APL 2


Encounter 1

6x Feral Goblin Skeleton 

Encounter 2

Corpse Derro  

2x Bone Feral Goblin
Encounter 3

5x Small Abyssal Claw 

Encounter 4

4x Mane 

Encounter 6

Encounter 7

Encounter 1

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
Encounter 2

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
Encounter 3

Abyssal Claw (CR ½)

Small Construct

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.

Encounter 4

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. 

Encounter 1

2x Bone Feral Goblin

Corpse Feral Ogre 

Encounter 2

2x Corpse Derro 

2x Wight
Encounter 3

4x Abyssal Claw 

4x Medium Abyssal Claw 

Encounter 4

4x Abrian 

Encounter 6

Thrall of Demogorgon

4x Human Cultists
Encounter 7

1x Ahuizotl 

1x Fiendish Ooze 

Encounter 1

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

Encounter 2

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

Wight (CR 3)

Medium Undead

HD: 4d12 (26 hp)

Init: +1

Spd: 30 ft.

AC: 15 (+1 Dex, +4 natural), touch 11, flat-footed 14

BAB/Grp +2/+3

Attack: Slam +3 melee (1d4+1 plus energy drain)

Full Attack: 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

Saves: Fort +1, Ref +2, Will +5

Abilities: Str 12, Dex 12, Con -, Int 11, Wis 13, Cha 15; 

Skills: Hide +8, Listen +7, Move Silently +16, Spot +7

Feats: 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.

Encounter 3

Abyssal Claw (CR ½)

Small Construct

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.

Abyssal Claw (CR 1)

Medium Construct

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.

Encounter 4

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.

Encounter 6

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.

Encounter 1

2x Corpse Feral Ogre 

Corpse Gauth 

Encounter 2

Wraith

Mummy 

Mohrg

Encounter 3

4x Advanced Abyssal Claw 

Encounter 4

Shadow Demon 

Encounter 6

4x Mutant Sahuagin 

Encounter 7

2x Ahuizotl 

2x Fiendish Ooze 

Encounter 1

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
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.

Encounter 2

Wraith

Medium Undead (Incorporeal)
HD: 5d12 (32 hp)
Init: +7
Spd: Fly 60 ft. (good) (12 squares)
AC: 15 (+3 Dex, +2 deflection), touch 15, flat-footed 12
BAB/Grp: +2/—
Attack: Incorporeal touch +5 melee (1d4 plus 1d6 Constitution drain)
Full Attack: Incorporeal touch +5 melee (1d4 plus 1d6 Constitution drain)
Space/Reach: 5 ft./5 ft.
SA: Constitution drain, create spawn
SQ: Darkvision 60 ft., daylight powerlessness, incorporeal traits, +2 turn resistance, undead traits, unnatural aura
Saves: Fort +1, Ref +4, Will +6
Abilities: Str —, Dex 16, Con —, Int 14, Wis 14, Cha 15
Skills: Diplomacy +6, Hide +11, Intimidate +10, Listen +12, Search +10, Sense Motive +8, Spot +12, Survival +2 (+4 following tracks)
Feats: AlertnessB, Blind-Fight, Combat Reflexes, Improved InitiativeB
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. 

Constitution Drain (Su): Living creatures hit by a wraith’s incorporeal touch attack must succeed on a DC 14 Fortitude save or take 1d6 points of Constitution drain. The save DC is Charisma-based. On each such successful attack, the wraith gains 5 temporary hit points.

Create Spawn (Su): Any humanoid slain by a 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.
Mummy (CR 5)

Medium Undead
HD: 8d12+3 (55 hp)
Init: +0
Spd: 20 ft. (4 squares)
AC: 20 (+10 natural), touch 10, flat-footed 20
BAB/Grp: +4/+11
Attack: Slam +11 melee (1d6+10 plus mummy rot) 
Full Attack: Slam +11 melee (1d6+10 plus mummy rot) 
Space/Reach: 5 ft./5 ft.
SA: Despair, mummy rot 
SQ: Damage reduction 5/–, darkvision 60 ft., undead traits, vulnerability to fire
Saves: Fort +4, Ref +2, Will +8
Abilities: Str 24, Dex 10, Con —, Int 6, Wis 14, Cha 15
Skills: Hide +7, Listen +8, Move Silently +7, Spot +8
Feats: Alertness, Great Fortitude, Toughness
Despair (Su): At the mere sight of a mummy, the viewer must succeed on a DC 16 Will save or be paralyzed with fear for 1d4 rounds. Whether or not the save is successful, that creature cannot be affected again by the same mummy’s despair ability for 24 hours. The save DC is Charisma-based.

Mummy Rot (Su): Supernatural disease—slam, Fortitude DC 16, incubation period 1 minute; damage 1d6 Con and 1d6 Cha. The save DC is Charisma-based.

Unlike normal diseases, mummy rot continues until the victim reaches Constitution 0 (and dies) or is cured as described below. 

Mummy rot is a powerful curse, not a natural disease. A character attempting to cast any conjuration (healing) spell on a creature afflicted with mummy rot must succeed on a DC 20 caster level check, or the spell has no effect on the afflicted character.

To eliminate mummy rot, the curse must first be broken with break enchantment or remove curse (requiring a DC 20 caster level check for either spell), after which a caster level check is no longer necessary to cast healing spells on the victim, and the mummy rot can be magically cured as any normal disease.

An afflicted creature who dies of mummy rot shrivels away into sand and dust that blow away into nothing at the first wind.
Mohrg (CR 8)

Medium Undead
HD: 14d12 (91 hp)
Init: +9
Spd: 30 ft. (6 squares)
AC: 23 (+4 Dex, +9 natural), touch 14, flat-footed 14
BAB/Grp: +7/+12
Attack: Slam +12 melee (1d6+7) or tongue +12 melee touch (paralysis)
Full Attack: Slam +12 melee (1d6+7) and tongue +12 melee touch (paralysis)
Space/Reach: 5 ft./5 ft.
SA: Improved grab, paralyzing touch, create spawn
SQ: Darkvision 60 ft., undead traits
Saves: Fort +4, Ref +10, Will +9
Abilities: Str 21, Dex 19, Con —, Int 11, Wis 10, Cha 10
Skills: Climb +13, Hide +21, Listen +11, Move Silently +21, Spot +15, Swim +9
Feats: Alertness, Dodge, Improved Initiative, Lightning Reflexes, Mobility
Improved Grab (Ex): To use this ability, a mohrg must hit a creature of its size or smaller with its slam attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.

