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INTRODUCTION

Welcome to the Pathfinder Bestiary! Inside this tome of
creatures, yowll find haughty celestials and ravenous
fiends, fierce animals and strange moving plants, new
peoples to interact with and horrid monsters to hunt
down. And while this book details hundreds of creatures,
it’s only a portion of the myriad interesting creatures that
populate the world of Pathfinder.

To use this book, you need the Pathfinder Core
Rulebook, which contains the rules of the game and gives
you further understanding of each creature’s rules and
its place in the world. Using both of these books allows
you as the Game Master (or GM) to create stories of
grand adventure and populate them with fearsome foes,
possible allies, and friendly guides.

Most of the sections of this book describe a creature or
a group of related creatures, present their game statistics,
illustrate their place within the game world, and provide
details about their behavior or society.

In this introduction, you can find advice on how
to play these creatures in the game, including how to
read and use their statistics, advice on roleplaying their
interactions with player characters, and guidance on
adjusting creature statistics to fit the needs of your setting.

Lastly, the appendix in the back of the book contains
sections that provide information about frequently used
monster abilities, creature traits, new rituals, uncommon
languages, and lists of monsters sorted by type and level.

PLAYING CREATURES

While the other players portray their characters, you
as the Game Master get to play everyone else. This
section provides the basics for using the creatures in this
book. It guides you through the process of reading and
understanding the creatures’ statistics so the creature can
either provide a threat or serve as an ally in and out of
combat. It also provides general advice for roleplaying
creatures to help provide more depth to the creatures in
your game’s world.

READING CREATURE STATISTICS

Each creature’s rules appear in a stat block, with a
structure similar to those of feats, spells, and magic items.
Because creatures have more abilities than those game
elements, however, their statistics include more entries,
many of which have special formats.

A creature’s traits line sometimes begins with a rarity;
if the creature’s rarity is common, no rarity is listed. The
next entry is its alignment, which is given as a one- or
two-letter abbreviation (LG for lawful good, N for neutral,
CE for chaotic evil, and so on); these abbreviations are
listed comprehensively on page 345. Next is the creature’s
size (Tiny, Small, Medium, Large, Huge, or Gargantuan).
Any other traits are then listed. The traits appearing in

N0

this book, including some traits from the Pathfinder Core
Rulebook, can be found in Creature Traits on page 344.

Actions and activities the creature can use have the
appropriate icons next to those abilities’ names noting
how many actions they require. A creature always has the
requisite proficiency ranks or other abilities required to use
what’s listed in its stat block. For instance, a spellcasting
creature can perform the Cast a Spell activity, and a
creature is never untrained with any of its items.

Some abilities are abbreviated in stat blocks and
described in full in the Ability Glossary on pages 342-344.

CREATURE NAME LEVEL

[ SizE

Perception The creature’s Perception modifier is listed here,
followed by any special senses.

Languages The languages for a typical creature of that kind are
listed here, followed by any special communication abilities.
If a creature lacks this entry, it cannot communicate with or
understand another creature through language.

Skills The creature is trained or better in these skills. For
untrained skills, use the corresponding ability modifier.

Ability Modifiers The creature’s ability modifiers are listed here.

Items Any significant gear the creature carries is listed here.

Interaction Abilities Special abilities that affect how a creature
perceives and interacts with the world are listed here.

AC, followed by any special bonuses to AC; Saving Throws A
special bonus to a specific save appears in parentheses after
that save’s bonus. Any special bonuses to all three saving
throws against particular types of effects are listed after the
three saves.

HP, followed by automatic abilities that affect the creature’s
Hit Points or healing; Immunities; Weaknesses; Resistances
Any immunities, weaknesses, or resistances the creature
has are listed here.

Automatic Abilities The creature’s auras, any abhilities that
automatically affect its defenses, and the like are listed here.

Reactive Abilities Free actions or reactions that are usually
triggered when it's not the creature’s turn are listed here.

Speed, followed by any other Speeds or movement abilities.

Melee ¥ (traits; some weapon traits, such as deadly, include
their calculations for convenience) The name of the weapon
or unarmed attack the creature uses for a melee Strike,
followed by the attack modifier and traits in parentheses.
If a creature has any abilities or gear that would affect its
attack modifier, such as a weapon with a +1 weapon potency
rune, those calculations are already included, Damage
amount and damage type, plus any additional effects (this
entry is Effect if the Strike doesn’t deal damage).

Ranged *® As Melee, but also lists range or range increment
with traits, Damage as Melee.

Spells The entry starts with the magical tradition and
whether the spells are prepared or spontaneous, followed

HOFE
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by the DC (and attack modifier if any spells require spell
attack rolls). Spells are listed by level, followed by cantrips.
A spell prepared multiple times lists the number of times
in parentheses—for example, “(x2)." Spontaneous spells list
the number of spell slots after the spell level.

Innate Spells These are listed like other spells, but can also
include constant, at-will, and focus spells. If the creature
has a focus spell as an innate spell, it works like other innate
spells with listed uses, rather than costing Focus Points.
Spells that can be used an unlimited number of times list
“(at will)" after the spell's name. Constant spells appear at
the end, separated by level. Rules for constant and at-will
spells appear on page 342 in the Ability Glossary.

Focus Spells If a creature has focus spells, this entry lists the
spells’ level, the Focus Points in the creature’s focus pool, the
DC, and those spells.

Rituals Any rituals the creature can cast appear here.

Offensive or Proactive Abilities Any actions, activities, or
abilities that automatically affect the creature’s offense, as
well as free actions or reactions that are usually triggered
on the creature’s turn, appear here in alphabetical order.

ROLEPLAYING CREATURES

Whether it’s an adversary or a potential ally, a creature
might have a very different worldview than the PCs. When
roleplaying creatures, think about how they experience
the world differently due to their senses, physiology, and
habitat. Each creature entry in this book gives you some
context about the creature’s worldview, motivations,
ecology, and societies. Many sections have sidebars that
provide relevant facts about creatures (labeled with the
icons listed in the Sidebar Icons section on page 7). You can
use the information in each creature entry as cues on how
to roleplaying the creature in and out of combat. These
cues can be as simple as a difference in idioms (perhaps
saying “in the other tentacle” rather than “on the other
hand”) and as complex as determining motivations, hopes,
and dreams for an individual creature. Understanding a
creature you’re playing also informs what tactics they’ll
use, as well as whether they are willing to surrender or flee
when things don’t go their way.

ADJUSTING CREATURES

Sometimes you might need to customize a creature based
on the needs of your story or the narrative circumstances as
your story unfolds. This section guides you through some
basic strategies you can use to adjust creatures. It includes
quick adjustments you can make to a creature to alter its
level. You might also need to adjust a creature’s languages
or gear, or know its proficiency ranks in skills or Perception.

COMBAT POWER

The creatures presented in this book have appropriate
statistics for their levels. In many cases, you can make
relatively minor adjustments, called elite and weak
adjustments, to their statistics to make them function 1 level
higher or lower than presented.

Elite and weak adjustments work best with creatures
that focus on physical combat. These adjustments
overstate the normal numerical gains the creature would
make from increasing its level to make up for the lack
of new special abilities. As such, when applied multiple
times to the same creature, these adjustments cause its
statistics to become less accurate for the creature’s level.
These adjustments have a greater effect on the power
level of low-level creatures; applying elite adjustments to
a level -1 creature gives you one closer to 1st level, and
applying weak adjustments to a 1st-level creature gives
you one whose level is closer to —1.

Creatures that cast spells or rely on noncombat abilities
typically need specific adjustments to those spells or abilities.

ELiTE ADJusTMENTS

Sometimes you’ll want a creature that’s just a bit more

powerful than normal so that you can present a challenge

that would otherwise be trivial, or show that one enemy
is stronger than its kin. To do this quickly and easily,
apply the elite adjustments to its statistics as follows:

o+ Increase the creature’s AC, attack modifiers, DCs,
saving throws, Perception, and skill modifiers by 2.

+ Increase the damage of its Strikes and other offensive
abilities by 2. If the creature has limits on how many
times or how often it can use an ability (such as a
spellcaster’s spells or a dragon’s Breath Weapon),
increase the damage by 4 instead.

+ Increase the creature’s Hit Points based on its starting
level (see the table below).

Starting Level HP Increase

1 or lower 10
2-4 15
5-19 20
20+ 30

WEeAK ADJUSTMENTS

Sometimes yow’ll want a creature that’s weaker than

normal so you can use a creature that would otherwise

be too challenging, or show that one enemy is weaker
than its kin. To do this quickly and easily, apply the weak
adjustments to its statistics as follows.

+ Decrease the creature’s AC, attack modifiers, DCs,
saving throws, and skill modifiers by 2.

+ Decrease the damage of its Strikes and other offensive
abilities by 2. If the creature has limits on how many
times or how often it can use an ability (such as a
spellcaster’s spells or a dragon’s Breath Weapon),
decrease the damage by 4 instead.

+ Decrease the creature’s HP based on its starting level.

Starting Level HP Decrease

1-2 -10
3-5 -15
6-20 -20
21+ -30



LANGUAGES

The languages listed in a creature’s entry are what a typical
creature of that type knows. However, you might want to
vary these based on the specific creature. For instance, if
a creature is interested in speaking with or understanding
the people in its region, it would most likely know the
language those people speak. This language is most often
Common, but you can give it a more appropriate language
depending on what region the creature lives in (such as
Undercommon if the creature lives in the Darklands).

Beings from other planes are unlikely to know any
languages from the Material Plane unless they frequently
travel there. If such a creature knows a mortal language,
then that creature likely is interested in communicating
with mortals. This language is most often Common,
although such keep in mind that such a creature should
speak Common only if it specifically travels to or studies
your campaign’s world and region above others.

The languages in Pathfinder can be found on
page 65 of the Pathfinder Core Rulebook and in the
New Languages section of this book (page 348).

GEAR

Some creatures rely on gear, like armor and weapons. You
might need statistics for such a creature that doesn’t have
its gear. For example, a creature could be Disarmed, it
might be ambushed while it’s out of its armor, or one of its
worn magic items could be disabled with dispel magic. In
most cases, you can simply improvise, but if you want to be
more exacting, use these guidelines for weapons and armor.

If a creature loses its weapon, it might draw another
weapon or use an unarmed attack. If it uses a Strike it
doesn’t have listed in its stat block, find a Strike entry
for the creature that most closely matches the substitute,
reduce the attack modifier by 2, and use the damage
dice for the new Strike. If the creature needs to make an
unarmed attack and doesn’t have one listed in its stat
block, it uses the statistics for a fist (Core Rulebook 280).
If the creature loses a weapon with a weapon potency
rune, you usually should reduce the attack modifier by 2
plus the bonus granted by the weapon’s potency rune for
the new weapon. For example, if the creature is Disarmed
of its +1 mace, then you would reduce the attack modifier
by 3 instead of 2 for the new Strike.

If a creature doesn’t have its armor, find the armor in

. : y,
its Items entry and reduce the creature’s AC by that <

armor’s item bonus (Core Rulebook 275). If the armor

has a potency rune, increase the reduction as appropriate;
for example, if the creature has a suit of +2 chain mail in
its statistics, and the characters catch the creature without
its armor, you would reduce the creature’s AC by 6 instead
of 4. If the armor has a resilient rune, reduce the creature’s
saves based on the rune’s type (1 for resilient, 2 for greater
resilient, or 3 for major resilient).

SKILLS, PERCEPTION, AND PROFICIENCY

In some situations, such as when a creature is trying to

Disable a PC’s snare, you need to know the creature’s
proficiency rank. Creatures are trained in the skills listed in
their stat blocks. Because monsters aren’t created using the
same rules as PCs, they are untrained in skills that aren’t
listed. A creature usually has expert proficiency in its listed
skills around Sth level, master proficiency around 9th level,
and legendary proficiency around 17th level. A creature
might need a certain proficiency rank in Perception to detect
certain things. Many creatures have expert proficiency in
Perception, and improve to master proficiency around 7th
level and legendary proficiency around 13th level.

At your discretion, creatures with world-class aptitude at
a particular skill or in Perception, such as a doppelganger
with Deception, might have a higher rank in that skill
or Perception.

SIDEBAR ICONS

Fach sidebar in a creature section is marked with an icon
identifying the type of information it contains.

