following tracks), Use Magic Device +22 (+24 scrolls); Cleave, Improved Bull Rush, Multiattack, Power Attack, Weapon Focus (bite);


A nalfeshnee’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Smite (Su): Three times per day a nalfeshnee can create a nimbus of unholy light. When the demon triggers the ability, rainbow-colored beams play around its body. One round later they burst in a 60-foot radius. Any creature within this area must succeed on a DC 22 Will save or be dazed for 1d10 rounds as visions of its worst fears hound it. The creature receives its full Dexterity and shield bonuses to AC if attacked but can take no actions. Other demons are immune to this effect. The save DC is Charisma-based.

Spell-Like Abilities: At will—call lightning (DC 18), feeblemind (DC 20), greater dispel magic, slow (DC 18), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 23). Caster level 12th. The save DCs are Charisma-based.

Summon Demon (Sp): Twice per day a nalfeshnee can attempt to summon 1d4 vrocks, 1d4 hezrous, or one glabrezu with a 50% chance of success, or another nalfeshnee with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Nalfeshnees continuously use true seeing, as the spell (caster level 14th).

Skills: Nalfeshnees have a +8 racial bonus on Listen and Spot checks.

Vrock (2)

	Vrock: CR 9; Large Outsider (Chaotic, Evil); HD 10d8+70; hp 115; Init +2; Spd 30 ft., fly 50 ft. (average); AC 22 (–1 size, +2 Dex, +11 natural), touch 11, flat-footed 20; Base Atk +10; Grp +20; Atk Claw +15 melee (2d6+6); Full Atk 2 claws +15 melee (2d6+6) and bite +13 melee (1d8+3) and 2 talons +13 melee (1d6+3); Space/Reach 10 ft./10 ft.; SA Dance of ruin, spell-like abilities, spores, stunning screech, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 17, telepathy 100 ft.; AL CE; SV Fort +14, Ref +9, Will +10; Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16; 

Skills and feats: Concentration +20, Diplomacy +5, Hide +11, Intimidate +16, Knowledge (any one) +15, Listen +24, Move Silently +15, Search +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3 (+5 following tracks); Cleave, Combat Reflexes, Multiattack, Power Attack;


A vrock’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Dance of Ruin (Su): To use this ability, a group of at least three vrocks must join hands in a circle, dancing wildly and chanting. 

At the end of 3 rounds of dancing, a wave of crackling energy flashes outward in a 100-foot radius. All creatures except for demons within the radius take 20d6 points of damage (Reflex DC 18 half ). Stunning, paralyzing, or slaying one of the vrocks stops the dance. The save DC is Charisma-based.

Spell-Like Abilities: At will—mirror image, telekinesis (DC 18), greater teleport (self plus 50 pounds of objects only); 1/day—heroism. Caster level 12th. The save DCs are Charisma-based.

Spores (Ex): A vrock can release masses of spores from its body once every 3 rounds as a free action. The spores automatically deal 1d8 points of damage to all creatures adjacent to the vrock. They then penetrate the skin and grow, dealing an additional 1d4 points of damage each round for 10 rounds. At the end of this time, the victim is covered with a tangle of viny growths. (The vines are harmless and wither away in 1d4 days.) A delay poison spell stops the spores’ growth for its duration. Bless, neutralize poison, or remove disease kills the spores, as does sprinkling the victim with a vial of holy water.

Stunning Screech (Su): Once per hour a vrock can emit a piercing screech. All creatures except for demons within a 30-foot radius must succeed on a DC 22 Fortitude save or be stunned for 1 round. The save DC is Constitution-based.

Summon Demon (Sp): Once per day a vrock can attempt to summon 2d10 dretches or another vrock with a 35% chance of success. This ability is the equivalent of a 3rd-level spell.

Skills: Vrocks have a +8 racial bonus on Listen and Spot checks.