Paralyzing Touch (Su): A mohrg lashes out with its tongue in combat. An opponent the tongue touches must succeed on a DC 17 Fortitude save or become paralyzed for 1d4 minutes. The save DC is Charisma-based. 

Create  Spawn (Su): Creatures killed by a mohrg rise after 1d4 days as zombies under the morhg’s control. They do not possess any of the abilities they had in life.
Encounter 3

Advanced Abyssal Claw (CR 3)

Medium Construct

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.

Encounter 4

Shadow Demon (CR 8)

Medium-size Outsider (Chaotic, Evil, Incorporeal, Extraplanar)

HD: 10d8 (45 hp)

Init: +11

Spd: Fly 40 ft. (perfect)

AC: 22 (+7 Dex, +5 deflection), touch 22, flat-footed 15

BAB/Grp +10/+17

Attack: Claw +17 melee touch (1d6 vile)

Full Attack: 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

Saves: Fort +7, Ref +16, Will +10

Abilities: Str --, Dex 24, Con 10, Int 17, Wis 17, Cha 20; 

Skills: 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

Feats: 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.

Encounter 6

Fiendish Mutant Sahuagin (CR 5)

Medium Monstrous Humanoid (Aquatic)

Hit Dice: 6d8+18 (37 hp)
Initiative: +1
Speed: 30 ft. (6 squares), swim 60 ft.
Armor Class: 18 (+1 Dex, +7 natural), touch 11, flat-footed 17
Base Attack/Grapple: +6/+9
Attack: Talon +10 melee (1d4+3) 

Full Attack: 4 talons +10 melee (1d4+3) and bite +8 melee (1d4+1)
Space/Reach: 5 ft./5 ft.
Special Attacks: Blood frenzy, rake 1d4+3, smite good
Special Qualities: Blindsense 30 ft., darkvision 60 ft., DR 5/magic, cold and fire resistance 5, SR 11, freshwater sensitivity, light blindness, speak with sharks, water dependent
Saves: Fort +6, Ref +4, Will +5
Abilities: Str 16, Dex 13, Con 16, Int 14, Wis 13, Cha 7
Skills: Handle Animal +4*, Hide +6*, Listen +6*, Profession (hunter) +1*, Ride +3, Spot +6*, Survival +1*
Feats: Great Fortitude, Weapon Focus (talon), MultiattackB
Blindsense (Ex): A sahuagin can locate creatures underwater within a 30-foot radius. This ability works only when the sahuagin is underwater.

Blood Frenzy: Once per day a sahuagin that takes damage in combat can fly into a frenzy in the following round, clawing and biting madly until either it or its opponent is dead. It gains +2 Constitution and +2 Strength, and takes a –2 penalty to Armor Class. A sahuagin cannot end its frenzy voluntarily. 

Rake (Ex): Attack bonus +8 melee, damage 1d4+3. A sahuagin also gains two rake attacks when it attacks while swimming.

Freshwater Sensitivity (Ex): A sahuagin fully immersed in fresh water must succeed on a DC 15 Fortitude save or become fatigued. Even on a success, it must repeat the save attempt every 10 minutes it remains immersed.

Light Blindness (Ex): Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds sahuagin for round. On subsequent rounds, they are dazzled while operating in bright light.

Speak with Sharks (Ex): Sahuagin can communicate telepathically with sharks up to 150 feet away. The communication is limited to fairly simple concepts such as “food,” “danger,” and “enemy.” Sahuagin can use the Handle Animal skill to befriend and train sharks.

Water Dependent (Ex): Sahuagin can survive out of the water for 1 hour per 2 points of Constitution (after that, refer to the drowning rules on page 304 of the Dungeon Master ’s Guide).

Skills: A sahuagin has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. 

*Underwater, a sahuagin has a +4 racial bonus on Hide, Listen, and Spot checks.

*A sahuagin has a +4 racial bonus on Survival and Profession (hunter) checks within 50 miles of its home.

*A sahuagin has a +4 racial bonus on Handle Animal checks when working with sharks.
Encounter 7

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.

Encounter 1

2x Troll Swordwraiths 

2x Corpse Hill Giants

Encounter 2

Corpse Gauth 

Encounter 3

4x Advanced Abyssal Claw 

Encounter 4

Encounter 6

Encounter 7

3x Ahuizotl 

1x Fiendish Advanced Assassin Vine 

Encounter 1

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 5/cold iron, 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 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

Encounter 2

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.

Encounter 3

Advanced Abyssal Claw (CR 3)

Medium Construct

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.

Encounter 7

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.

Encounter 1

Ulgurstasta

2x Vilewight Bbn1/Rog1

Encounter 2

Dread Wraith

Cultist - Human Cleric9

4x Ettin Skeleton

Encounter 3

2x Corpse Hill Giant

2x Abyssal Ghoul

Encounter 4

Khaasta Drd7

Khaasta Rog7

Khaasta Ftr6

Khaasta Sor6

Encounter 6

2x Hezrou

2x Palrethee 

Encounter 7

Abyssal Greater Basilisk

3x Vrock

Encounter 1

Ulgurstasta (CR 11)

Gargantuan Undead

HD: 17d12 (110 hp)

Init: +6 

Spd: 40 ft.

AC: 17 (-4 size, +2 Dex, +9 natural), touch 8, flat-footed 15

BAB/Grp +8/+29

Attack: Bite +13 melee (3d6+13)

Full Attack: 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

Saves: Fort +7, Ref +7, Will +13

Abilities : Str 28, Dex 15, Con --, Int 18, Wis 16, Cha 19;

Skills: Intimidate +24, Knowledge (arcane) +24, Knowledge (architecture and engineering) +24, Knowledge (religion) +24, Knowledge (the planes) +24, Listen +23, Search +23, Spot +23

Feats: 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

Vilewight Bbn1/Rog1 (CR 10)

Medium-size Undead

HD: 13d12 + 1d6 (89)

Init: +6

Spd: 40 ft.

AC: 18 (+2 Dex, +6 natural), touch 12, flat-footed 16

BAB/Grp: +7/+11

Attack: Claw +11 melee (1d6+4); 

Full Attack: 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

Saves: Fort +6, Ref +8, Will +9

Abilities: Str 18, Dex 15, Con --, Int 17, Wis 12, Cha 14

Skills: Climb +21, Hide +16, Jump +8, Knowledge (arcana) +15, Listen +17, Move Silently +26, Spot +15

Feats: 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.