Advice and Rules @ Related Creatures

Additional Lore Treasure and Rewards
m Locations
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AEON

— Aeons have always been the caretakers of reality and defenders of the natural
AEON DIVINITIES order of balance. Each type of acon takes on some form of duality in its
Whether the aeons serve an actual manifestation and works either to shape the multiverse within the aspects
divinity, a philosophical concept, of this duality in some way, or to correct imbalances to the perfect order of
or merely a “supreme oneness” is existence. Aeons can bring weal or woe when they appear in a region, and
a topic hotly debated by planar their machinations can raise a nation, raze it, or restore it from ruin. Their
scholars. The aeons themselves reasons are their own, and they rarely share their motivations with others—
are silent, referring to this being or they simply create the results they insist through their strange envisioning

concept as the Monad, a “condition communication are necessary to maintain the balance of the multiverse.
of all” Regardless of what the As a result of recent shifts in reality, aeons have begun to reassert a
Monad actually is, there certainly presence in the perfect planar city of Axis. To the aeons, this is merely the
exists another category of powerful latest in a recurring cycle, albeit one that mortals have not yet borne witness
aeons—the primal inevitables, each to. Once regarded as an independent faction, the living machines known as
a unique demigod with its own inevitables are now revealed as having been agents of the aeons all along, and
powers and goals. Relatively few while inevitables have their own shared themes and features, they are very
primal inevitables remain today, much living but constructed manifestations of the aeons’ war against
for nearly three-quarters of their ~ imbalance—particularly with regard to how this war is waged against

irreplaceable kind have fallen in the the forces of chaos.

endless battle with the inexorable Aeons have a name for this cyclic return, in which they welcome

forces of entropy. | / the industrious axiomites back to their fold and bring the inevitables
| once again under their control: the “Convergence.” At the onset of the

Convergence, a council of pleroma aeons appeared in the Eternal City of

& A ... -.\.-.-_ Cﬂ\%

Axis, where they revealed that axiomites were wayward aeons, split off

long ago to pursue the act of creation. With the latest cycle of change it
was time for the axiomites and their creations, the inevitables, to rejoin
the aeon cause. While most axiomites and inevitables fell in line, realizing
perhaps on a fundamental level of reality that what the aeons said was the
truth, some refused to heed the call and waited for the wrath of the aeons—
but that wrath has yet to come. The dual-natured aeons have responded
to those who have declined in confusing ways. With some they treat and
even bargain, while a handful of others they have destroyed, and a few
have been exterminated by the axiomites and allied inevitables. But most
of these quiet insurgents they leave alone, allowing these axiomites to
continue to create in peace and the inevitables to continue with their
‘ duties. How—or if—this Convergence will end is as little understood as
A the acons themselves.

ARBITER

These spherical inevitables are scouts and diplomats. Found throughout
the multiverse, they have traditionally kept watch over on chaos and its
agents. With the announcement of the Convergence, many arbiters now
serve as go-betweens among the aeon alliance and its mortal associates.

ARBITER CREATURE 1

| aeon | inevimasie | mowior |

Perception +7; darkvision, detect alignment (chaotic only), locate inevitable

Languages Celestial, Common, Infernal, Utopian

Skills Acrobatics +9, Axis Lore +5, Diplomacy +6, Stealth +9

Str +1, Dex +4, Con +2, Int +0, Wis +2, Cha +1

Locate Inevitable An arbiter can always sense the direction of the nearest non-arbiter
inevitable on the plane, but it cannot sense the range of the inevitable.

Items shortsword

AC 16; Fort +5, Ref +7, Will +7; +1 status to all saves vs. magic

HP 22; Immunities death effects, disease, emotion, poison, unconscious; Weaknesses
chaotic 3; Resistances electricity 3

Speed 20 feet, fly 40 feet




Melee *¥ shortsword +9 (agile, finesse, lawful, magical, versatile S), Damage 1d6+1 piercing
plus 1d4 lawful
Divine Innate Spells DC 17; 4th read omens; 1st command, detect alignment (at will, AXIOMITES IN AXIS
chaotic only), mending (x3) On the planar metropolis of Axis,
Electrical Burst *¥¥ (divine, electricity, evocation) The arbiter releases an electrical burst an axiomite fills one of three roles:
from its body that deals 3d6 electricity damage (DC 17 basic Reflex save). Following construction and maintenance of
such a burst, the arbiter becomes stunned for 24 hours. inevitables, building and repairing
Axis's buildings, and exploring the
AXIOMITE laws and constants that underlie all
According to the axiomites, their kind rose from the raw mathematical of reality.
underpinnings of the universe, manifesting as great builders who created the
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ancient, colossal cities of the Outer Planes and gave life to the mechanical

.
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=

inevitables. According to the aeons, axiomites are part of the Monad, having
both risen from and rebelled against it long ago. Since the Convergence, most

axiomites have recognized this as a fundamental truth, particularly after the aeons
showed the axiomites how the Utopian language has formed as an amalgam of |
aeon envisioning and formulaic mathematical
expression. Most axiomites live in the perfect

u-z

city of Axis, which they continually act to improve, R
thus refining the concept of perfection itself. \
A particular axiomite may look like any APPENDIX
humanoid creature, though the particular form it takes
on does not affect its abilities. Beneath this assumed form,
all axiomites are the same—clouds of glowing, crystalline
dust that constantly swirls and congeals into complex
tangles of symbols and equations, evincing their existence
as literal creatures of pure mathematical law.

Axiomites arise from the souls of lawful neutral mortals, particularly those
who were, in life, mathematicians, architects, crafters, or philosophers.

While these souls do not retain any memories of their lives in the transition

o LI ETE

into axiomites, their life skills and experiences nevertheless serve a valuable

.
metaphysical resource during formation.

AXIOMITE CREATURE 8

i f meowm | eo |

Perception +19; darkvision

Languages Abyssal, Celestial, Common, Draconic, Infernal, Utopian

Skills Acrobatics +16, Axis Lore +17, Craft +21, Diplomacy +15, Occultism +17,
Religion +17

Str +5, Dex +4, Con +3, Int +5, Wis +5, Cha +3

Items sterling artisan’s tools, +1 striking warhammer

AC 26; Fort +13, Ref +16, Will +18; +1 status to all saves vs. magic

HP 155; Immunities disease, emotion, fear; Weaknesses chaotic 10,
Resistances electricity 10, mental 10

Speed 25 feet

Melee *® warhammer +20 (lawful, magical, shove), Damage 2d8+11
bludgeoning plus 1d6 lawful

Melee *¥ fist +17 (agile, lawful, magical), Damage 1d8+5 bludgeoning plus 1d6 lawful

Divine Innate Spells DC 27, attack +17; 5th telekinetic haul; 4th dispel magic, divine
wrath (lawful), lightning bolt (x3); 3rd haste (x3), paralyze; 2nd telekinetic maneuver;
1st true strike (at will); Cantrips (4th) telekinetic projectile

Crystalline Dust Form *® (polymorph) The axiomite shifts between its humanoid form and
that of a cloud of crystalline dust in which strange symbols and equations flash. In this
form it gains a fly Speed of 40 feet and can fit through even tiny apertures, similarly
to gaseous form. It can cast spells, but it can't make melee or ranged attacks
in this state. It can return to its humanoid form by using this action while in
crystalline dust form.
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KOLYARUT

— Kolyarut inevitables are enforcers of bargains and punishers of those who fail
INEVITABLE FATES to uphold them. Their humanoid shape, ability to disguise themselves among a

The fact that the aeons known humanoid population, and diplomatic leanings make them the most approachable
as inevitables seem to be on the inevitables, and thus more likely to ally themselves with others. They are among
decline is taken by some planar the most talkative of all inevitables, naturally possessing a courtly grace and an

scholars as metaphysical proof encyclopedic knowledge of social customs, which they use to assist their efforts

¥ that entropy is on the rise and the in gathering information on their targets or issuing challenges in a legal manner.
o Great Beyond is past its prime and
'..- on the way to the end of this cycle KOLYARUT CREATURE 12

of reality. | |F} JEEEITTEN RN I ST

Perception +23 (+27 to detect lies); darkvision

Languages Celestial, Infernal, Utopian; truespeech

Skills Acrobatics +22, Athletics +27, Axis Lore +22, Diplomacy +20, Deception +20,
Survival +22

Str +7, Dex +4, Con +5, Int +1, Wis +4, Cha +2

Truespeech A kolyarut can speak with and understand any creature that has a language.

Items +1 striking bastard sword

AC 34; Fort +23, Ref +24, Will +22; +1 status to all saves vs. magic

HP 215, regeneration 15 (deactivated by chaotic); Immunities death effects, disease,
emotion, poison, unconscious; Weaknesses chaotic 15

Speed 25 feet

Melee *® bastard sword +26 (lawful, magical, two-hand d12), Damage 2d8+13 slashing
plus 1d6 lawful

Melee *¥ fist +23 (agile, lawful, magical), Damage 1d10+11 bludgeoning plus 1d6 lawful

Divine Innate Spells DC 32; 8th discern location; 5th command; 4th illusory disguise
(at will), suggestion (x2); 3rd paralyze (x2); 2nd invisibility (self only); 1st command
(at will)

Divine Rituals DC 32; geas

PLEROMA

Among the most powerful of all the true aeons, pleromas are a manifestation

of the duality of creation and destruction. Their physical manifestation is
a constant state of flux between these two poles, their forms a shifting
cloak of black where galaxies and other celestial objects flit in and out of
existence, as if depicting the constant life, death, and rebirth of a miniature,
self-contained universe.

Pleromas see the multiverse as both eternal and cyclical, doomed and
malleable, ending only if these cycles ever become unbalanced. They
believe the current Convergence is necessary to obtain this
essential balance, and act to ensure that the grand design of

the Monad is carried out to the smallest detail.

. PLEROMA CREATURE 20
] wavce | aeon | moNmor

Perception +37; darkvision, lifesense 120 feet, true seeing
Languages envisioning

Skills Acrobatics +33, Arcana +38, Deception +34, Diplomacy +34,

Occultism +38, Religion +39, Stealth +35

Str +6, Dex +7, Con +6, Int +8, Wis +9, Cha +6

Envisioning Pleromas care little for communication with other creatures,

but when they do convey information, they do so wordlessly through a

series of psychic projections. This acts as telepathy with a range of 100

feet but is understandable to all creatures regardless of whether they have
a language, though the aeon’s meaning to non-aeons can be vague and is often

mysterious. An aeon can use this ability to communicate flawlessly with any other

aeon on the same plane as itself.




AC 45; Fort +32, Ref +31, Will +37; +1 status to all saves vs. magic @ ; .
HP 335, regeneration 20 (deactivated by chaotic); Immunities negative, positive; INTRODUCTION
Weaknesses chaotic 20 OTHER AEONS
Reality Twist = Trigger The pleroma critically fails the saving throw. Effect The critical Aeons are among the least
failure becomes a normal failure. understood of the Great Beyond's
Speed fly 40 feet; freedom of movement immortal creatures, and they
Melee *¥ energy touch (agile, lawful, magical) +36, Damage 5d8+18 positive or negative have a wide range of powers
damage plus 1d6 lawful and abilities. Far more aeons E-G
Ranged *¥ Sphere of Oblivion +37 (magical), Effect see Sphere of Oblivion exist than those presented here,
Divine Innate Spells DC 47, attack +37; 10th alter reality; 9th banishment, blade barrier, including guardians of time like the H-K
disjunction, overwhelming presence; 8th disintegrate (x2), unrelenting observation; four-armed bythos and the weirdly
7th plane shift, retrocognition; 5th creation (at will); 4th create food (at will), shape symmetrical theletos, which
stone (at will); 3rd hypercognition (at will); 2nd detect alignment (at will), shape moderates the duality between g L-N
wood (at will); 1st create water (at will); Constant (8th) true seeing; (4th) freedom freedom and fate.
of movement 0-R

Energy Touch A pleroma’s touch deals its choice of positive or negative damage, but
neither energy can be used to heal a creature.

Sphere of Creation *¥¥ (incapacitation, magical) Three
times per day, a pleroma can manifest a 2-foot-
diameter sphere of white energy that hovers
above its left hand. By using a single action,
which has the concentrate trait, the pleroma can
cause the sphere to fly 10 feet. The sphere can
move in any direction, ignoring difficult terrain,
but it can't move farther than 300 feet away from
the pleroma. Wherever the sphere travels, it leaves
behind a 5-foot-wide path of new matter, creating either
new terrain (the pleroma’s choice of normal, difficult, or greater
difficult terrain) or a 5-foot-square solid barrier of a single natural
substance (such as clay, wood, or stone). The sphere can enter the
space of a creature; when it does, the creature must succeed at a DC
43 Fortitude save or be absorbed into the sphere. On a successful
save, the creature is pushed to a space of the GM’s choice away
from the sphere. Those who fail take 20d6 positive damage (even
if they are living) and are pushed away as a success. Those who
critically fail, or are reduced to O HP by the damage from a failure,
become one with the new material and can be restored only via a
10th-level spell. A pleroma can have only one Sphere of Creation
in existence at a time, and the sphere automatically vanishes in a
flash of blinding light after 1d4 minutes. All creatures within 30
feet of the sphere of creation when it vanishes must succeed at
a DC 43 Fortitude save or be permanently blinded.