APL 16

Balor

	Balor: CR 20; Large Outsider (Chaotic, Evil, Tanar’ri); HD 20d8+200; hp 290; Init +11; Spd 40 ft., fly 90 ft. (good); AC 35 (–1 size, +7 Dex, +19 natural), touch 16, flat-footed 28; Base Atk +20; Grp +36; Atk 

+1 vorpal longsword +33 melee (2d6+8/19–20); Full Atk +1 vorpal longsword +31/+26/+21/+16 melee (2d6+8/19–20) and +1 flaming whip +30/+25 melee (1d4+4 plus 1d6 fire plus entangle); or 2 slams +31 melee (1d10+7); Space/Reach 10 ft./10 ft. (20 ft. with +1 flaming whip); SA Death throes, entangle, spell-like abilities, summon tanar’ri, vorpal sword; SQ DR 15/cold iron and good, darkvision 60 ft., flaming body, immunity to electricity, fire, and poison, resistance to acid 10 and cold 10, SR 28, telepathy 100 ft., true seeing; AL CE; SV Fort +22, Ref +19, Will +19; Str 35, Dex 25, Con 31, Int 24, Wis 24, Cha 26; 

Skills and feats: Bluff +31, Concentration +33, Diplomacy +35, Disguise +8 (+10 acting), Hide +26, Intimidate +33, Knowledge (any two) +30, Listen +38, Move Silently +30, Search +30, Sense Motive +30, Spellcraft +30 (+32 scrolls), Spot +38, Survival +7 (+9 following tracks), Use Magic Device +31 (+33 scrolls); Cleave, Improved Initiative, Improved Two-Weapon Fighting, Power Attack, Quicken Spell-Like Ability (telekinesis), Two-Weapon Fighting, Weapon Focus (longsword);


Balors speak Abyssal, Celestial, and Draconic.

A balor’s +1 flaming whip is a long, flexible weapon with many tails tipped with hooks, spikes, and balls. The weapon deals bludgeoning and slashing damage, in addition to fire damage.

A balor’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Death Throes (Ex):When killed, a balor explodes in a blinding flash of light that deals 100 points of damage to anything within 100 feet (Reflex DC 30 half ). This explosion automatically destroys any weapons the balor is holding. The save DC is Constitution-based.

Entangle (Ex): A balor’s +1 flaming whip entangles foes much like an attack with a net. The whip has 20 hit points. The whip needs no folding. If it hits, the target and the balor immediately make opposed Strength checks; if the balor wins, it drags the target against its flaming body (see below). The target remains anchored against the balor’s body until it escapes the whip.

Spell-Like Abilities: At will— blasphemy (DC 25), dominate monster (DC 27), greater dispel magic, greater teleport (self plus 50 pounds of objects only), insanity (DC 25), power word stun, telekinesis (DC 23), unholy aura (DC 26); 1/day—fire storm (DC 26), implosion (DC 27). Caster level 20th. The save DCs are Charisma-based.

Vorpal Sword (Su): Every balor carries a +1 vorpal longsword that looks like a flame or a bolt of lightning.

Summon Demon (Sp): Once per day a balor can automatically summon 4d10 dretches, 1d4 hezrous, or one nalfeshnee, glabrezu, marilith, or balor. This ability is the equivalent of a 9th-level spell.

Flaming Body (Su): The body of a balor is wreathed in flame. 

Anyone grappling a balor takes 6d6 points of fire damage each round.

True Seeing (Su): Balors have a continuous true seeing ability, as the spell (caster level 20th).

Skills: Balors have a +8 racial bonus on Listen and Spot checks.

Glabrezu

	Glabrezu: CR 13; Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 12d8+120; hp 174; Init +0; Spd 40 ft.; AC 27 (–2 size, +19 natural) touch 8, flat-footed 27; Base Atk +12; Grp +30; Atk Pincers +20 melee (2d8+10); Full Atk 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5); Space/Reach 15 ft./15 ft.; SA Improved grab, spell-like abilities, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft., true seeing; AL CE; SV Fort +18, Ref +8, Will +11; Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (any two) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks); Cleave, Great Cleave, Multiattack, Persuasive, Power Attack;


Improved Grab (Ex): To use this ability, a glabrezu must hit a Medium or smaller opponent with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-Like Abilities: At will—chaos hammer (DC 19), confusion (DC 19), dispel magic, mirror image, reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 19); 1/day—power word stun. Caster level 14th. The save DCs are Charisma-based.