Encounter 2

Dread Wraith (CR 11)

Large Undead (Incorporeal)

HD: 16d12 (104 hp) 

Init: +13

Spd: Fly 60 ft. (good)

AC: 25 (-1 size, +9 Dex, +7 deflection), touch 25, flat-footed 16

BAB/Grp:+8/-

Attack: Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain)

Full Attack: 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

Saves: Fort +5, Ref +14, Will +14

Abilities: Str -, Dex 28, Con -, Int 17, Wis 18, Cha 24; 

Skills: Diplomacy +9, Hide +24, Intimidate +26, Knowledge (religion) +22, Listen +25, Search +22, Sense Motive +23, Spot +25, Survival +4 (+6 following tracks)

Feats: 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.

Cultist - Human Cleric9 (CR 9)

Medium-size Humanoid (Human) Clr9 of Falazure

HD: 9d8+9 (50 hp)

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

BAB/Grp: +6/+7

Attack: +1 flaming frost heavy mace +7 melee (1d8+1 plus 1d6 fire plus 1d6 cold)

Full Attack: +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

Saves: Fort +7 (+9), Ref +4 (+6), Will +11 (+13)

Abilities: Str 12, Dex 12, Con 12, Int 14, Wis 18 (20), Cha 14; 

Skills: Concentration +13, Knowledge (arcana) +13, Knowledge (religion) +14, Knowledge (the planes) +13, Spellcraft +14

Feats: 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

Ettin Skeleton (CR 5)

Large Undead

HD: 10d12 (65 hp)

Init: +4

Spd: 40 ft.

AC: 11 (-1 size, +2 natural), touch 9, flat-footed 11

BAB/Grp: +5/+15

Attack: Morningstar +10 melee (2d6+6) or claw +10 melee (1d6+6) or javelin +4 ranged (1d8+6)

Full Attack: 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

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

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

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.

Encounter 3

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

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

BAB/Grp:: +8; Grp +15

Attack: Front claw +15 melee (1d4+7 plus disease)

Full Attack: 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

Saves Fort +5, Ref +10, Will +12

Abilities: Str 25, Dex 16, Con --, Int 14, Wis 15, Cha 18

Skills: Balance +20, Climb +20, Hide +20, Jump +23, Move Silently +20, Tumble +20

Feats: 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.

Encounter 4

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

BAB/Grp:: +8; Grp +9

Attack: Bite +9 melee (1d4+1) or scimitar +9 melee (1d6+1/18-20)

Full Attack: 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

Saves Fort +7, Ref +6, Will +10

Abilities: Str 13, Dex 14, Con 14, Int 10, Wis 20, Cha 10; 

Skills: Climb +4, Concentration +15, Handle Animal +8, Intimidate +3, Knowledge (nature) +5, Knowledge (the planes) +3, Ride +4, Spot +8, Survival +13

Feats: 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: 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

BAB/Grp:: +8; Grp +9

Attack: Bite +13 melee (1d4+1) or rapier +13 melee (1d6+1/15-20) or composite shortbow +13 ranged (1d6)

Full Attack: 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

Saves Fort +5, Ref +13, Will +5

Abilities: Str 13, Dex 20, Con 14, Int 13, Wis 10, Cha 11; 

Skills: 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

Feats: 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: 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

BAB/Grp:: +9; Grp +14

Attack: Bite +14 melee (1d4+5) or +1 halberd +16 melee (1d10+8) or +1 greatsword +16 melee (2d6+10/17-20)

Full Attack: 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.

SA –

SQ Darkvision 60 ft.

AL CE

Saves Fort +7, Ref +7, Will +7

Abilites: Str 20, Dex 13, Con 14, Int 10, Wis 13, Cha 11; 

Skills: Climb +7, Handle Animal +3, Intimidate +7, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4

Feats: 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: 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

BAB/Grp:: +6; Grp +6

Attack: Bite +6 melee (1d4) or morningstar +6 melee (1d8) or light crossbow +8 ranged (1d8)

Full Attack: 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

Saves Fort +5, Ref +8, Will +10

Abilites: Str 11, Dex 14, Con 13, Int 10, Wis 13, Cha 20; 

Skills: Climb +3, Concentration +16, Handle Animal +8, Intimidate +8, Knowledge (the planes) +3, Listen +3, Ride +4, Spot +6, Survival +4

Feats: 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;

Encounter 6

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

BAB/Grp:: +10; Grp +19

Attack: Bite +14 melee (4d4+5)

Full Attack: 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

Saves Fort +16, Ref +7, Will +9

Abilities: Str 21, Dex 10, Con 29, Int 14, Wis 14, Cha 18; 

Skills: 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)

Feats: 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.

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; BAB/Grp:: +8; Grp +12

Attack: +1 flaming longsword +14 melee (1d8+7/19-20 plus 1d6 fire)

Full Attack: +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

Saves Fort +9, Ref +9, Will +7

Abilities: Str 19, Dex 16, Con 16, Int 13, Wis 12, Cha 11

Skills: Bluff +11, Diplomacy +15, Hide +14, Intimidate +2, Knowledge (arcana) +12, Listen +12, Sense Motive +12, Search +12, Spellcraft +14, Spot +12

Feats: 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.

Encounter 7

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

BAB/Grp:: +18; Grp +29

Attack: Bite +25 melee (2d8+10)

Full Attack: 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

Saves Fort +18, Ref +12, Will +8

Abilities: Str 24, Dex 8, Con 21, Int 3, Wis 10, Cha 15

Skills: Hide +0, Listen +10, Spot +10

Feats: 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 aybssal greater basilisk can make a normal melee attack to deal extra damage equal to its HD total (+18) against a good foe.

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

BAB/Grp: +10; Grp +20

Attack: Claw +15 melee (2d6+6)

Full Attack: 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

Saves Fort +14, Ref +9, Will +10

Abilities: Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16; 

Skills: 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)

Feats: 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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Encounter 1

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

BAB/Grp:: +8; Grp +12

Attack: Claw +12 melee (1d6+4)

Full Attack: 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

Saves Fort +5, Ref +8, Will +13

Abilities: Str 18, Dex 16, Con --, Int 17, Wis 12, Cha 14; 

Skills: Climb +14, Hide +16, Knowledge (arcana) +20, Listen +16, Move Silently +27, Spellcraft +10, Spot +14

Feats: 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 (CR 10)

Medium-size Undead

HD: 13d12 + 1d6 (89)

Init: +6

Spd: 40 ft.