Sphere of Oblivion *¥® (incapacitation, magical) Three times
per day, a pleroma can manifest a 2-foot-diameter sphere of
complete and utter darkness that hovers above its right
hand. It can move and control the sphere in the same
manner as its Sphere of Creation. The sphere is an
empty void that lasts for 1 minute before collapsing
in on itself and winking out of existence. Once
manifested, the sphere can be used as a ranged
attack, but it blinks out of existence immediately after that attack is resolved. Any
unattended object that touches the void is sucked in and completely destroyed.
Larger objects (such as ships or buildings) are destroyed at a rate of one 10-foot cube
per round of contact. The sphere can enter the space of a creature, with effects similar
to the Sphere of Creation except that it deals negative damage (even to undead) on
a failure and annihilates rather than incorporating the creature into material. Such a
destroyed creature can be restored only by a 10th-level spell.

APPENDIX
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ALGHOLLTHU

. In bygone millennia, aquatic monsters known as alghollthus used their occult
ALGHOLLTHU DOMAINS powers to conquer and rule vast parts of the world. Their empires contained

The ruling castes of the alghollthu countless mortal slaves treated as little more than cattle. Alghollthus shaped their

species dwell in oceanic depths slaves and other creatures using mental manipulation and physically transformative

or underground waterways, while magic. Aberrant horrors from faceless stalkers to mimics can be traced back to this

their servitors like ulat-kinis and meddling. The rulers of the alghollthu race, the so-called veiled masters, further

¥ ugothols can often be found in shaped entire societies by assuming the forms of those they controlled. From the
r coastal regions and marshes. heights of power to the shadows of poverty, the veiled masters manipulated these

societies according to their own dark designs, enslaving, killing, or horrifically

1 transforming those who discovered their plans or acted against them.

¢ In time, the alghollthus grew frustrated with their increasingly upstart slave
: ¥ societies and sought to wipe the slate clean—both starting anew and punishing

% those who had become too willful and rebellious. They used incredible magical
A power to call forth a cataclysm, hoping to destroy the rebellious societies they’d
manipulated. Yet they miscalculated the strength of faith and will to survive of
their pawns and slaves, and in time the world and its empires recovered and grew
strong once again—this time without alghollthu influence.

Today, the alghollthus have retreated from their mass-scale manipulation
of the surface world, and they have mostly remained within the deep aquatic
realms where they still rule without question. Yet they have not abandoned their
plots entirely, and the reemergence of servitor races like ugothols points to a
frightening possibility—that the alghollthus have turned their hateful eyes to the

surface once again.

) AP SKUM [ULAT-KINI)
,A“'*“r The most numerous of the alghollthus are the
E ulat-kinis, a servitor race created from human stock
¥ to serve as rank-and-file soldiers in alghollthu armies.
At the zenith of alghollthu power, ulat-kinis formed
massive legions and enjoyed significant power over other species. When the
alghollthus retreated from the world, they abandoned teeming hordes of ulat-
kinis. Although these erstwhile soldiers tried to continue their conquering
ways, their numbers declined rapidly in battlefield defeats and purposeful
exterminations enacted by their enemies. Ulat-kini society
degenerated, so that now only a few enclaves exist
— in the depths of the earth or along isolated
% coastlines. Few remember their own species’
name, instead using the epithet their foes

gave them: “skum.”

SKUM CREATURE 2
LE | MEDIUM | | HUMANOID |
Perception +6; darkvision
Languages Alghollthu, Undercommon
Skills Athletics +8, Intimidation +4, Stealth +7
Str +4, Dex +1, Con +3, Int +0, Wis +0, Cha -2
Items trident
AC 16; Fort +7, Ref +7, Will +4
HP 40; Resistances cold 5
Speed 20 feet, swim 40 feet
Melee ¥ trident +10, Damage 1d8+4 piercing
* Melee *¥® claw +10 (agile) Damage 1d6+4
. slashing
[ Melee *¥ fangs +10, Damage 2d4+4 piercing
SS¥""  Ranged *¥ trident +7 (thrown 20 feet),
Damage 1d8+3 piercing




FACELESS STALKER [UGDTHOL)

Among the subtler of the alghollthu creations were the ugothols—also known as N INTRODUCTION
faceless stalkers. These twisted beings used shapeshifting to infiltrate settlements ANCIENT INFLUENCES

and assassinate key targets. They sowed discord and replaced leaders, causing The veiled masters influenced the
unwanted organizations to implode and bothersome people to lose face and ancient Azlanti, and it was they who
eventually disappear. Entirely terrestrial in nature, ugothols can easily extend invoked the apocalypse of Earthfall
alghollthu plots above the waves for extended periods of time, giving their to destroy Azlant when humanity
aquatic masters enhanced reach into these unpleasantly dry realms. Today, grew too prideful. That this act also
most faceless stalkers—like the less dangerous ulat-kinis—pursue programmed called down the magical Starstone,
goals without the guidance of alghollthu rule. Faceless stalkers prefer to live an artifact capable of transforming
as close to the sea coast as possible, although they are not aquatic creatures mortals into gods, was an ironic
themselves. Most dwell in tiny tribes in marshlands. Others live in the sewers turn of events considering the

of coastal towns. alghollthus’ intolerance for faith.

By instinct, faceless stalkers seek to sow discord. They replace leaders in :

humanoid societies, then guide infiltrated settlements down paths of destruction. . A .y B 0-R

Among humanoids who have wicked tendencies, a faceless stalker can become \v B ;

a prominent trailblazer, leading a group to new heights of depravity and . . ' ! 5-T

violence. Inevitably, however, faceless stalker infiltrators lead their followers : 7% ‘ d

to ruin. The ugothol eventually moves on—either because its true nature ! - u-z
\\

is about to be discovered, or because it has despoiled or devastated all SN

a N

-~
N R
-

local resources. APPENDIX
An ugothol gains nourishment only through its long, bloodsucking \

&

tongue. Their prey bear distinctive triple puncture wounds near major -
arteries. Corpses bearing such marks are typically the first clues found
to uncover a faceless stalker’s presence, though sometimes they are

overlooked as marks belonging to a vampire or chupacabra.

FACELESS STALKER CREATURE 4

L ce | meoium | nserraion |

Perception +10; darkvision

Languages Alghollthu, Aquan, Common; tongues

Skills Acrobatics +12, Athletics +12, Deception +13, Stealth +13,
Thievery +9

Str +4, Dex +3, Con +3, Int +0, Wis +2, Cha +3

Items longsword, studded leather

AC 21; Fort +9, Ref +9, Will +12; +2 status to all saves vs. auditory
and visual

HP 60; Resistances bludgeoning 5

Speed 25 feet

Melee *® longsword +14 (versatile P), Damage 1d8+6 slashing

Melee *® claw +12 (agile), Damage 2d6+6 slashing plus Grab

Occult Innate Spells DC 19; Constant (5th) tongues

Assume Form (concentrate, occult, polymorph, transmutation) The
faceless stalker spends 10 minutes reshaping its appearance to
take on the shape of any Small or Medium humanoid. It gains a +4
circumstance bonus to Deception checks to pass as that creature.

Blood Nourishment *® The faceless stalker uses its three-pronged tongue to drink
the blood of an adjacent restrained or unconscious creature. The creature gains
drained 1.

Compression When the faceless stalker successfully Squeezes, it moves through
the tight space at full speed. Narrow confines are not difficult terrain for a
faceless stalker.

Revert Form € Requirements The faceless stalker is in an assumed form. Effect The
faceless stalker resumes its true form. Until the start of its next turn, it gains a +2
status bonus to attack rolls, damage rolls, saving throws, and skill checks.

Sneak Attack The faceless stalker deals 1d6 extra precision damage to
flat-footed creatures.
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ALGHOLLTHU TREASURE
Although most alghollthus lack
the greed that tempts most
mortals, they do gather wealth
and magical tools to use in their
¥ schemes. A given aboleth or
veiled master might also wear
magical jewelry and other objects.
Faceless stalkers and other
humanoid servants of alghollthus
use weapons and armor, such as
the faceless stalker's sword or
ulat-kini's trident, as well as other
tools. These servitor races can be
as acquisitive as other humanoids.

" bnpiinthrom e P
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ALGHOLLTHU MASTER [ABOLETH]

Aboleths form the core of alghollthu society, and while they are the “common folk”
of their own societies, they see themselves as masters of all others. Unlike their
leaders, who mask their actions using magical disguises, aboleths revel in their
monstrous forms, appearing as primeval fish with tentacles. Masters of psychic
manipulation, they are a species so ancient that they were present in the world when
it was young, before the gods had turned their attention to the planet. They see all
other life as something they have the right to control, so the idea that potential
slaves might have faith in a higher power other than themselves enrages aboleths.

ALGHOLLTHU MASTER CREATURE7

juncommon | Le | sue | aserrarion | aguaric |

Perception +17; darkvision

Languages Aklo, Alghollthu, Aquan, Common, Undercommon

Skills Athletics +16, Deception +15, Intimidation +15, Lore (any one subcategory) +14,
Occultism +16

Str +5, Dex +1, Con +6, Int +3, Wis +5, Cha +4

Mucus Cloud (aura, disease) 5 feet. While underwater, an aboleth exudes a cloud of
transparent slime. An air-breathing creature adjacent to an aboleth must succeed at a
DC 25 Fortitude save each round or lose the ability to breathe air but gain the abhility
to breathe water for 3 hours.

AC 23; Fort +15, Ref +10, Will +16

HP 135

Speed 10 feet, swim 60 feet

Melee *¥ tentacle +16 (agile, magical, reach 15 feet), Damage 2d8+10 bludgeoning plus slime

Occult Innate Spells DC 25; 7th project image (at will), veil (at will); 6th dominate (x3),
illusory scene (at will); 5th illusory object (at will); 4th hallucinatory terrain (at will);
3rd hypnotic pattern (at will)

Slime (curse, occult, virulent) Saving Throw Fortitude DC 25; Stage 1 no ill effect (1 round);

Stage 2 the victim's skin softens, inflicting drained 1 (1 round); Stage 3 the victim's

skin transforms into a clear, slimy membrane, inflicting drained 2 until

the curse ends; every hour this membrane remains dry, the

creature’s drained condition increases by 1 (permanent).

A remove disease spell can counteract this curse, but
immunity to disease offers no protection against it.

VEILED MASTER [VIDILETH]

vidileths are the
veiled masters of the alghollthus. These

The powerful insidious
manipulators of mind and body alike
lead their species in the open, using
their ability to change form to walk
among and deceive humans and
other sapient species. Many veiled
masters are even more powerful than
the typical specimen presented here and can
use a wide range of arcane or occult spells and rituals.
While

combat prowess and impressive magical skills,

veiled masters command significant
the greatest danger they pose to others is their
uncanny ability to infiltrate into societies much
different than their own. The most paranoid of
adventurers and conspiracy scholars worry that every major city has been
infested by secret cabals of vidileths, while others dismiss this as hogwash
and fearmongering. The truth is likely somewhere in between, but it doesn’t
take many veiled masters pulling the strings behind the scenes to wreak havoc

upon an entire nation!



VEILED MASTER CREATURE 14

| Rae | e | Large

Perception +25; darkvision

Languages Aklo, Alghollthu, Aquan, Common, Undercommon; tongues

Skills Arcana +27, Athletics +24, Deception +28, Intimidation +26, Lore (any one
subcategory) +29, Occultism +29, Society +27, Stealth +24

Str +6, Dex +6, Con +8, Int +7, Wis +5, Cha +6

Mucus Cloud (aura, disease) As aboleth, but DC 36, 30-foot radius, and 24 hours.

AC 34; Fort +26, Ref +22, Will +24; +2 status to all saves vs. magic

HP 270; Immunities controlled, electricity, mental; Resistances cold 20

Speed 10 feet, swim 80 feet

Melee *¥ claw +30 (agile, magical, reach 20 feet), Damage 3d10+12 slashing plus slime

Melee *¥ fangs +28 (agile, magical, reach 10 feet, versatile S), Damage 3d8+12 piercing
plus slime and consume memories

Melee ¥ tentacle +28 (agile, electricity, magical, reach 20 feet), Damage 7d6 electricity
plus thoughtlance

Occult Innate Spells DC 37; th project image (at will); 8th illusory scene (at will), suggestion
(x3); 7th veil (at will); 6th dominate (x3); 5th dimension door (x3), hallucinatory terrain
(at will), illusory object (at will); 3rd hypnotic pattern (at will), levitate (at will), mind
reading (at will), secret page (at will); Constant (5th) tongues

Occult Rituals DC 37; geas (5th)

Change Shape € (concentrate, occult, polymorph, transmutation) Once per round, a veiled
master can take on the appearance of a humanoid of Large, Medium, or Small size or
resume its true form. While in humanoid form, the veiled master’s Speed is 30 feet, and it
loses its mucus cloud aura and swim Speed.
If the humanoid form assumed lacks
the aquatic trait, the veiled master
loses its own aquatic trait as well. In
humanoid form, the veiled master can
use weapons, or it can make Strikes
that work like its tentacle attack but
use the reach of its current form. If
the assumed form has fangs or claws,
the veiled master can also make such
Strikes, but these attacks lack the veiled master’s slime.