Once per month, a glabrezu can fulfill a wish for a mortal humanoid. The demon can use this ability to offer a mortal whatever he or she desires—but unless the wish is used to create pain and suffering in the world, the glabrezu demands either terrible evil acts or great sacrifice as compensation.

Summon Demon (Sp): Once per day a glabrezu can attempt to summon 4d10 dretches or 1d2 vrocks with a 50% chance of success, or another glabrezu with a 20% chance of success. This ability is the equivalent of a 4th-level spell.

True Seeing (Su): Glabrezu continuously use true seeing as the spell (caster level 14th).

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.

Vrock (2)

	Vrock: CR 9; Large Outsider (Chaotic, Extraplanar, Evil); HD 10d8+70; hp 115; Init +2; Spd 30 ft., fly 50 ft. (average); AC 22 (–1 size, +2 Dex, +11 natural), touch 11, flat-footed 20; Base Atk +10; Grp +20; Atk Claw +15 melee (2d6+6); Full Atk 2 claws +15 melee (2d6+6) and bite +13 melee (1d8+3) and 2 talons +13 melee (1d6+3); Space/Reach 10 ft./10 ft.; SA Dance of ruin, spell-like abilities, spores, stunning screech, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 17, telepathy 100 ft.; AL CE; SV Fort +14, Ref +9, Will +10; Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16; 

Skills and feats: Concentration +20, Diplomacy +5, Hide +11, Intimidate +16, Knowledge (any one) +15, Listen +24, Move Silently +15, Search +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3 (+5 following tracks); Cleave, Combat Reflexes, Multiattack, Power Attack;


A vrock’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Dance of Ruin (Su): To use this ability, a group of at least three vrocks must join hands in a circle, dancing wildly and chanting. 

At the end of 3 rounds of dancing, a wave of crackling energy flashes outward in a 100-foot radius. All creatures except for demons within the radius take 20d6 points of damage (Reflex DC 18 half ). Stunning, paralyzing, or slaying one of the vrocks stops the dance. The save DC is Charisma-based.

Spell-Like Abilities: At will—mirror image, telekinesis (DC 18), greater teleport (self plus 50 pounds of objects only); 1/day—heroism. Caster level 12th. The save DCs are Charisma-based.

Spores (Ex): A vrock can release masses of spores from its body once every 3 rounds as a free action. The spores automatically deal 1d8 points of damage to all creatures adjacent to the vrock. They then penetrate the skin and grow, dealing an additional 1d4 points of damage each round for 10 rounds. At the end of this time, the victim is covered with a tangle of viny growths. (The vines are harmless and wither away in 1d4 days.) A delay poison spell stops the spores’ growth for its duration. Bless, neutralize poison, or remove disease kills the spores, as does sprinkling the victim with a vial of holy water.

Stunning Screech (Su): Once per hour a vrock can emit a piercing screech. All creatures except for demons within a 30-foot radius must succeed on a DC 22 Fortitude save or be stunned for 1 round. The save DC is Constitution-based.

Summon Demon (Sp): Once per day a vrock can attempt to summon 2d10 dretches or another vrock with a 35% chance of success. This ability is the equivalent of a 3rd-level spell.

Skills: Vrocks have a +8 racial bonus on Listen and Spot checks.
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Balor

	Balor: CR 20; Large Outsider (Chaotic, Evil, Tanar’ri); HD 20d8+200; hp 290; Init +11; Spd 40 ft., fly 90 ft. (good); AC 35 (–1 size, +7 Dex, +19 natural), touch 16, flat-footed 28; Base Atk +20; Grp +36; Atk 