AC: 18 (+2 Dex, +6 natural), touch 12, flat-footed 16

BAB/Grp: +7/+11

Attack: Claw +11 melee (1d6+4); 

Full Attack: 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

Saves: Fort +6, Ref +8, Will +9

Abilities: Str 18, Dex 15, Con --, Int 17, Wis 12, Cha 14

Skills: Climb +21, Hide +16, Jump +8, Knowledge (arcana) +15, Listen +17, Move Silently +26, Spot +15

Feats: 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.
Encounter 2

Advanced 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

BAB/Grp:: +14Grp +23

Attack: Sting +24 melee (1d6+10 plus poison)

Full Attack: 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

Saves Fort +14, Ref +10, Will +11

Abilities: Str 30, Dex 12, Con 20, Int 6, Wis 15, Cha 15; 

Skills: Bluff +18, Diplomacy +8, Hide +15, Intimidate +8, Listen +21, Move Silently +18, Search +15, Spot +21

Feats: 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: 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

BAB/Grp:: +8; Grp +9

Attack: +1 flaming frost heavy mace +9 melee (1d8+1 plus 1d6 fire plus 1d6 cold)

Full Attack: +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

Saves Fort +8 (+10), Ref +4 (+6), Will +12 (+14)

Abilities: Str 12, Dex 12, Con 12, Int 14, Wis 18 (20), Cha 14; 

Skills: Concentration +15, Knowledge (arcana) +15, Knowledge (religion) +16, Knowledge (the planes) +15, Spellcraft +16

Feats: 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

Ettin Skeleton (CR 5)

Large Undead

HD: 10d12 (65 hp)

Init: +4

Spd: 40 ft.

AC: 11 (-1 size, +2 natural), touch 9, flat-footed 11

BAB/Grp: +5/+15

Attack: Morningstar +10 melee (2d6+6) or claw +10 melee (1d6+6) or javelin +4 ranged (1d8+6)

Full Attack: 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

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

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

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.

Encounter 3

Dread Wraith (CR 11)

Large Undead (Incorporeal)

HD: 16d12 (104 hp) 

Init: +13

Spd: Fly 60 ft. (good)

AC: 25 (-1 size, +9 Dex, +7 deflection), touch 25, flat-footed 16

BAB/Grp:+8/-

Attack: Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain)

Full Attack: 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

Saves: Fort +5, Ref +14, Will +14

Abilities: Str -, Dex 28, Con -, Int 17, Wis 18, Cha 24; 

Skills: Diplomacy +9, Hide +24, Intimidate +26, Knowledge (religion) +22, Listen +25, Search +22, Sense Motive +23, Spot +25, Survival +4 (+6 following tracks)

Feats: 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.

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

BAB/Grp:: +8; Grp +15

Attack: Front claw +15 melee (1d4+7 plus disease)

Full Attack: 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

Saves Fort +5, Ref +10, Will +12

Abilities: Str 25, Dex 16, Con --, Int 14, Wis 15, Cha 18

Skills: Balance +20, Climb +20, Hide +20, Jump +23, Move Silently +20, Tumble +20

Feats: 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.

Encounter 4

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

BAB/Grp:: +9; Grp +10

Attack: Bite +10 melee (1d4+1) or scimitar +10 melee (1d6+1/18-20)

Full Attack: 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

Saves Fort +9, Ref +8, Will +13

Abilities: Str 13, Dex 14, Con 14, Int 10, Wis 21 (23), Cha 10; 

Skills: Climb +4, Concentration +17, Handle Animal +10, Intimidate +3, Knowledge (nature) +7, Knowledge (the planes) +3, Ride +4, Spot +9, Survival +16

Feats: 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: 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

BAB/Grp:: +9; Grp +10

Attack: Bite +15 melee (1d4+1) or rapier +15 melee (1d6+1/15-20) or composite shortbow +15 ranged (1d6)

Full Attack: 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

Saves Fort +7, Ref +16, Will +9

Abilites: Str 13, Dex 21 (23), Con 14, Int 13, Wis 10, Cha 11; 

Skills: 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

Feats: 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: 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

BAB/Grp:: +11; Grp +17

Attack: Bite +17 melee (1d4+6) or +1 halberd +19 melee (1d10+10) or +1 greatsword +20 melee (2d6+12/17-20)

Full Attack: 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

Saves Fort +9, Ref +8, Will +8

Abilities: Str 20 (22), Dex 13, Con 14, Int 10, Wis 13, Cha 11; 

Skills: Climb +12, Handle Animal +3, Intimidate +7, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4

Feats: Power Attack, Cleave, Weapon Focus (halberd), Weapon Focus (greatsword), Weapon Specialization (greatsword), Improved Critical (greatsword), Quick Draw, Greater Weapon Focus (greatsword);

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

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

BAB/Grp:: +7

Grp +7

Attack: Bite +7 melee (1d4) or morningstar +7 melee (1d8) or light crossbow +9 ranged (1d8)

Full Attack: 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

Saves Fort +6, Ref +9, Will +12

Abiliites: Str 11, Dex 14, Con 13, Int 10, Wis 13, Cha 20 (22); 

Skills: Climb +3, Concentration +18, Handle Animal +9, Intimidate +9, Knowledge (the planes) +3, Listen +3, Ride +4, Spellcraft +2, Spot +6, Survival +4

Feats: 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.

Encounter 6

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

BAB/Grp:: +12; Grp +34

Attack: Gargantuan morningstar +22 melee (4d6+21) or rock +14 ranged (2d8+14) or claw +22 melee (1d8+14)

Full Attack: 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

Saves Fort +17, Ref +8, Will +10

Abilities: Str 39, Dex 17, Con 25, Int 16, Wis 16, Cha 15; 

Skills: Climb +21, Craft (armorsmithing) +13, Diplomacy +4, Intimidate +12, Listen +15, Perform (harp) +3, Sense Motive +9, Spot +15

Feats: 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 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

BAB/Grp:: +10; Grp +22

Attack: Greatclub +17 melee (2d8+12) or slam +17 melee (1d4+8) or rock +11 ranged (2d8+12)

Full Attack: 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

Saves Fort +13, Ref +6, Will +7

Abilities: Str 27, Dex 15, Con 19, Int 10, Wis 12, Cha 11; 

Skills:Climb +11, Hide +6*, Jump +11, Spot +12

Feats: 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.
Encounter 7

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

BAB/Grp:: +11; Grp +14

Attack: Slam +19 melee (1d8+3 plus acid)

Full Attack: 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

Saves Fort +10, Ref +14, Will +10

Abilities: Str 16, Dex 25, Con 16, Int 14, Wis 17, Cha 15; 

Skills: 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)

Feats: 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.