Consume Memories (mental, occult) When a veiled
master makes a fangs Strike against a creature,
it can consume some of that creature’'s memories. The target must succeed at a
DC 37 Fortitude saving throw or become stupefied 1. A veiled master regains 5
Hit Points each time it successfully consumes memories. When -

a veiled master consumes memories, it learns some of the ’
creature’s memories (subject to the GM's discretion).

Delayed Suggestion (enchantment, occult) When a veiled master
successfully casts dominate on a creature, a suggestion
spell triggers when the dominate spell ends. This suggestion
usually causes the target to return to the veiled master, so 5
the creature can cast dominate again, but a veiled master can
set the suggestion to different orders if it wishes.

Slime (curse, occult, virulent) As alghollthu master, but DC 36.

Tentacle Flurry ¥ The veiled master thrashes about with its tentacles. Make
a tentacle Strike against each creature within its reach. Roll only one attack
roll, and roll the damage only once for all targets.

Thoughtlance (curse, enchantment, occult) A creature touched by the
veiled master's tentacles, whether those tentacles deal damage or not,
must attempt a DC 34 Will save, becoming slowed 1 on a failure or
slowed 2 on a critical failure. Each time the affected creature ends its
turn, its slowed value decreases by 1.

©

OTHER ALGHOLLTHUS
While the veiled masters are the
rulers of alghollthu society, they are
not the most powerful of their kind.
Greater, more mysterious creatures
that function as organic thought
networks, immense aquatic engines
of war, or specialized extractors

of forgotten secrets dwell among
their sunken cities. Meanwhile,

the world above remains infested
with creatures that were originally
created by the alghollthus but have
long since drifted away from their
aquatic progenitors to become their
own sinister monstrosities.
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ANGEL
— The celestial hosts of angels are messengers and warriors, divided into choirs
ANGELIC DIVINITIES based on their abilities and purviews. The majority of angels are neutral good and

The most powerful angels belong live in Nirvana, the plane of virtue and enlightenment. However, some angels,

to a category of demigods known including several angelic deities, have different alignments, and some even dwell

as the empyreal lords—a title on other planes. Regardless of alignment, angels remain benevolent messengers
shared with other powerful possessed with magical auras to aid their allies.

good-aligned demigods among

‘3\ the host of archons, azatas, and CASSISIAN [AREHWE ANBEL]
: other inhabitants of the celestial The weakest of angels, cassisians usually serve as lackey messengers for more
3‘ planes. The most powerful and powerful angels or as spiritual guides for mortals. Despite their limited intellect,
¥ most well-known of the angelic cassisians have a knack for precise recollection, particularly with scripture. Most
{ empyreal lords is Sarenrae. cassisians are formed from the souls of trustworthy mortals, but some arise from
| fragments of greater angels destroyed in service to the celestial realms.

CASSISIAN CREATURE 1

NG | TNV |

Perception +6; darkvision

Languages Celestial, Common, Draconic, Infernal

_ Skills Acrobatics +6, Diplomacy +6, Religion +6, Stealth +6

Str -1, Dex +1, Con +2, Int -1, Wis +1, Cha +1

AC 18; +1 status vs. evil creatures; Fort +7, Ref +6, Will +4; +1

status to all saves vs. evil creatures

HP 20; Weaknesses evil 3; Resistances cold 3, fire 3

Transfer Protection A non-evil creature can wear a
willing cassisian as a helmet. While it does, the cassisian
can take no actions, but the cassisian extends its +1
status bonus to AC and saves against evil creatures to its

wearer. At any time, the cassisian can detach itself from
its wearer as an action.

Speed fly 40 feet

Melee *¥ headbutt +6 (agile, finesse, good, magical),

Damage 1d6-1 bludgeoning plus 1d4 good

Divine Innate Spells DC 16; 4th read omens; 1st detect alignment

(at will, evil only), heal; Cantrips (1st) know direction, light

Change Shape *¥ (concentrate, divine, polymorph, transmutation)

L Acassisian can take the appearance of a dove, a winged humanoid,

~adog, or afish. Normally, this doesn’t change its Speed or the attack

and damage bonuses for its Strikes, but it might change the damage
type Strikes deal (typically to bludgeoning). Any further changes for
specific forms are noted below.

« Dog size Small; scent (imprecise) 30 feet, Speed 40 feet; Melee jaws +7,

Damage 1d6+2 piercing plus Knockdown
+ Fish swim Speed 30 feet

Eye Beams *®® (concentrate, divine, evocation) The cassisian releases beams of heat
or cold from its eyes, dealing 2d6 cold or fire damage (DC 17 basic Reflex save) to all
creatures in a 15-foot line. It can't use Eye Beams again for 1d4 rounds.

Repository of Lore While the cassisian isn't particularly intelligent, it has perfect memory
and can remember everything it sees or hears. This allows it to attempt Lore checks
on any topic, provided (at the GM's discretion) the cassisian has encountered the topic
in question before. The cassisian’s limited intellect often prevents it from acting upon
its knowledge, making it a better resource than agent in matters of information use.

CHORAL [CHOIR ANGEL]

Choral angels are incredible singers who fill the halls of Nirvana with pious

chants and sacred hymns. They form from the souls of talented bards and other
performers. While they shy away from conflict, they occasionally brave the mortal



realm to deliver good omens and auspicious messages. Choral angels often serve
the goddess Shelyn, but they can also serve other good deities and empyreal lords.
ANGELIC LOCATIONS
CHORAL CREATURE 6 Angels normally live on Nirvana
NG | or other celestial planes, but their
Perception +14; darkvision missions can bring them to the
Languages Celestial, Draconic, Infernal; tongues Material Plane. Spellcasters can !
Skills Acrobatics +12, Diplomacy +15, Performance +17, Religion +14 conjure them for aid or advice E-G
Str +1, Dex +4, Con +2, Int +3, Wis +4, Cha +5 in times of need, and they can
AC 24; Fort +10, Ref +14, Will +16; +1 status to all saves vs. magic even be found, if rarely, crusading H-K
HP 100; Weaknesses evil 5; Resistances sonic 5 against fiends in Hell, the Abyss,
Harmonizing Aura (aura, divine, evocation, sonic) 20 feet. Allies in the area gain a +2 status or anywhere in between.
bonus to sonic damage rolls and a +1 status bonus to AC and all saves against sonic ;]. L-N
and auditory effects. Enemies in the area take a -2 status E
penalty to sonic damage rolls and a -1 status penalty to E 0-R

AC and all saves against sonic and auditory effects.
Speed 30 feet, fly 40 feet _ _
Melee *¥ fist +14 (agile, finesse, good, magical), Damage F:

3d6+1 bludgeoning plus 1d6 good ,4,}
Ranged *¥ piercing hymn +17 (good, magical, range 90

feet, sonic), Damage 4d6 sonic damage plus 1d6 good

and deafening aria

Divine Innate Spells DC 23, attack +13; 3rd heal, remove
curse, remove disease, remove fear (at will), sound burst;
2nd invisibility (at will, self only), sound burst (at will); 1st
counter performance (at will; Core Rulebook 386); Cantrips (3rd)
ghost sound, inspire competence (Core Rulebook 386), inspire courage
(Core Rulebook 386); Constant (5th) tongues

Divine Rituals DC 23; angelic messenger

Deafening Aria On a critical hit with
piercing hymn, the target s
deafened for 1 minute.

Harmonize *® The choral angel adds
its harmony to a choral angel ally
within its harmonizing aura. The ally
can cast calm emotions or heroism on
its next turn in place of its 3rd-level
sound burst or heighten its 3rd-level sound burst
by 1 level. If five different choral angels use
Harmonize on the same choral angel ally, it
can instead cast divine decree in place of
its 3rd-level sound burst.

BALISSE [CONFESSOR ANGEL)

Balisses, or confessor angels, seek to assist

o

-

mortals ensnared by moral dilemmas or
crises of faith. Balisses prefer to guide people
to their own decisions rather than demand
obedience to a higher cause, as intrinsic belief
is even more powerful than blind obedience.
While most balisses are fundamentally honest,
they use their guardian angel ability to seem less
intimidating and decrease the chance the mortal
will simply acquiesce to the opinion of an obviously
divine being. Balisses often form from souls of those who
performed evil acts but were redeemed. Many serve the goddess Sarenrae, but
they can serve other good deities and empyreal lords as well.



BALISSE CREATURE 8

ANGELIC TREASURE Perception +18 (+20 to detect lies and illusions); darkvision

Many angels wear exquisite Languages Celestial, Draconic, Infernal; tongues

armor or wield beautiful and often Skills Acrobatics +14, Diplomacy +17, Religion +18
magical weapons. While they are Str +5, Dex +2, Con +4, Int +1, Wis +6, Cha +5
not hampered by mortal sins like Items +1 striking scimitar

greed or pride (save for the very AC 26; Fort +16, Ref +12, Will +18; +1 status to all saves vs. magic
rare and tragic exception), they do HP 145; Weaknesses evil 10; Resistances fire 15

¢ enjoy the beauty of fine clothing, Confessor's Aura (aura, divine, enchantment, mental) 20 feet. Creatures in the balisse’s

*'. ' exquisite jewelry, and works of art. aura are subject to zone of truth (DC 23). Additionally, if these creatures choose to

honestly express their own conflicted feelings, the aura makes it easier for them to
i :{ put words to those feelings.

! Speed 30 feet, fly 40 feet

Melee *® flaming scimitar +20 (fire, forceful, good, magical, sweep), Damage 2d6+8

_ slashing plus 1d6 fire and 1d6 good

Divine Innate Spells DC 26; 4th divine wrath, heal, paralyze,

remove curse, remove disease; 3rd remove fear (at will) 2nd

invisibility (at will, self only) 1st detect alignment (at will,
evil only)

L Divine Rituals DC 26; angelic messenger, atone, geas

‘ -/-\. Brand of the Impenitent *¥® (curse, divine, evocation)

\ Frequency once per day; Effect The balisse marks
an evil creature within its confessor’s aura as
irredeemable. It can only do so after a failed
attempt to convince the creature to repent. The
touched creature takes a -1 status penalty to AC

and saves, reduces its resistances by 2, and gains

‘weakness 2 to good damage. The duration depends on
the target’s DC 26 Will save.

Critical Success The creature is unaffected.
Success The duration is 1 round.

Failure The duration is 1 day.

Critical Failure The duration is permanent.

Flaming Armament (divine, evocation) Any
weapon gains the effect of a flaming property
rune while a balisse wields it.

) Guiding Angel *¥ (divine, transmutation)
While invisible, a balisse can spiritually
attach itself to a non-evil mortal. When it

does so, it merges with the mortal’s body and

is unable to use any of its spells and abilities

other than to interact with the mortal. It must
use Guiding Angel again to leave the mortal. While
merged with the mortal, the balisse can take a form

of its choice that only the mortal can see, such as a

small angel on the mortal’s shoulder. Alternatively, it
can communicate with the mortal using a bodiless

& voice only the mortal can hear.

ASTRAL DEVA [EMISSARY ANGEL)

Astral devas are the elite messengers and
emissaries of the celestial realms, serving
deities and celestial armies by delivering messages,
performing reconnaissance, and providing support for
those in need of aid. They watch over planar
travelers and take powerful mortals under



their wings to mentor them. Astral devas carry scrolls containing important @
messages and other celestial secrets.

Astral devas can form spontaneously from the souls of exceptional OTHER ANGELS
good-aligned mortals, but are also sometimes created from such souls The most powerful angels
intentionally by deities or demigods. In the later cases, astral devas often bear are known as the solars, but
physical features that mark them as closely affiliated with that deity. An astral numerous others can be found ]
deva created by Sarenrae, for example, might have hair made of fire, while one in Nirvana working their own :
created by Torag might look more dwarven, and one created by Desna could missions or goals. Angels E-G
have butterfly wings instead of feathered wings. It’s not unusual for astral devas generally appear as beautiful,
created by lawful good or chaotic good deities to share their creators’ alignment. often somewhat androgynous H-K

humanoids, and the most powerful

ASTRAL DEVA CREATURE 14 often possess two or even four
NG | MEDIUM | sets of feathered wings. g L-N
Perception +26; darkvision oy 3
Languages Celestial, Draconic, Infernal; tongues ! 0-R
Skills Acrobatics +24, Diplomacy +26, Intimidation +28, E

Religion +24 | 5-T
Str +8, Dex +4, Con +5, Int +4, Wis +4, Cha +6 L
Items +2 striking warhammer 1 U-z
AC 36; Fort +27, Ref +26, Will +22; +1 status to all saves vs. magic |
HP 285; Weaknesses evil 15 APPENDIX

Traveler’s Aura (abjuration, aura, divine) 20 feet. Creatures in the
astral deva's aura are protected from ambient environmental
damage from any plane, including severe and extreme heat and
cold as well as more exotic dangers. The astral deva
is never flat-footed to creatures within its aura.