+1 vorpal longsword +33 melee (2d6+8/19–20); Full Atk +1 vorpal longsword +31/+26/+21/+16 melee (2d6+8/19–20) and +1 flaming whip +30/+25 melee (1d4+4 plus 1d6 fire plus entangle); or 2 slams +31 melee (1d10+7); Space/Reach 10 ft./10 ft. (20 ft. with +1 flaming whip); SA Death throes, entangle, spell-like abilities, summon tanar’ri, vorpal sword; SQ DR 15/cold iron and good, darkvision 60 ft., flaming body, immunity to electricity, fire, and poison, resistance to acid 10 and cold 10, SR 28, telepathy 100 ft., true seeing; AL CE; SV Fort +22, Ref +19, Will +19; Str 35, Dex 25, Con 31, Int 24, Wis 24, Cha 26; 

Skills and feats: Bluff +31, Concentration +33, Diplomacy +35, Disguise +8 (+10 acting), Hide +26, Intimidate +33, Knowledge (any two) +30, Listen +38, Move Silently +30, Search +30, Sense Motive +30, Spellcraft +30 (+32 scrolls), Spot +38, Survival +7 (+9 following tracks), Use Magic Device +31 (+33 scrolls); Cleave, Improved Initiative, Improved Two-Weapon Fighting, Power Attack, Quicken Spell-Like Ability (telekinesis), Two-Weapon Fighting, Weapon Focus (longsword);


Balors speak Abyssal, Celestial, and Draconic.

A balor’s +1 flaming whip is a long, flexible weapon with many tails tipped with hooks, spikes, and balls. The weapon deals bludgeoning and slashing damage, in addition to fire damage.

A balor’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Death Throes (Ex):When killed, a balor explodes in a blinding flash of light that deals 100 points of damage to anything within 100 feet (Reflex DC 30 half ). This explosion automatically destroys any weapons the balor is holding. The save DC is Constitution-based.

Entangle (Ex): A balor’s +1 flaming whip entangles foes much like an attack with a net. The whip has 20 hit points. The whip needs no folding. If it hits, the target and the balor immediately make opposed Strength checks; if the balor wins, it drags the target against its flaming body (see below). The target remains anchored against the balor’s body until it escapes the whip.

Spell-Like Abilities: At will— blasphemy (DC 25), dominate monster (DC 27), greater dispel magic, greater teleport (self plus 50 pounds of objects only), insanity (DC 25), power word stun, telekinesis (DC 23), unholy aura (DC 26); 1/day—fire storm (DC 26), implosion (DC 27). Caster level 20th. The save DCs are Charisma-based.

Vorpal Sword (Su): Every balor carries a +1 vorpal longsword that looks like a flame or a bolt of lightning.

Summon Demon (Sp): Once per day a balor can automatically summon 4d10 dretches, 1d4 hezrous, or one nalfeshnee, glabrezu, marilith, or balor. This ability is the equivalent of a 9th-level spell.

Flaming Body (Su): The body of a balor is wreathed in flame. 

Anyone grappling a balor takes 6d6 points of fire damage each round.

True Seeing (Su): Balors have a continuous true seeing ability, as the spell (caster level 20th).

Skills: Balors have a +8 racial bonus on Listen and Spot checks.

Marilith Rog2/Bbn1 (2)

	Marilith: female Rog2/Bbn1: CR 20; Large Outsider (Chaotic, Evil, Tanar’ri); HD 16d8+2d6+1d12+171; hp 257; Init +4; Spd 50 ft.; AC 29 (–1 size, +4 Dex, +16 natural), touch 13, flat-footed 25; Base Atk +18; Grp +31; Atk Longsword +27 melee (2d6+9/17–20) or slam +26 melee (1d8+9) or tail slap +26 melee (4d6+9); Full Atk Primary longsword +27/+22/+17/+12 melee (2d6+9/17–20) and 5 longswords +27 melee (2d6+4/17–20) and tail slap +24 melee (4d6+4); or 6 slams +26 melee (1d8+9) and tail slap +24 melee (4d6+4); Space/Reach 10 ft./10 ft.; SA Constrict 4d6+13, improved grab, spell-like abilities, summon tanar’ri, sneak attack +1d6, rage 1/day; SQ DR 10/good and cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 25, telepathy 100 ft., evasion, fast movement; AL CE; SV Fort +21, Ref +17, Will +14; Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24; 

Skills and feats: Bluff +28, Climb +15, Concentration +30, Diplomacy +32, Disguise +8 (+10 acting), Hide +21, Intimidate +31, Listen +34, Move Silently +25, Search +25, Sense Motive +25, Spellcraft +23 (+25 scrolls), Spot +33, Survival +5 (+7 following tracks), Use Magic Device +28 (+30 scrolls); Combat Expertise, Combat Reflexes, Multiattack, Multiweapon Fighting, Power Attack, Weapon Focus (longsword), Improved Critical (longsword);


Mariliths speak Abyssal, Celestial, and Draconic.