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

BAB/Grp:: +10; Grp +24

Attack: Claw +20 melee (1d6+10 plus stunning blow)

Full Attack: 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

Saves Fort +11, Ref +9, Will +9

Abilities: Str 30, Dex 14, Con 19, Int 15, Wis 15, Cha 16; 

Skills: Bluff +16, Climb +23, Concentration +17, Diplomacy +20, Intimidate +18, Jump +31, Knowledge (the planes) +15, Listen +15, Sense Motive +15, Spot +15

Feats: 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.

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

BAB/Grp:: +10; Grp +19

Attack: Bite +14 melee (4d4+5)

Full Attack: 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

Saves Fort +16, Ref +7, Will +9

Abilities: Str 21, Dex 10, Con 29, Int 14, Wis 14, Cha 18; 

Skills: 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)

Feats: 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.
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Encounter 2
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Wastrilith
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Encounter 1

Corpse Advanced 18HD Half-Green Dragon Bulette (CR 14)

Gargantuan Undead

HD: 18d12 (117 hp)

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

BAB/Grp: +18/+49

Attack: Claw +33 melee (4d6+19) or slam +33 melee (2d8+27)

Full Attack: 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

Saves: Fort +11, Ref +12 Will +10

Abilities : Str 48, Dex 13, Con --, Int 4, Wis 14, Cha 8; 

Skills: Jump +40, Listen +23, Spot +23

Feats: 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.

Vilewight Bbn1/Rog1 (CR 10)

Medium-size Undead

HD: 13d12 + 1d6 (89)

Init: +6

Spd: 40 ft.

AC: 18 (+2 Dex, +6 natural), touch 12, flat-footed 16

BAB/Grp: +7/+11

Attack: Claw +11 melee (1d6+4); 

Full Attack: 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

Saves: Fort +6, Ref +8, Will +9

Abilities: Str 18, Dex 15, Con --, Int 17, Wis 12, Cha 14

Skills: Climb +21, Hide +16, Jump +8, Knowledge (arcana) +15, Listen +17, Move Silently +26, Spot +15

Feats: 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.

Encounter 2

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

BAB/Grp: +27/+42

Attack: Bite +32 melee (2d8+7)

Full Attack: 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

Saves: Fort +22, Ref +15, Will +21

Abilities: Str 25, Dex 10, Con 25, Int 20, Wis 23, Cha 23; 

Skills: 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 Feats: 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: 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

BAB/Grp:: +9; Grp +10

Attack: +1 flaming frost heavy mace +10 melee (1d8+1 plus 1d6 fire plus 1d6 cold)

Full Attack: +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

Saves Fort +9 (+11), Ref +5 (+7), Will +13 (+15)

Abilities: Str 12, Dex 12, Con 12, Int 14, Wis 19 (21), Cha 14; 

Skills: Concentration +17, Knowledge (arcana) +17, Knowledge (religion) +18, Knowledge (the planes) +17, Spellcraft +18

Feats: 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
Ettin Skeleton (CR 5)

Large Undead

HD: 10d12 (65 hp)

Init: +4

Spd: 40 ft.

AC: 11 (-1 size, +2 natural), touch 9, flat-footed 11

BAB/Grp: +5/+15

Attack: Morningstar +10 melee (2d6+6) or claw +10 melee (1d6+6) or javelin +4 ranged (1d8+6)

Full Attack: 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

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

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

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.

Encounter 3

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

BAB/Grp:: +8; Grp +26

Attack: Bite +17 melee (2d8+10/19-20)

Full Attack: 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

Saves Fort +7, Ref +4, Will +13

Abilities: Str 30, Dex 8, Con --, Int 12, Wis 16, Cha 11 

Skills: Balance +18, Climb +29, Listen +22, Spot +22, Swim +29

Feats: 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.

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

BAB/Grp:: +10; Grp –

Attack: Swarm (3d6 plus energy drain)

Full Attack: 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

Saves Fort +11, Ref +8, Will +5

Abilities: Str 1, Dex 18, Con 14, Int --, Wis 13, Cha 11; 

Skills: --; --;

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.

Dread Wraith (CR 11)

Large Undead (Incorporeal)

HD: 16d12 (104 hp) 

Init: +13

Spd: Fly 60 ft. (good)

AC: 25 (-1 size, +9 Dex, +7 deflection), touch 25, flat-footed 16

BAB/Grp:+8/-

Attack: Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain)

Full Attack: 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

Saves: Fort +5, Ref +14, Will +14

Abilities: Str -, Dex 28, Con -, Int 17, Wis 18, Cha 24; 

Skills: Diplomacy +9, Hide +24, Intimidate +26, Knowledge (religion) +22, Listen +25, Search +22, Sense Motive +23, Spot +25, Survival +4 (+6 following tracks)

Feats: 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.
Encounter 4

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

BAB/Grp:: +11; Grp +12

Attack: Bite +12 melee (1d4+1) or scimitar +12 melee (1d6+1/18-20)

Full Attack: 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

Saves Fort +11, Ref +10, Will +15

Abilities: Str 13, Dex 14, Con 14, Int 10, Wis 21 (23), Cha 10; 

Skills: Climb +4, Concentration +19, Handle Animal +12, Intimidate +3, Knowledge (nature) +9, Knowledge (the planes) +3, Ride +4, Spot +9, Survival +18

Feats: 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: 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

BAB/Grp:: +11; Grp +12

Attack: Bite +17 melee (1d4+1) or rapier +19 melee (1d6+3/15-20 plus 1 Con) or composite shortbow +17 ranged (1d6)

Full Attack: 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

Saves Fort +8, Ref +18, Will +10

Abilities: Str 13, Dex 21 (23), Con 14, Int 13, Wis 10, Cha 11; 

Skills: 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

Feats: 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: 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

BAB/Grp:: +13; Grp +19

Attack: 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 Attack: 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. 

SA –

SQ Darkvision 60 ft.

AL CE

Saves Fort +12, Ref +10, Will +12

Abilities: Str 21 (23), Dex 13, Con 14 (16), Int 10, Wis 13, Cha 11; 

Skills: Climb +14, Handle Animal +3, Intimidate +9, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4

Feats: 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: 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

BAB/Grp:: +8; Grp +8

Attack: Bite +8 melee (1d4) or morningstar +8 melee (1d8) or light crossbow +11 ranged (1d8)

Full Attack: 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

Saves Fort +8, Ref +12, Will +14

Abilities: Str 11, Dex 14 (16), Con 13, Int 10, Wis 13, Cha 21 (23); 

Skills: Climb +3, Concentration +20, Handle Animal +9, Intimidate +9, Knowledge (the planes) +3, Listen +3, Ride +5, Spellcraft +4, Spot +6, Survival +4

Feats: 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.