Messenger's Amnesty (abjuration, divine) An astral
deva with a message to deliver is continually
protected by the effect of sanctuary (DC 32).

If the deva breaks the sanctuary, the effect
returns if the deva ceases hostility for
10 minutes.

Speed 40 feet, fly 75 feet

Melee *¥ holy warhammer +30 (good,
magical, shove), Damage 2d8+22
bludgeoning plus 1d6 good

Divine Innate Spells DC 36, attack +28;
7th blade barrier, divine decree,
divine wrath, heal, remove curse,
remove disease, remove fear;
4th discern lies (at will); 2nd
invisibility (at will, self only);

) e -mymmm.a

1st detect alignment (at will, ~
evil only); Cantrips (7th) light; =
Constant (5th) tongues &
Divine Rituals DC 36; angelic Gl A \
messenger / ‘ Al

evocation) Any weapon
gains the effect of a ¥
holy ~property rune
while an astral deva
wields it.
Stunning Strike *® Requirements The astral deva hit a foe earlier this turn with a weapon
Strike. Effect The astral deva makes a weapon Strike against the foe. On a success, the

foe must succeed at a DC 34 Fortitude save or become stunned 1. On a critical failure, &
the foe is stunned 2 instead. ] |

Divine Armament (divine, /
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ANIMATING OBJECTS

Most animated objects
encountered by adventurers are
permanently animated creatures,
either created by rituals or given
life by infusions of positive energy.
Restless spirits, certain ghosts, and
other haunting undead influences
can also give rise to animated
ohjects, although in cases like

the poltergeist (page 264), what
appears to be an animated object
may merely be an evil force using
its magic to hurl furnishings about
as weapons.

ANIMATED OBJECT

Granted a semblance of life through the use of rituals or other strange magic,
animated objects take many forms and serve a variety of uses. A few examples
of typical animated objects are listed below. Many of these creatures serve as
guardians, surprising unsuspecting adventurers when they suddenly attack.
Others serve as idle distractions for the exceptionally rich, simple servants
created to handle odd jobs, and the like.

ANIMATED BROOM

Animated brooms perform menial tasks of cleaning and upkeep, but they can
step in to defend a room from intrusion if needed. These simple animated
objects can be found with greater frequency than more complicated and
costly objects.

ANIMATED BROOM CREATURE -1

N | swawe | construct | minLess

Perception +3; darkvision

Skills Athletics +5

Str +0, Dex +1, Con +0, Int -5, Wis +0, Cha -5

AC 16 (14 when broken); construct armor; Fort +3, Ref +6, Will +3

HP 6; Hardness 2; Immunities bleed, death effects, disease, doomed, drained, fatigued,
healing, mental, necromancy, nonlethal attacks, paralyzed, poison, sickened, unconscious

Construct Armor Like normal objects, an animated broom has Hardness. This Hardness
reduces any damage it takes by an amount equal to the Hardness. Once an animated
broom is reduced to less than half its Hit Points, or immediately upon being damaged
by a critical hit, its construct armor breaks and its Armor Class is reduced to 14.

Speed 15 feet

Melee *¥ bristles +6 (agile, magical, finesse), Damage 1d4 bludgeoning plus dust

Dust A creature hit by an animated broom'’s bristles must succeed at a DC 15 Fortitude
save or spend its next action coughing. Even if hit by multiple dust attacks, the
creature has to spend only 1 action coughing to clear the dust out. A creature that
doesn't breathe is immune to this effect.

ANIMATED ARMOR

Suits of animated armor see use both as guardians and as training partners in

high-end martial academies able to afford the extravagance. They are most often
found in wizard laboratories and ancient dungeons.

ANIMATED ARMOR CREATURE 2
| N | MEDIUM
Perception +6; darkvision
Skills Athletics +9
Str +3, Dex -3, Con +4, Int -5, Wis +0, Cha -5
AC 17 (13 when broken); construct armor; Fort +10, Ref +3, Will +4
HP 20; Hardness 9; Immunities bleed, death effects, disease, doomed,
drained, fatigued, healing, mental, necromancy, nonlethal attacks,
paralyzed, poison, sickened, unconscious
Construct Armor As animated broom, but reduced to AC 13 when broken.
Speed 20 feet
Melee *¥ glaive +11 (deadly 1d8, forceful, magical, reach 10 feet), Damage
1d8+4 slashing
Melee *¥ gauntlet +9 (agile, free-hand, magical), Damage 1d6+4 bludgeoning

ANIMATED STATUE

Animated statues are often used to guard crypts, small shrines, or areas in

government buildings where they can be positioned amid normal statues to
hide their true nature until an intruder arouses their ire. Adventurers’ suspicions



regarding statues suddenly animating and attacking has led many less scrupulous
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adventurers to automatically attack any statues they encounter, ruining harmless, ~
ancient relics. GUARDED TREASURES

Animated objects are mindless

ANIMATED STATUE CREATURE 3 constructs. While this leaves

| N | menwm | construct | Eartn | MiNDLESs | them no concept of the value

Perception +9; darkvision of treasure, they are often

Skills Athletics +11 used as guardians for vaults or

Str +4, Dex -2, Con +5, Int -5, Wis +0, Cha -5 repositories of valuables. In these

AC 19 (15 when broken); construct armor; Fort +12, Ref +5, Will +5 cases, the treasures they guard

HP 35; Hardness 6; Immunities bleed, death effects, disease, doomed, drained, fatigued, can vary wildly, but should be of a
healing, mental, necromancy, nonlethal attacks, paralyzed, poison, sickened, unconscious value appropriate for the animated

Construct Armor As animated broom, but reduced to AC 15 when broken. object’s level.

Speed 20 feet

Melee ¥ fist +11 (magical), Damage 1d8+6 bludgeoning plus Grab

GIANT ANIMATED STATUE

As with any humanoid animated statues of Medium size, giant animated statues

are used to guard locations of importance, but their increased size and power
make them most useful in large vaults, spacious chambers, or outdoor locations.
Animated objects of this strength and size are ideal for tasks and responsibilities APPENDIX

usually performed by golems, and more powerful animated objects are thus all
but unheard of.

GIANT ANIMATED STATUE CREATURE7
N | huee | cowsrruct |
Perception +13; darkvision

Skills Athletics +17

Str +6, Dex -1, Con +6, Int -5, Wis +0, Cha -5

AC 26 (22 when broken); construct armor; Fort +17,
Ref +10, Will +9

HP 100; Hardness 10; Immunities bleed, death effects, disease, doomed,
drained, fatigued, healing, mental, necromancy, nonlethal attacks,
paralyzed, poison, sickened, unconscious

Construct Armor As animated broom, but reduced to AC 22 when broken.

Speed 30 feet

Melee *¥ stone fist +19 (magical), Damage 2d12+6 bludgeoning plus Grab

Ranged *¥ flaming coal +12 (fire, magical, range increment 80 feet), Damage 2d6+6
bludgeoning and 2d8 fire

Brazier The statue carries a wide brazier full of hot coals. To make flaming coal Strikes
or use Burn Alive, the statue must have the brazier held in one hand or otherwise
have it within reach. Instead of targeting the statue with an attack, a creature can
target the brazier directly. The brazier has the same AC and saves as the statue.
Dealing 15 cold damage to the brazier
or dousing it with at least 2 gallons of
water extinguishes the coals. This
prevents the statue from using
Burn Alive and causes its
ranged attacks to no longer
deal 2d8 fire damage.

Burn Alive *® (fire) The
statue grinds a creature it
has grabbed into the red-
hot coals of its brazier.
The target takes 3d8 fire
damage and 1d8 persistent
fire damage.
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As if the appearance of a hungry
ankhrav in a stretch of farmland
isn't bad enough, it almost always
indicates the proximity of an
ankhrav hive nearby. A disturbing
number of ankhravs can infest

a lair. However, adventurers
brave enough to crawl through
the tangled burrows are often

4 _f{ rewarded with large amounts of
1 3 treasure as ankhravs have a habit
| of dragging their victims back
i to the deepest corners of their
I d den to feast, usually discarding
0 the remains with most of the
\} gear intact.

INDER) BESTIARY

ANKHRAV BURROWS

ANKHRAY

Ankhravs are immense, burrowing, and insectile predators, considered by
inhabitants of the rural areas of the world to be an all-too-common plague.

ANKHRAV

These horse-sized, burrowing monsters generally avoid heavily settled areas like
cities, but ankhravs’ predilection for livestock and humanoid flesh ensures that
the creatures do not remain in the deep wilderness for long. Desperate farmers
whose fields become infested by ankhravs often have little recourse but to seek
the aid of adventurers.

ANKHRAV

| N | Large

Perception +7; darkvision, tremorsense (imprecise) 60 feet

Skills Acrobatics +6, Athletics +11, Stealth +8

Str +4, Dex +1, Con +3, Int -4, Wis +0, Cha -2

AC 20; Fort +12, Ref +8, Will +7

HP 40

Speed 25 feet, burrow 20 feet

Melee *¥ mandibles +13 (acid), Damage 1d8+4 piercing plus 1d6 acid

Ranged *¥ acid spit +10 (acid, range 30 feet), Damage 3d6 acid

Armor-Rending Bite “¥® The ankhrav makes a mandibles Strike; if the Strike hits, the
target's armor takes the damage and the acid damage bypasses the armor’'s Hardness.

Spray Acid *®® (acid) Frequency once per hour; Effect The ankhrav spews acid in a
30-foot cone, dealing 3d6 acid damage and 1d6 persistent acid damage (DC 20 basic
Reflex save).

HIVE MOTHER

Ankhrav hive mothers are fearsome predators that one can easily distinguish

CREATURE 3

from the typical ankhrav not only by their greater size, but the presence of a
large pair of razor-sharp, mantis-like arms.

HIVE MOTHER
| uncommon | N | HucE |
Perception +16; darkvision, tremorsense (imprecise) 90 feet
Skills Acrobatics +13, Athletics +20, Stealth +11, Survival +16
Str +6, Dex +1, Con +4, Int -4, Wis +2, Cha -2
AC 29; Fort +18, Ref +15, Will +14
HP 120
Attack of Opportunity 2
Speed 25 feet, burrow 20 feet
Melee *¥ mandibles +20 (acid), Damage 2d8+6 piercing plus 2d6 acid
Ranged *¥ acid spit +17 (acid, range 30 feet), Damage 5d6 acid
Armor-Rending Bite *¥® The hive mother makes a
mandibles Strike; if the Strike hits, the target's armor
takes the damage and the acid damage bypasses the
armor’s Hardness.
Frenzy Pheromone *¥® The hive mother unleashes a
pheromone that causes all other ankhravs within a 100-foot
emanation to become quickened 1 until the start of the hive
mother's next turn, and they can use the extra action only
for Burrow, Stride, or Strike actions. The hive mother
can't unleash the pheromone again for 1d4 rounds.
Spray Acid “¥® (acid) The hive mother spews acid
in a 60-foot cone, dealing 8d6 acid damage and 1d6
persistent acid damage (DC 26 basic Reflex save). It
can't spew acid again for 1d4 rounds.

CREATURE 8




APE @ A
While many apes exhibit peaceful or reclusive behavior, gorillas can be territorial, INTRODUCTION

and the megaprimatus is especially aggressive and dangerous. GIGANTOPITHECUS

These fierce kin of orangutans are
GORILLA three times heavier than a gorilla.
Gorillas can be territorial creatures, particularly if provoked by hunters or the They are level 4, with statistics
presence of more dangerous monsters. A gorilla uses its fangs and powerful arms roughly akin to an elite gorilla.

to bite and pummel trespassers with wild abandon.

GORILLA CREATURE 3

N | uaeee | anva |

Perception +8; low-light vision, scent (imprecise) 30 feet

Skills Acrobatics +9, Athletics +11, Stealth +7

Str +4, Dex +2, Con +3, Int -4, Wis +1, Cha -2

AC 19; Fort +12, Ref +9, Will +6

HP 45

Speed 30 feet, climb 30 feet

Melee ¥ fist +11 (agile, reach 10 feet), Damage 2d6+4 bludgeoning

Melee *¥ jaws +11 (reach 5 feet), Damage 1d8+4 piercing

Frightening Display “®® (auditory, emotion, fear, mental) The
gorilla beats its chest in a terrifying display. Creatures within
30 feet must attempt a DC 20 Will save. While a creature is
frightened by this ability, it is flat-footed to the gorilla.
Critical Success No effect and temporarily immune for 1 minute.
Success The creature is unaffected.
Failure The creature is frightened 1.
Critical Failure The creature is frightened 2.

MEGAPRIMATUS

The megaprimatus is among the mightiest of apes,

quick to confront any perceived intrusions into its
domain. With a height of 40 feet, it towers over even -
most giants, and is used to being the top-tier predator
in the region.