A marilith’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.

Constrict (Ex): A marilith deals 4d6+13 points of damage with a successful grapple check. The constricted creature must succeed on a DC 27 Fortitude save or lose consciousness for as long as it remains in the coils and for 2d4 rounds thereafter. The save DC is Strength-based.

Improved Grab (Ex): To use this ability, a marilith must hit with its tail slap attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it succeeds on the grapple check, it can constrict.

Spell-Like Abilities: At will—align weapon, blade barrier (DC 23), magic weapon, project image (DC 23), polymorph, see invisibility, telekinesis (DC 22), greater teleport (self plus 50 pounds of objects only), unholy aura (DC 25). Caster level 16th. The save DCs are Charisma-based.

Summon Tanar’ri (Sp): Once per day a marilith can attempt to summon 4d10 dretches, 1d4 hezrou, or one nalfeshnee with a 50% chance of success, or one glabrezu or another marilith with a 20% chance of success. This ability is the equivalent of a 5th-level spell.

True Seeing (Su): Mariliths continuously use this ability, as the spell (caster level 16th).

Skills: Mariliths have a +8 racial bonus on Listen and Spot checks.

Feats: In combination with its natural abilities, a marilith’s Multiweapon Fighting feat allows it to attack with all its arms at no penalty.

Glabrezu (2)

	Glabrezu: CR 13; Huge Outsider (Chaotic, Extraplanar, Evil, Tanar’ri); HD 12d8+120; hp 174; Init +0; Spd 40 ft.; AC 27 (–2 size, +19 natural) touch 8, flat-footed 27; Base Atk +12; Grp +30; Atk Pincers +20 melee (2d8+10); Full Atk 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5); Space/Reach 15 ft./15 ft.; SA Improved grab, spell-like abilities, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft., true seeing; AL CE; SV Fort +18, Ref +8, Will +11; Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20; 

Skills and feats: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (any two) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks); Cleave, Great Cleave, Multiattack, Persuasive, Power Attack;


Improved Grab (Ex): To use this ability, a glabrezu must hit a Medium or smaller opponent with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Spell-Like Abilities: At will—chaos hammer (DC 19), confusion (DC 19), dispel magic, mirror image, reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 19); 1/day—power word stun. Caster level 14th. The save DCs are Charisma-based.

Once per month, a glabrezu can fulfill a wish for a mortal humanoid. The demon can use this ability to offer a mortal whatever he or she desires—but unless the wish is used to create pain and suffering in the world, the glabrezu demands either terrible evil acts or great sacrifice as compensation.

Summon Demon (Sp): Once per day a glabrezu can attempt to summon 4d10 dretches or 1d2 vrocks with a 50% chance of success, or another glabrezu with a 20% chance of success. This ability is the equivalent of a 4th-level spell.

True Seeing (Su): Glabrezu continuously use true seeing as the spell (caster level 14th).

Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks
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�Global things I want to see in the next (final) draft:


  Monster short-hand stat blocks in each encounter.


  Make the long-hand stat blocks in the Appendices easy to find each monster (make the monster entries bold-face type and a little larger).


  Complete Item Access Roster.


Restore missing text in Appendices.


Make stat blocks consistent and easier to read.  Typeface is too small.  Make it normal sized.


�What instructions will these be?  They should be keyed somewhere where I Ican review the plan.  What are judges going to do?


�Can you not provide this information in this document?


�Put your Item Access request in your next draft.


�We appear to be missing a large chunk of text.
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