Encounter 6

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

BAB/Grp: +12/+30

Attack: Pincers +20 melee (2d8+10)

Full Attack: 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

Saves: Fort +18, Ref +8, Will +11

Abilities: Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20; 

Skills: 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)

Feats: 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

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

BAB/Grp:: +12; Grp +34

Attack: Gargantuan morningstar +22 melee (4d6+21) or rock +14 ranged (2d8+14) or claw +22 melee (1d8+14)

Full Attack: 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

Saves Fort +17, Ref +8, Will +10

Abilities: Str 39, Dex 17, Con 25, Int 16, Wis 16, Cha 15; 

Skills: Climb +21, Craft (armorsmithing) +13, Diplomacy +4, Intimidate +12, Listen +15, Perform (harp) +3, Sense Motive +9, Spot +15

Feats: 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.

Encounter 7

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

BAB/Grp:: +15; Grp +32

Attack: Bite +22 melee (2d6+9)

Full Attack: 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

Saves Fort +13, Ref +15, Will +12

Abilities: Str 29, Dex 18, Con 19, Int 14, Wis 12, Cha 19; 

Skills: 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)

Feats: 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.

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

BAB/Grp:: +11; Grp +14

Attack: Slam +19 melee (1d8+3 plus acid)

Full Attack: 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

Saves Fort +10, Ref +14, Will +10

Abilities: Str 16, Dex 25, Con 16, Int 14, Wis 17, Cha 15; 

Skills: 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)

Feats: 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.
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Encounter 1

Corpse Advanced 18HD Half-Green Dragon Bulette (CR 14)

Gargantuan Undead

HD: 18d12 (117 hp)

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

BAB/Grp: +18/+49

Attack: Claw +33 melee (4d6+19) or slam +33 melee (2d8+27)

Full Attack: 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

Saves: Fort +11, Ref +12 Will +10

Abilities : Str 48, Dex 13, Con --, Int 4, Wis 14, Cha 8; 

Skills: Jump +40, Listen +23, Spot +23

Feats: 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 (CR 14)

Large Undead

HD: 12d12 (78 hp)

Init +6

Spd 40 ft., fly 80 ft. (perfect)

AC: 31 (-1 size, +2 Dex, +20 natural), touch 11, flat-footed 29

BAB/Grp: +6/+18

Attack: Claw +13 melee (1d6+8 plus energy drain)

Full Attack: 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

Saves: Fort +4, Ref +8, Will +13

Abilities: Str 26, Dex 15, Con --, Int 17, Wis 20, Cha 21; 

Skills: 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).

Encounter 2

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

BAB/Grp: +27/+42

Attack: Bite +32 melee (2d8+7)

Full Attack: 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

Saves: Fort +22, Ref +15, Will +21

Abilities: Str 25, Dex 10, Con 25, Int 20, Wis 23, Cha 23; 

Skills: 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 Feats: 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: 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

BAB/Grp: +11/+13

Attack: +1 flaming frost shock heavy mace +12 melee (1d8+1 plus 1d6 fire plus 1d6 cold plus 1d6 electricity)

Full Attack: +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

Saves: Fort +12 (+15), Ref +6 (+9), Will +14 (+17)

Abilities: Str 12, Dex 12, Con 12, Int 14, Wis 19 (21), Cha 14; 

Skills: Concentration +19, Knowledge (arcana) +19, Knowledge (religion) +20, Knowledge (the planes) +19, Spellcraft +20

Feats: 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

Ettin Skeleton (CR 5)

Large Undead

HD: 10d12 (65 hp)

Init: +4

Spd: 40 ft.

AC: 11 (-1 size, +2 natural), touch 9, flat-footed 11

BAB/Grp: +5/+15

Attack: Morningstar +10 melee (2d6+6) or claw +10 melee (1d6+6) or javelin +4 ranged (1d8+6)

Full Attack: 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

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

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

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.

Encounter 3

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

BAB/Grp:: +15; Grp +24

Attack: Large flail +20 melee (2d6+5/19-20) or slam +19 melee (1d8+5)

Full Attack: 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

Saves Fort +10, Ref +12, Will +19

Abilities: Str 20, Dex 15, Con --, Int 13, Wis 14, Cha 7; 

Skills: Intimidate +31, Jump +36, Listen +35, Move Silently +29, Spot +35

Feats: 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.

Dread Wraith (CR 11)

Large Undead (Incorporeal)

HD: 16d12 (104 hp) 

Init: +13

Spd: Fly 60 ft. (good)

AC: 25 (-1 size, +9 Dex, +7 deflection), touch 25, flat-footed 16

BAB/Grp:+8/-

Attack: Incorporeal touch +16 melee (2d6 plus 1d8 Constitution drain)

Full Attack: 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

Saves: Fort +5, Ref +14, Will +14

Abilities: Str -, Dex 28, Con -, Int 17, Wis 18, Cha 24; 

Skills: Diplomacy +9, Hide +24, Intimidate +26, Knowledge (religion) +22, Listen +25, Search +22, Sense Motive +23, Spot +25, Survival +4 (+6 following tracks)

Feats: 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.

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

BAB/Grp:: +8; Grp +15

Attack: Front claw +15 melee (1d4+7 plus disease)

Full Attack: 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

Saves Fort +5, Ref +10, Will +12

Abilities: Str 25, Dex 16, Con --, Int 14, Wis 15, Cha 18

Skills: Balance +20, Climb +20, Hide +20, Jump +23, Move Silently +20, Tumble +20

Feats: 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.

Encounter 4

Khaasta: female khaasta Drd13 of Semuanya (CR 16)

Medium-size Monstrous Humanoid (Extraplanar, Reptilian)

HD: 16d8+32 (94 hp)

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

BAB/Grp:: +12; Grp +13

Attack: Bite +13 melee (1d4+1) or scimitar +13 melee (1d6+1/18-20)

Full Attack: 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

Saves Fort +13, Ref +12, Will +19

Abilities: Str 13, Dex 14, Con 14, Int 10, Wis 22 (26), Cha 10; 

Skills: Climb +4, Concentration +21, Handle Animal +12, Intimidate +3, Knowledge (nature) +11, Knowledge (the planes) +3, Ride +4, Spot +11, Survival +22

Feats: 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: 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

BAB/Grp:: +12; Grp +13

Attack: Bite +20 melee (1d4+1) or rapier +22 melee (1d6+3/15-20 plus 1 Con) or composite shortbow +20 ranged (1d6)

Full Attack: 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

Abilities: Str 13, Dex 22 (26), Con 14, Int 13, Wis 10, Cha 11; 

Skills: 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

Feats: 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: 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

BAB/Grp:: +15; Grp +22

Attack: 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 Attack: 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. 