MEGAPRIMATUS

| N | GaRGANTUAN | ativaL |

Perception +15; low-light vision, scent (imprecise) 30 feet

Skills Acrobatics +14, Athletics +19

Str +7, Dex +2, Con +5, Int -4, Wis +1, Cha +2

AC 26; Fort +19, Ref +16, Will +13

HP 150

Speed 30 feet, climb 30 feet

Melee ¥ fist +21 (agile, reach 20 feet), Damage 2d8+10 bludgeoning

Melee *¥ jaws +21 (reach 10 feet), Damage 2d10+10 piercing

Mangling Rend ¥ A megaprimatus makes two fist Strikes against the
same target. If both hit, the attack deals an additional 2d6 bludgeoning
damage, the target is flat-footed, and the target takes a -20-foot status
penalty to all Speeds until the end of its next turn.

Terrifying Display *¥® (auditory, emotion, fear, mental) The megaprimatus
beats its chest in a terrifying display. Creatures within 50 feet must attempt
a DC 27 Will save. While a creature is frightened by this ability, it is flat-footed to
the megaprimatus and to gorillas.
Critical Success No effect and temporarily immune for 1 minute.
Success The creature is unaffected.
Failure The creature is frightened 1.
Critical Failure The creature is frightened 2 and fleeing until the end of its next turn.

CREATURE 8
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ARBOREAL

Arboreals are guardians of the forest and representatives of the trees. As long-

FELLED ARBOREALS lived as the woods they watch over, arboreals consider themselves parents and

Arboreals have a great respect for shepherds of trees rather than their gardeners. Consequently, while arboreals
dead members of their species. Their tend to be slow and methodical, they are terrifyingly swift when forced to fight
elaborate burial rituals involve laying in defense of the woods. Though they rarely seek out the companionship of

the fallen arboreal down in a mossy short-lived folk—even elves are fugacious in the eyes of arboreals—and have
¥ bed in the center of a grove of an inherent distrust of change, arboreals have been known to tolerate those
saplings. The decomposing arboreal who seek to learn from their long-winded, rambling monologues, especially
! nourishes the saplings, ensuring the if such pupils also express a desire to protect the timberlands. Against those
i growth of a new generation of trees. who threaten their realm, such as loggers eager to harvest lumber or settlers

aiming to establish croplands or a town, arboreals’ wrath is unwavering and
devastating. Perhaps ironically, arboreals are gifted at tearing down what others
build—a trait that serves vengeful members of their kind well.

ARBOREAL WARDEN

Arboreal wardens are the rangers of arboreal society. These itinerant

folk have an innate curiosity about the woodlands in which they
dwell, and rarely stop to take root and rest in the same part of
the forest twice. This wanderlust makes wardens ideal forest
patrollers and scouts. While they are robust combatants, they
know better than to confront dangerous foes on their
own. Instead, they report any dangers to arboreal
regents. In rare cases, large groups of arboreal
wardens congregate to form a copse. Copses travel
beyond the boundaries of a forest to investigate the
hinterlands and gather intelligence on potential threats
before returning to report their findings. Arboreal
wardens do not pretend to understand to other
creatures’ motives—like most forces of the natural
world, they are ambivalent about mortal affairs that do
not involve their forest.

ARBOREAL WARDEN CREATURE 4
NG | LARGE

Perception +11; low-light vision

Languages Arboreal, Common, Sylvan

Skills Athletics +13, Stealth +9 (+14 in forests)

Str +5, Dex +1, Con +3, Int +1, Wis +3, Cha +1

Items large bark shield (Hardness 3, Hit Points 20,

BT 10), stone longsword

AC 20 (22 with shield raised); Fort +13, Ref +9,

Will +11

HP 75; Weaknesses axe vulnerability, fire 10;

Resistances bludgeoning 5, piercing 5

Axe Vulnerability An arboreal warden takes 5 additional

damage from axes.

Attack of Opportunity 2

Shield Block 2

Speed 25 feet

Melee *¥ stone longsword +13 (reach 10 feet),
Damage 1d8+10 bludgeoning

Melee *® shield bash +13, Damage 1d6+10
bludgeoning

Shield Push *¥® The arboreal warden Strides

and then makes a shield bash Strike. If the

attack hits, the target is pushed 10 feet.




AWAKENED TREE

Arboreal regents and other wielders of powerful primal magic grant temporary
sentience to trees in order to protect the forest. Invested with a workable set of
instincts and the ability to mobilize and attack, these awakened trees follow the
commands of their master and fight to protect their home. The statistics below
work just as well for foliage that has become animate via other methods, such as a
mystical influence from another dimension, a capricious fey spirit, or the like.

AWAKENED TREE CREATURE 6
N | huce |

Perception +13; low-light vision

Languages Arboreal (can’t speak any language)

Skills Athletics +14, Stealth +9 (+14 in forests)

Str +6, Dex -1, Con +6, Int -5, Wis +3, Cha +0 =

AC 22; Fort +16, Ref +9, Will +13

HP 100; Weaknesses axe vulnerability, fire 10; Resistances bludgeoning 5, piercing 5

Axe Vulnerability An awakened tree takes 5 additional damage from axes.
Speed 20 feet

Melee *® branch +16 (reach 15 feet), Damage 2d8+6 bludgeoning

Melee *¥ root +16 (trip), Damage 2d6+6 bludgeoning

ARBOREAL REGENT

Arboreal regents—also called treants—are lumbering, solitary creatures

responsible for guarding an entire forest. They take an especially long view
of affairs and never act brashly or without much deliberation. They
occasionally come together in small groups called groves to share
news and pass their wisdom down to the arboreal wardens that have 2
sprouted under their watch. In times of grave danger, all the groves in a
region may gather for a great months-long meeting to plan and, eventually,
act upon a threat.

The typical arboreal regent is 30 feet tall, has a trunk 2 feet in diameter, and

weighs 4,500 pounds.

ARBOREAL REGENT

na | huce | et |

Perception +18; low-light vision

Languages Arboreal, Common, Sylvan; speak with plants

Skills Athletics +19, Diplomacy +16, Intimidation +16, Nature +18, Stealth +11 (+21
in forests)

Str +7, Dex -1, Con +6, Int +1, Wis +4, Cha +2

AC 26; Fort +20, Ref +11, Will +16

HP 150; Weaknesses axe vulnerability, fire 10; Resistances bludgeoning 5,
piercing 5

Axe Vulnerability The arboreal regent takes 5 additional damage from axes.

Speed 25 feet

Melee *® branch +19 (reach 15 feet), Damage 2d12+7 bludgeoning

Melee *¥ root +19 (trip), Damage 2d8+7 bludgeoning

Ranged *¥ rock +19 (brutal, range increment 120 feet), Damage 2d10+7 bludgeoning

Primal Innate Spells DC 26; Constant speak with plants

Awaken Tree *¥® (concentrate, primal) The arboreal regent causes a tree within 180
feet to uproot itself and fight as a minion using the statistics for an awakened tree.
The arboreal regent can control up to two awakened trees at a time, and it can
issue commands to both trees as a single action, which has the concentrate and
auditory traits.

Sunder Objects When an arboreal regent damages an item or structure, it
deals an additional 2d10 damage to that item or structure.

Throw Rock *®

CREATURE 8

-

FUNGUS NETWORKS
Particularly old arboreal regents
and other powerful arboreals can
tap into the extensive network of
fungus that connects the roots
of all the trees in the forest. By
doing so, the arboreal can learn
of threats throughout the entire
woodland, even from miles away.
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As with angels and azatas, the
most powerful of archons are
a caste of demigods known
collectively as empyreal lords.
¥ Each archon empyreal lord is a
unique and powerful creature
that keeps a domain somewhere
in Heaven and is worshipped on
Material Plane worlds. Archon
divinities serve a variety of goals
and focus on different aspects

of righteousness. Some, such as
Zohls, hold influence over the
pursuit of truth and determined
investigations, while others,

like Damerrich, the demigod

of executions, emphasize the
punishment of unrepentant
wrongdoers and seek to obliterate
evil in all its forms.
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ARCHON DIVINITIES

ARCHON

Archons are guardians of Heaven and enemies of chaos and evil. They openly
fight back the spread of fiends but also quietly nurture the seeds of virtue within
mortals, teaching the denizens of the Material Plane how to act with honor and
integrity, enact just laws, and cast off sin and temptation.

Archons live in the immense seven-tiered mountain of Heaven. They manifest
in the Garden at the mountain’s peak from mortal souls who answer a mysterious
voice. There they swear to forever serve the cause of justice and transform into their
new archon forms. Intensely orderly in their metamorphosis, new archons begin
as lantern archons or other lesser forms, transforming into ever-greater archons
as their virtue and achievements grow. Each archon represents a particular virtue,
such as hope, charity, justice, or courage, and they gain strength in the presence of
mortals who exemplify this virtue. Due to their extremely lawful nature, archons
sometimes find themselves at odds with azatas.

LANTERN ARCHON

Friendly, curious, and eternally optimistic, lantern archons embody the virtue of
hope. They are formed of living light given corporeal shape, and they serve as
beacons, guiding mortals out of their darkest moments and toward the path of
righteousness. Their luminous bodies can flicker with the subtlety of a candle
flame or flare up like a torch. Lantern archons can control all aspects of their light
as easily as other creatures control their facial expressions, leading them to change
color, twinkle, and otherwise dim and brighten in time
with their actions and words. While effervescent
and chipper in conversation, lantern archons are
impressively stoic mobile support troops and
guardians in times of conflict, and are capable
of uniting to form powerful warriors of light
called gestalts.

LANTERN ARCHON
16 | swaw | arcion |
Perception +6; darkvision
Languages Celestial, Draconic, Infernal
Skills Acrobatics +8, Diplomacy +6, Religion +6
Str -5, Dex +3, Con +1, Int -1, Wis +1, Cha +1
AC 16; Fort +6, Ref +10, Will +4
HP 20; Weaknesses evil 3; Resistances fire 3
Retributive Strike 2 A lantern archon can also
make a Retributive Strike with its light ray.
Speed fly 40 feet
Ranged *¥ light ray +8 (agile, good, fire, magical,
range 30 feet), Damage 1d4 fire plus 1d4 good
Divine Innate Spells DC 17; 4th read omens; 1st detect
alignment (at will; evil only), heal; Cantrips (1st) light
Gestalt “¥¥® (concentrate, divine, transmutation) Nine lantern
archons can use this activity, all within 1 round of the first, to merge together to form
a composite being for 7 rounds that appears as a glowing warrior of light. The gestalt
has the base statistics of a legion archon (AC, saving throws, attacks, skills, Speeds,
and so on) but the spells and special abilities of a lantern archon. Additionally, it has
a ranged light ray Strike (+18 attack, Damage 3d4 fire and 3d4 good), and the bonus
from its Lantern of Hope increases to +3. When the gestalt separates, its remaining
Hit Points are divided evenly among the lantern archons, and if the gestalt had fewer
than 9 HP, some of the lantern archons die.
Lantern of Hope *® (concentrate, divine, enchantment, mental) The lantern archon
shines as a beacon of hope. Good allies within 30 feet gain a +1 status bonus to
damage rolls and to saving throws against crushing despair.

CREATURE 1
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HORNED ARCHON
Horned archons are secretive and tireless sentinels and scouts, patrolling the Outer = INTRODUCTION
Sphere’s untamed wilds for evil to eliminate and keeping small communities safe from ARCHON LOCATIONS
demons, devils, and worse. They resemble muscular humans with the head, horns, While commonly found in Heaven,
and legs of a stag. When requested to do so by their patrons, especially Erastil, they archons can also be encountered |
journey to the Material Plane and patrol dangerous frontier areas, secretly performing on the fiendish planes in their { D
acts of kindness such as leading hunters to food, helping lost children, and driving off endless crusade against evil. On 2
evil creatures. Because they roam the wilds of Nirvana and Elysium, horned archons the Material Plane they are usually | E-B
are among the best at understanding the perspectives of other celestials. encountered as advisors or saviors
to those in need. a H-K

HORNED ARCHON CREATURE4
o Lo _socvon | s | i

Perception +11; darkvision
Languages Celestial, Draconic, Infernal; tongues

Skills Acrobatics +12, Nature +11, Religion +9, Stealth +10, Survival +11 (+15 to Track) i 0-R
Str +3, Dex +4, Con +3, Int +1, Wis +3, Cha +1 : l
Items composite longbow (20 arrows) S-T

AC 22; Fort +11, Ref +10, Will +11; +1 status to all saves vs. magic

HP 65; Weaknesses evil 5

Menacing Guardian (aura, divine, enchantment) 30 feet. Enemies that start their
turn in the area or enter it must attempt a DC 19 Will save. On a failure, they
take a -1 status penalty to attack rolls, spell rolls, and damage rolls against
any other target while in the aura for 24 hours or until they damage the archon,
whichever comes first. On a critical failure, they can't use hostile actions
against any other target while in the area for 24 hours or until they __:,,_..'(‘
damage the archon, whichever comes first. Regardless of the (&8
result, a creature is then temporarily immune to further
menacing guardian auras for 24 hours.