SA --;

SQ Darkvision 60 ft.

AL CE

Saves Fort +16, Ref +12, Will +14

Abilities: Str 21 (25), Dex 13, Con 14 (16), Int 10, Wis 13, Cha 11; 

Skills: Climb +15, Handle Animal +3, Intimidate +9, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4 

Feats: 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: 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

BAB/Grp:: +9; Grp +9

Attack: Bite +9 melee (1d4) or morningstar +9 melee (1d8) or light crossbow +12 ranged (1d8)

Full Attack: 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

Saves Fort +10, Ref +14, Will +16

Abilities: Str 11, Dex 14 (16), Con 13, Int 10, Wis 13, Cha 21 (25); 

Skills: Climb +3, Concentration +20, Handle Animal +10, Intimidate +10, Knowledge (the planes) +3, Listen +3, Ride +5, Spellcraft +4, Spot +6, Survival +4

Feats: 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.

Encounter 6

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

BAB/Grp:: +16; Grp +29

Attack: Longsword +25 melee (2d6+9/19-20) or slam +24 melee (1d8+9) or tail slap +24 melee (4d6+9)

Full Attack: 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

Saves Fort +19, Ref +14, Will +14

Abilities: Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24; 

Skills: 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)

Feats: 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.

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

BAB/Grp:: +12; Grp +34

Attack: Gargantuan morningstar +22 melee (4d6+21) or rock +14 ranged (2d8+14) or claw +22 melee (1d8+14)

Full Attack: 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

Saves Fort +17, Ref +8, Will +10

Abilities: Str 39, Dex 17, Con 25, Int 16, Wis 16, Cha 15; 

Skills: Climb +21, Craft (armorsmithing) +13, Diplomacy +4, Intimidate +12, Listen +15, Perform (harp) +3, Sense Motive +9, Spot +15

Feats: 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.

Encounter 7

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

BAB/Grp:: +15; Grp +32

Attack: Bite +22 melee (2d6+9)

Full Attack: 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

Saves Fort +13, Ref +15, Will +12

Abilities: Str 29, Dex 18, Con 19, Int 14, Wis 12, Cha 19; 

Skills: 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)

Feats: 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.
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

BAB/Grp:: +18; Grp +36

Attack: Tentacle +27 melee (1d8+10) or claw +26 melee (1d8+10)

Full Attack: 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

Saves Fort +17, Ref +16, Will +9

Abilities: Str 30, Dex 17, Con 22, Int 9, Wis 12, Cha 10; 

Skills: Hide +13, Listen +4, Move Silently +8, Spot +10

Feats: 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.
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

BAB/Grp:: +10; Grp +26

Attack: Claw +22 melee (2d6+12/18-20/x3)

Full Attack: 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

Saves Fort +15, Ref +16, Will +8

Abilities: Str 35, Dex 29, Con 27, Int 8, Wis 12, Cha 14; 

Skills: Balance +19, Climb +19, Concentration +21, Hide +22*, Jump +31 (includes speed), Listen +14, Move Silently +26, Search +5, Spot +14

Feats: 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.

Encounter 1

Crawling Head 

Famine Spirit

Corpse Advanced Half-Green Dragon Bulette

Encounter 2

OldChaos Dragon

Cultist – Human Cleric17

2x Fiendish Truly Horrid Umber Hulks

4x Ettin Skeletons

Encounter 3

Nightcrawler

2x Deathbringer

Nightwalker

Encounter 4

Khaasta Drd15

Khaasta Rog15

Khaasta Ftr14

Khaasta Sor14

Encounter 6

Balor

Marilith

Fiendish Cloud Giant Ftr4/Bbn1

Encounter 7

Myrmyxicus

Demonflesh Golem

2x Shator

Encounter 1

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

BAB/Grp:: +14; Grp +32

Attack: Bite +23 melee (2d6+10/19-20)

Full Attack: 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

Saves Fort +9, Ref +7, Will +20

Abilities: Str 30, Dex 7, Con --, Int 20, Wis 19, Cha 25; 

Skills: Climb +49, Concentration +38, Knowledge (arcana) +36, Knowledge (religion) +36, Search +36, Spellcraft +38, Spot +36, Survival +4, Use Magic Device +38

Feats: 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.

Corpse Advanced 18HD Half-Green Dragon Bulette (CR 14)

Gargantuan Undead

HD: 18d12 (117 hp)

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

BAB/Grp: +18/+49

Attack: Claw +33 melee (4d6+19) or slam +33 melee (2d8+27)

Full Attack: 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

Saves: Fort +11, Ref +12 Will +10

Abilities : Str 48, Dex 13, Con --, Int 4, Wis 14, Cha 8; 

Skills: Jump +40, Listen +23, Spot +23

Feats: 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.

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

BAB/Grp:: +16; Grp +19

Attack: Bite +19 melee (1d8+3/19-20/vorpal)

Full Attack: 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

Saves Fort +10, Ref +10, Will +20

Abilities: Str 16, Dex 11, Con --, Int 14, Wis 15, Cha 15; 

Skills: Balance +35, Climb +38, Jump +50, Listen +37, Search +37, Spot +37

Feats: 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.

Encounter 2

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

BAB/Grp: +27/+42

Attack: Bite +32 melee (2d8+7)

Full Attack: 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

Saves: Fort +22, Ref +15, Will +21

Abilities: Str 25, Dex 10, Con 25, Int 20, Wis 23, Cha 23; 

Skills: 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 Feats: 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: 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

BAB/Grp:: +12; Grp +14

Attack: +1 flaming frost shock heavy mace +14 melee (1d8+1 plus 1d6 fire plus 1d6 cold plus 1d6 electricity)

Full Attack: +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

Saves Fort +13 (+17), Ref +6 (+10), Will +15 (+19)

Abilities: Str 12, Dex 12, Con 12, Int 14, Wis 20 (24), Cha 14; 

Skills: Concentration +21, Knowledge (arcana) +21, Knowledge (religion) +22, Knowledge (the planes) +21, Spellcraft +22

Feats: 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

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

BAB/Grp:: +15Grp +36

Attack: Claw +26 melee (3d6+13)

Full Attack: 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

Saves Fort +17, Ref +6, Will +15

Abilities: Str 36, Dex 10, Con 29, Int 10, Wis 13, Cha 15; 

Skills: Climb +23, Jump +15, Listen +21, Sense Motive +5

Feats: 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.

Ettin Skeleton (CR 5)

Large Undead

HD: 10d12 (65 hp)

Init: +4

Spd: 40 ft.

AC: 11 (-1 size, +2 natural), touch 9, flat-footed 11

BAB/Grp: +5/+15

Attack: Morningstar +10 melee (2d6+6) or claw +10 melee (1d6+6) or javelin +4 ranged (1d8+6)

Full Attack: 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

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

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

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.


Encounter 3

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

BAB/Grp:: +12; Grp +45

Attack: Bite +29 melee (4d6+21)

Full Attack: 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

Saves Fort +12, Ref +10, Will +23

Abilities: Str 48, Dex 10, Con -, Int 20, Wis 20, Cha 18; 

Skills: 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)

Feats: 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.

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

BAB/Grp:: +15; Grp +24

Attack: Large flail +20 melee (2d6+5/19-20) or slam +19 melee (1d8+5)

Full Attack: 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

Saves Fort +10, Ref +12, Will +19

Abilities: Str 20, Dex 15, Con --, Int 13, Wis 14, Cha 7; 

Skills: Intimidate +31, Jump +36, Listen +35, Move Silently +29, Spot +35

Feats: 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.

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

BAB/Grp:: +10; Grp +34

Attack: Slam +24 melee (2d6+16)

Full Attack: 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

Saves Fort +11, Ref +11, Will +19

Abilities: Str 38, Dex 14, Con -, Int 20, Wis 20, Cha 18; 

Skills: 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)

Feats: 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.

Encounter 4

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

BAB/Grp:: +14; Grp +15

Attack: Bite +15 melee (1d4+1) or scimitar +15 melee (1d6+1/18-20)

Full Attack: 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

Saves Fort +17, Ref +14, Will +21

Abilities: Str 13, Dex 14, Con 14, Int 10, Wis 22 (26), Cha 10; 

Skills: Climb +4, Concentration +21, Handle Animal +12, Intimidate +3, Knowledge (nature) +11, Knowledge (the planes) +3, Ride +4, Spot +11, Survival +22

Feats: 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: 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

BAB/Grp:: +14; Grp +15

Attack: Bite +22 melee (1d4+1) or rapier +24 melee (1d6+3/15-20 plus 1 Con) or composite shortbow +22 ranged (1d6)

Full Attack: 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

Saves Fort +12, Ref +24, Will +14

Abilities: Str 13, Dex 22 (26), Con 14, Int 13, Wis 10, Cha 11; 

Skills: 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

Feats: 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: 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

BAB/Grp:: +17; Grp +25

Attack: 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 Attack: 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. 

SA –

SQ Darkvision 60 ft.

AL CE

Saves Fort +19, Ref +13, Will +15

Abilities: Str 22 (26), Dex 13, Con 14 (18), Int 10, Wis 13, Cha 11; 

Skills: Climb +20, Handle Animal +3, Intimidate +9, Knowledge (the planes) +3, Ride +7, Spot +4, Survival +4

Feats: 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: 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

BAB/Grp:: +10; Grp +10

Attack: Bite +10 melee (1d4) or morningstar +10 melee (1d8) or light crossbow +13 ranged (1d8)

Full Attack: 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

Saves Fort +12, Ref +16, Will +18

Abilities: Str 11, Dex 14 (16), Con 13, Int 10, Wis 13, Cha 22 (26); 

Skills: Climb +3, Concentration +20, Handle Animal +11, Intimidate +11, Knowledge (the planes) +3, Listen +3, Ride +5, Spellcraft +4, Spot +6, Survival +4

Feats: 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.

Encounter 6

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

BAB/Grp:: +20; Grp +36

Attack: +1 vorpal longsword +33 melee (2d6+8/19-20)

Full Attack: +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

Saves Fort +22, Ref +19, Will +19

Abilities: Str 35, Dex 25, Con 31, Int 24, Wis 24, Cha 26; 

Skills: 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)

Feats: 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: 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

BAB/Grp:: +18; Grp +31

Attack: Longsword +27 melee (2d6+9/17-20) or slam +26 melee (1d8+9) or tail slap +26 melee (4d6+9)

Full Attack: 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

Saves Fort +21, Ref +17, Will +14

Abilities: Str 29, Dex 19, Con 29, Int 18, Wis 18, Cha 24; 

Skills: 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)

Feats: 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.
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

BAB/Grp:: +17; Grp +38

Attack: Gargantuan morningstar +29 melee (4d6+21/19-20) or slam +28 melee (1d6+13) or rock +17 ranged (2d8+13)

Full Attack: 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

Saves Fort +22, Ref +7, Will +11

Abilities: Str 36, Dex 13, Con 23, Int 12, Wis 16, Cha 13; 

Skills: Climb +27, Craft (Alchemy) +11, Diplomacy +3, Intimidate +17, Listen +18, Perform (harp) +2, Sense Motive +9, Spot +15

Feats: 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.

Encounter 7

Myrmyxicus (CR 21)

Huge Outsider (Aquatic, Chaotic, Evil, Extraplanar, Tanar’ri)

HD 18d8+126 p 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

BAB/Grp:: +18; Grp +37

Attack: Huge +3 unholy scythe +27 melee (2d6+14/19-20/x4)

Full Attack: 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./15 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

Saves Fort +18, Ref +13, Will +18

Abilities: Str 33, Dex 15, Con 24, Int 22, Wis 24, Cha 21

Skills: 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

Feats: 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.

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

BAB/Grp:: +18; Grp +36

Attack: Slam +27 melee (2d6+10) or tail lash +27 melee (1d6+10 plus daze)

Full Attack: 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

Saves Fort +8, Ref +7, Will +9

Abilities: Str 31, Dex 8, Con --, Int 8, Wis 12, Cha 13; 

Skills: Climb +29, Jump +28

Feats: 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 BAB/Grp: 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.

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

BAB/Grp:: +15; Grp +25

Attack: Huge +2 guisarme +22 melee (2d6+11) or claw +20 melee (1d6+6)

Full Attack: 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

Saves Fort +13, Ref +11, Will +12

Abilities: Str 23, Dex 15, Con 18, Int 16, Wis 16, Cha 21; 

Skills: 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)

Feats: 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.
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