Retributive Strike D A horned archon can also make a
Retributive Strike with its composite longbow.

Speed 35 feet

Melee *® horn +11 (magical), Damage 2d8+3
piercing plus 1d6 good and Push

Ranged *¥ composite longbow +14 (deadly
1d10, magical, range increment _
100 feet, reload 0, volley), Damage
1d8+4 piercing plus 1d6 good

Divine Innate Spells DC 21; 4th, dimension door
(x3); 2nd animal messenger (x3); 1st charm
(animals only; x3), true strike (x3); Cantrips
(2nd) dancing lights; Constant (5th) tongues

Archon’s Door Once per day, if an archon sees another
creature cast dimension door, it can cast an innate
dimension door (heightened to 5th level) within 1 round
to attempt to follow that creature to the maximum distance
of the archon's dimension door. If the archon's dimension
door has enough distance, the archon appears the same 8
distance and direction from the creature as before
either used dimension door.

Touch of Charity *® (healing, manipulate,
necromancy) A horned archon can touch
another creature to take on that creature’s
wounds, transferring up to 30 of the
horned archon's HP to the touched
creature. The horned archon
can't transfer more HP than it
currently has.




ARCHON AESTHETICS
While archons do not seek to
gather or maintain wealth, they
do appreciate beauty and art, and
their domains are often decorated
with valuable crafts and creative
works. Their armor and weapons
are similarly ornate, and they
always clean and polish their gear
after battle. Archons value order—
and thus tidiness—in all things.

DE @J BESTIARY

LEGION ARCHON

Despite their flaming blades and heavy armor, legion archons are the diplomats of
peace among the archons, preferring justice via compromise and mutual benefit
rather than justice by the sword. Nonetheless, when forced to fight against fiendish
powers—especially fiends that embody the sin of wrath—legion archons don’t
hesitate in battle, mounting offensives under divine commanders like Iomedae.

LEGION ARCHON CREATURE7

16  Meowm | archon | ceesmiaL |

Perception +15; darkvision

Languages Celestial, Draconic, Infernal; tongues

Skills Acrobatics +13, Athletics +14, Diplomacy +16, Intimidation +16, Religion +13,
Survival +14

Str +5, Dex +2, Con +4, Int +1, Wis +2, Cha +5

Items full plate

AC 27; Fort +17, Ref +11, Will +15; +1 status to all saves vs. magic

HP 100; Weaknesses evil 10; Resistances fire 15

Menacing Guardian (aura, divine, enchantment) As horned archon, but DC 23.

Retributive Strike 2 A legion archon can also make a Retributive Strike by throwing

its flame of justice.

Speed 30 feet, fly 60 feet

Melee *¥ flame of justice +18 (magical, versatile P), Damage

2d10+5 slashing plus 1d6 fire and 1d6 good

Ranged *¥ flame of justice +15 (magical, range

increment 30 feet, versatile P), Damage 2d10+5

slashing plus 1d6 fire and 1d6 good

Divine Innate Spells DC 24; 4th dimension door (at

will); 1st true strike (x3); Cantrips (4th) light,

message; Constant (5th) tongues

Archon’s Door As horned archon.

Flame of Justice (divine, evocation)

A legion archon's spirit of

righteousness manifests in its

hands as a mighty two-handed

sword called the flame

of justice. A legion archon can throw its flame of justice as a ranged weapon. If
disarmed or thrown, the flame of justice vanishes after landing or dealing damage
and reappears in the legion archon’s hands again instantly. On a critical hit, the fire
damage from the flame of justice deals maximum damage (6 on the d6) before being
doubled for the critical hit, and the target takes 1d10 persistent fire damage.



SHIELD ARCHON @
Shield archons defend the fortresses of Heaven against fiendish incursions. They
wield their spears and shields in massive formations capable of withstanding any OTHER ARCHONS
onslaught. Beneath their armor, they are sheathed in skin of steel. Given their Many other archons than those
tremendous strength and imposing stature, shield archons are ideal guardians presented here patrol Heaven or
of the meek and are sometimes summoned to the Material Plane to ward off the crusade in the fiendish planes,
attacks of great numbers of evildoers. including the resolute hound
archon soldiers and sentinels, E-G
SHIELD ARCHON CREATURE10 and the supreme bastion archons,
| ARCHON | who rank among Heaven's most H-K
Perception +19; darkvision powerful defenders.
Languages Celestial, Draconic, Infernal; tongues
Skills Athletics +21, Diplomacy +19, Intimidation +19, Religion +19, Survival +17 ] L-N
Str +5, Dex +1, Con +7, Int +2, Wis +3, Cha +3

Items +1 full plate
Morphic Hands *¥ (divine, transmutation) A shield archon’s hands can change
into a +1 holy striking spear and a lesser sturdy shield or gz

back into hands. Transforming does not restore any
HP to the items, and if either the weapon or shield S @
is fully destroyed, the archon loses that hand until /
it receives a regenerate spell or similar magic. If a
shield archon is slain, its weapon and shield can
be taken, but they fade into nothingness after
24 hours.

AC 31 (33 with shield raised); Fort +23, Ref +15,
Will +19; +1 status to all saves vs. magic

HP 125; Weaknesses evil 10

Living Shield A shield archon’s shield is the focal
point of its courage and soul. It always has
its shield raised without needing to Raise a
Shield, and it can use Shield Block as a free
action instead of a reaction (Hardness 10,
HP 80). A shield archon can trigger its Shield
Block free action when an ally within 10 feet
is the target of an attack, reducing damage
to that ally instead of itself but otherwise
following the normal rules of Shield Block.

Menacing Guardian (aura, divine, enchantment)
As horned archon, but DC 27.

Retributive Strike 2

Speed 30 feet, fly 60 feet

Melee *¥ holy striking spear +22 (magical,
reach 10 feet), Damage 2d6+10 piercing plus
1d6 good

Divine Innate Spells DC 27; 4th dimension
door (at will); 2nd shield other (x3); 1st
true strike (x3); Cantrips (5th) message;
Constant (5th) tongues

Archon’s Door As horned archon.

Courageous Switch When a shield archon
uses its dimension door innate spell, it
can choose to move into the space of
a willing ally it can see within range.
If it does so, the ally switches places {
with the archon, appearing in the }J
space the archon just vacated, as if
it too had cast dimension door.
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AZATA
— Azatas are manifestations of freedom—kindly celestials with a penchant for

AZATA DIVINITIES curious exploration, spontaneous revelry, and whimsical quests. Born of the

The most powerful of all azatas untamable wilds of Elysium, azatas are passionate and mercurial, but also fiercely
belong to the cast of demigods loyal to those they hold dear. Azatas act quickly and directly against fiendish and
known as empyreal lords. These otherworldly influences, but they tend to stay out of mortal affairs otherwise,
lesser deities maintain many cults allowing them the ultimate freedom to choose their own destiny. While all
N across many Material Plane worlds, azatas cherish freedom, each type exemplifies a particular freedom above others.
P and count among their kind such Many of their kind hold strange knightly and courtly titles that defy mortal
' diverse demigods as Ashava, a classification and shift and change with time and on different occasions rather
3‘ protector of lost spirits and dancer than following a strict hierarchy. This baffles archons and other more lawful
¥ in the moonlight; Black Butterfly, creatures who haven’t had much contact with azatas. In actuality, the azatas use
[ a mysterious agent of Desna and their titles as personal flourishes and points of pride, rather than as excuses to

! patron of the depths of outer space; order each other around.

v and Sinashakti, joyful wanderer and
deliverer of wisdom to vagabonds. LYRAKIEN [WANI]ERER AZATA]
Lyrakiens are musical messengers and embodiments of free travel. They serve
Desna and other deities and empyreal lords of Elysium, but are quite fond of
the concept of free time and are always on the hunt for opportunities to pause
in their duties to enjoy music or appreciate a moment of beauty.
They love contests, stories, and songs, and they often challenge
mortals to musical contests or pester them to share grand tales of
their exploits. Lyrakiens rely on their agility to avoid conflicts, but
they do their best to defend places of great natural beauty, especially
against lawful or evil foes they can damage with their starlight.
Lyrakiens have an innate wanderlust and rarely stay in the same place
for very long. Some travel alongside adventurers, ofter writing songs
about their quests and feats of derring-do.
Though light-hearted creatures, lyrakiens don’t let their whimsical

personalities get in the way of protecting breathtaking natural
locations. Often called “glistenwings” by gnomes and halflings, they
are frequently mistaken for sprites or similar fey, a bit of confusion
that many lyrakiens find amusing and fertile ground for shenanigans
involving those they deem deserving of a bit of unexpected fun and
discord in their lives.

LYRAKIEN CREATURE 1
oo | vy | azam |
Perception +8; darkvision
Languages Celestial, Common, Draconic, Infernal
Skills Acrobatics +9, Diplomacy +6, Performance +8, Religion +6, Stealth +7
Str -2, Dex +4, Con +1, Int +1, Wis +3, Cha +3
AC 17; Fort +4, Ref +7, Will +6
HP 25; Weaknesses cold iron 3, evil 3
Speed 25 feet, fly 50 feet
Melee *¥ fist +9 (agile, chaotic, finesse, good, magical), Damage 1d4-2 bludgeoning
plus 1 chaotic and 1 good
Ranged *¥ starlight ray +9 (chaotic, good, light, range 10 feet), Damage 1d4
chaotic and 1d4 good
. Divine Innate Spells DC 17; 4th read omens; 1st detect alignment (at will; evil
#. only), heal, illusory object; Cantrips (Ist) dancing lights, daze, detect magic;
. Constant (4th) freedom of movement
Starlight Blast *¥® (chaotic, good, light) The lyrakien unleashes a blast
of holy starlight in a 5-foot burst centered on itself. Creatures in the
area take 1d6 chaotic damage and 1d6 good damage (DC 17 basic
Reflex save). The lyrakien can't use Starlight Blast or its starlight
ray ranged attack for 1d4 rounds.




GANCANAGH [PASSION AZATA)

Gancanaghs are lovers, revelers, and dashing duelists of Elysium. Embodiments of INTRODUCTION

free love, they eagerly throw themselves into courting targets for brief but earnest WANDERING AZATAS

flings until their quicksilver passions change their desires. They serve Cayden While the idyllic realm of Elysium

Cailean as well as other bacchanalian deities and empyreal lords of Elysium is the home plane of azatas, their

who understand their desires for love and parties. Gancanaghs hate evil beings overwhelming curiosity and § 1]

that profane the spirit of romance and passion, as such creatures (especially the natural wanderlust often lead

demonic tempters known as succubi) reinforce stigmas against open and free love. them to travel far from this plane. E-G

One can give no greater insult to a gancanagh than to mistake him for such a On other planes, they can be

creature, and more than one hotheaded gancanagh has challenged a misinformed seeking to right wrongs, looking H-K

paladin or other champion of good to a duel over such a slight. While they enjoy for entertainment, or merely g

drinking and carousing, gancanaghs can’t stand smoke. Nonetheless, many exploring to see the sights. More i

gancanaghs carry whimsical-looking smoking pipes because they think it makes than a few azatas, taken by a L-N

them look dapper. They cherish their silver flutes, for they enjoy the beauty of whimsical urge to spread their

flutes’ music and its ability to sway the heart. sometimes unwelcome jocosity, i 0-R
The majority of gancanaghs present themselves as male, but the concept of see it as their duty to tease uptight |

gender to a creature like a gancanagh, which can change its shape freely, or humorless mortal creatures. ! Il

is much more fluid and open to interpretation than for many mortals.

Gancanaghs enjoy using this flexibility to confront and test mortals’ U-Z

convictions when faced with fear or prejudice, but when encountering ;

mortals who themselves are open-minded about sexuality or gender identity, : APPENDIX

they can become lifelong allies. For those who are persecuted for such reasons,
gancanaghs are tireless defenders and eager supporters, quick to provide safety
and to punish those who would attempt to impose narrower beliefs upon a
world that deserves more diversity than it often gets. If possible, a gancanagh

seeks to educate and redeem those who hold destructive beliefs or prejudices,

resorting to combat only to defend themself or an endangered mortal, or when

no other option seems tenable—yet even then, they fight with sadness.

GANCANAGH CREATURE 4
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Perception +11; darkvision

Languages Celestial, Draconic, Infernal; tongues

Skills Athletics +9, Deception +13, Diplomacy +13, Performance +14, Religion +9,
Stealth +11

Str +1, Dex +5, Con +3, Int +2, Wis +1, Cha +5

Items silver rapier, silver virtuoso flute

AC 21; Fort +9, Ref +13, Will +11

HP 75; Weaknesses cold iron 5, evil 5

Vulnerable to Smoke A gancanagh’s lungs can't tolerate smoke. They
take a -2 circumstance penalty to saving throws against effects that
create some form of smoke.

Speed 30 feet

Melee *¥ silver rapier +13 (deadly 1d10, disarm, finesse, good, magical), Damage
1d6+7 piercing plus 1d4 good

Divine Innate Spells DC 23; 4th suggestion; 3rd heroism; 2nd heal, mirror image
(at will); 1st charm (at will); Constant (5th) tongues

Change Shape *¥ (concentrate, divine, polymorph, transmutation) The gancanagh
can take on the appearance of any Small or Medium humanoid. This doesn't
change their Speed or their attack and damage bonuses with their Strikes, but
might change the damage type their Strikes deal (typically to bludgeoning).

Invigorating Passion ¥® (divine, emotion, enchantment, mental) The gancanagh
embraces or kisses a willing creature, infusing that creature with their
invigorating passion. The creature gains a +1 status bonus to attack rolls
and 10 temporary Hit Points for 10 minutes. After that time, the target
becomes fatigued for 10 minutes unless they succeed at a DC 21
Fortitude save.
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: LILLEND [MUSE AZATA]
S~ Lillends are tale-tellers, chroniclers, and champions of freedom of expression.
AZATA TREASURES They are generally peaceful, but are quick to act if a masterful piece of art
While azatas would like to think is threatened or free speech is suppressed. They pride themselves on inspiring
they are above material wealth, mortals to greater heights of expression and creativity, and more than one bard
the truth is that most azatas adore looks to a lillend as their personal inspiration. Lillends sometimes secretly
finery and displays of beauty or follow the adventures of mortal heroes to record their stories as epic poems
v grandeur. They might explain away and songs, which they then perform in the packed mead halls of Elysium. When
P bejeweled weapons as necessary pursuing such goals, lillends take pains to use their innate spells to remain in
t tools against the forces of evil, hiding, as they would rather observe and record events without “polluting” them
; or the wild array of jewelry and with their own intervention. Nevertheless, a lillend who sees their charge faced
¥ silks they wear as important with certain death often cannot resist the urge to intervene and save the day.
1 diplomatic tools. Inevitably, this brings a close to the lillend’s chronicles, as their relationship with
! their subject invariably shifts from one of detached observation to friendship
or more. Yet lillends remain hesitant to involve themselves for
overlong in a mortal’s life, in part because they fear what sort of
fiendish attention their presence might attract, but mostly out

of respect for the mortal’s own destiny. A lillend would, all
things being equal, prefer to let mortals choose their own
fate rather than run the risk of sending someone down
a path to which their heart is not set.

LILLEND CREATURE7
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Perception +16; darkvision
Languages Celestial, Draconic, Infernal; speak
with animals, speak with plants, tongues
Skills Acrobatics +14, Deception +16, Diplomacy
+18, Nature +14, Performance +20, Religion
+14, Survival +12
Str +4, Dex +3, Con +5, Int +2, Wis +3,
Cha +5
Items +1 longsword, virtuoso harp
AC 25; Fort +14, Ref +16, Will +16
HP 145; Weaknesses cold iron 10, evil 10
Free Expression A lillend’s auditory and
sonic effects attempt to counteract
any effect that would directly control,
manipulate, or prevent them from
expressing themself freely, such as
silence. She can also spend an action,
which has concentrate trait, to speak
forcefully and counteract such effects.
Speed 25 feet, fly 45 feet
Melee ¥ longsword +18 (chaotic,
magical, versatile P), Damage 1d8+10
slashing plus 1d6 chaotic and 1d6 good
Melee *¥ tail +18 (agile, magical, reach 10 feet),
Damage 2d6+10 bludgeoning plus 1d6 chaotic,
1d6 good, and Grab
Divine Innate Spells DC 26; 4th counter
performance, hallucinatory terrain, heal, inspire
heroics, sound burst, suggestion; 3rd sleep; 2nd
darkness, invisibility; 1st charm; Cantrips (4th)
daze, detect magic, ghost sound, inspire competence,
inspire courage, light; Constant (5th) tongues; (4th)
speak with plants; (2nd) speak with animals




GHAELE [CRUSADER AZATA] @ =

Ghaeles are fiend-hunting knights of Elysium and champions of the freedom to take : INTRODUCTION

up arms against oppressors and other evils. Ghaeles rarely engage directly in mortal OTHER AZATAS

wars, but where fiends are involved they make an exception. A ghaele might assume The wilds of Elysium play host

the guise of a mortal to fight fiends alongside others, hoping to bolster morale and to a wide array of azatas, the

teach good tactics against such supernatural foes. Ghaeles serve various deities and most varied and widespread of { ]

empyreal lords of Elysium, though many have an affinity for Cayden Cailean in the celestials. From the four- i

his capacity as a champion of freedom and defender of the downtrodden. Among eyed mothlike uinuja to the E E-B

azatas, ghaeles are generally the quickest to shift to violence as a method of solving supernaturally verdant and

problems, but even then they seek to minimize pain and suffering when they can. beautiful veranallia, whose lower i H-K
body is a wondrous garden of i

GHAELE CREATURE 13 wildflowers and plant life, azatas

o6 | MEoum | azara | ceiesmiaL are nothing if not diverse! 4 =N

Perception +25; darkvision, see invisibility

Languages Celestial, Draconic, Infernal; tongues

Skills Acrobatics +27, Athletics +26, Diplomacy +26 Nature +23, Religion +23,
Stealth +21, Warfare Lore +26

Str +7, Dex +4, Con +5, Int +3, Wis +4, Cha +5

Items +1 greatsword

AC 34; Fort +26, Ref +20, Will +23

HP 235; Weaknesses cold iron 15, evil 15; Resistances energy 15 (see
Choose Weakness)

Free Blade € Trigger The ghaele ends its turn while unable to act or
attempts a greatsword Strike that would take a circumstance or
status penalty. Effect A ghaele’s blade is implacable in the pursuit
of freedom, and its energies can overpower any effect that would
interfere with its swordplay. The ghaele attempts to counteract
each effect that prevents it from making a greatsword Strike, gives
it a penalty to its greatsword Strike, or prevents it from acting. The
ghaele can use this ability even if it's otherwise unable to act.

Light Form A ghaele’s body is partially corporeal and partially composed
of light, with a color corresponding to the elemental energy currently
residing in its blade (see Choose Weakness). It can move through solid
objects but can't end its action within a solid object.

Speed 35 feet, fly 100 feet

Melee *® holy greatsword +28 (good, magical, versatile P), Damage
2d12+13 slashing plus 1d6 good and 1d6 other (see Choose Weakness)

Ranged *¥ light ray +25 (chaotic, good, light, range 300 feet), Damage
1d12 chaotic plus 1d12 good plus 2d6+6 other (see Choose Weakness)

Divine Innate Spells DC 33; 7th chromatic wall, dispel magic, heal, prismatic
spray; 6th illusory scene; 5th banishment; 4th heal (x4), invisibility (at will;
self only), restoration; 3rd mind reading; 2nd continual flame (at will), dispel
magic (at will); 1st charm, detect alignment (at will; evil only), illusory disguise
(at will); Cantrips (7th) dancing lights, detect magic, light; Constant (7th) see
invisibility; (5th) tongues

Divine Rituals DC 33; resurrect

Choose Weakness *® (concentrate, divination, divine, evocation, manipulate) A
ghaele attempts to Recall Knowledge about a foe it is facing. If successful, it
can change the elemental damage dealt by its greatsword and light ray to acid,
cold, electricity, fire, or sonic, usually to match the a foe's weakness. It can also
change its energy resistance to any of these energy types (this can be a different
type than for its attacks). The choices remain until it next uses Choose Weakness.

Ghaele’s Gaze *¥ (divine, evocation, visual) When a ghaele fixes its gaze upon a non-good
creature, the creature suffers the effects of divine decree (DC 33 Will save). If it survives,
the creature is temporarily immune to Ghaele's Gaze for 1 minute.

Holy Blade (divine, evocation) Any weapon becomes a +2 holy striking weapon
while the ghaele wields it.
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BORN FROM TRAGEDY

The banshee represents one of the
most tragic of undead, a soul so
wracked with agony and fury over
a betrayal in life that, in death, it

L ¥ lingers on as a great evil. That most
of those who become banshees

i were not evil in life only deepens
: this tragic theme, and many elven
adventurers see it as their duty
not only to put banshees to rest,
but to right the wrong that
saw their creation in the
first place.

BANSHEE

Banshees are the furious, tormented souls of elves bound to the Material Plane
by a betrayal that defined the final hours of their lives. Some banshees arise from
elves who were slain by trusted friends and allies, or whose loved ones betrayed
them on their deathbeds. Others spawn from elves whose treacherous deeds
shortly before their deaths left a stain upon their souls. Regardless of their origin,
banshees despise the living. This hatred of life is all too often a horrific inversion
of their personalities in life. Some speculate that the more kind-hearted the elf
(and the more wrenching the betrayal), the crueler the banshee.

Banshees rarely stray far from where they perished and typically haunt
thick forests and canopied swamps where little light graces the ground. Many
banshees can be found in the elven nation of Kyonin, specifically in Tanglebriar,
the sinister domain of the demon Treerazer. Similarly, a large number of banshees
can be found lurking about the edges of drow settlements in the Darklands, as
plenty of cruelty and betrayal exists in drow culture.

Banshees’ mere touch inflicts pain and primal fear, and those
exposed to their wails of grief rarely survive the experience.

BANSHEE CREATURE 17
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» Perception +32; hears heartbeats (imprecise) 60 feet, darkvision
Languages Common, Elven
Skills Acrobatics +31, Intimidation +32, Occultism +25
Str -5, Dex +6, Con +2, Int +0, Wis +7, Cha +7
Hears Heartbeats The banshee can hear heartbeats within 60 feet (imprecise).
Sunlight Powerlessness If in direct sunlight, the banshee is slowed 1 and
\ can't use actions that have the attack trait.
AC 39; Fort +25, Ref +29, Will +32
HP 250, negative healing; Immunities disease, paralyzed, poison,
precision, unconscious; Resistances all damage 12 (except force,
ghost touch, or positive; double resistance vs. non-magical)
Vengeful Spite 2 (evocation, occult); Trigger A foe critically hits
the banshee, or the banshee critically fails their save against a foe's
damaging effect. Effect The banshee lashes back at their tormentor,
dealing 4d10+14 mental damage (DC 38 basic Will save) and applying
the effects of terrifying touch based on the results of the same Will save.
Speed fly 60 feet
Melee *¥ hand +32 (finesse, magical), Damage 4d10+14 negative plus
terrifying touch
Spectral Ripple When a banshee Strides at least 10 feet, they're
concealed until the start of their next turn.
Terrifying Touch (emotion, enchantment, fear, occult) A creature damaged
by the banshee’s touch that isn't already frightened must attempt a DC
38 Will save (DC 43 if the attack was a critical hit). If the creature fails
its save, it's frightened 2; on a critical failure, the creature also cowers
with fear and is stunned 4. If the creature is protected against fear by a
spell or magic item, the banshee’s touch first attempts to counteract the
protection effect, with the effect of a 9th-level dispel magic spell.
Wail «¥® (auditory, concentrate, death, necromancy, occult) The banshee
unleashes a soul-chilling wail of the banshee (DC 38). This Wail overcomes
silence and similar effects of 5th level or lower. The banshee can instead
use Wail as a three-action activity to overcome such effects of up to
8th level.
The banshee’s Wail resonates for 1 round, and any creature that comes
within the area during that time must attempt a save against the effect. A
creature can't be affected more than once by the same Wail. The banshee
can't Wail again for 1d4 rounds.




BAOMAL

Few sea monsters are as dreaded and feared as the two-headed baomal. These
massive predatory beasts typically dwell in the deepest waters and compete with
krakens and other monsters for food. They feed on whales and other large sea
creatures, sometimes following them to the water’s surface. Near the surface,
baomals that encounter ships quickly learn that they contain a variety of tasty
morsels. The creatures use their devastating spikes to rip open the ships’ hulls,
then leisurely feed on the helpless sailors.

BAOMAL

| o | caraantuaN | AseraTioN |

Perception +34; darkvision, scent (imprecise) 80 feet

Languages Aklo

Skills Athletics +41, Stealth +31, Survival +37

Str +10, Dex +2, Con +8, Int -3, Wis +6, Cha +1

AC 48; Fort +36, Ref +30, Will +34

HP 315; Resistances physical 10

All-Around Vision

Attack of Opportunity 2

Double Opportunity A baomal gains an extra reaction each
round that it can use only to make an Attack of Opportunity.
It must use a different head for each one it attempts, and
it can't make more than one Attack of Opportunity for the
same triggering action.

Psychic Static Aura (aura, divination, mental, occult) 120 feet.
All creatures, except aberrations, that begin their turn in
the area take 5d6 mental damage.

Two Heads Any ability that would sever
a baomal's head (such as a critical hit
with a vorpal weapon) severs one
head at random. Losing one head
doesn't kill a baomal, but it does
prevent the baomal from making Strikes
with the lost head and from using Double
Opportunity or Two-Headed Strike.

Speed 50 feet, swim 80 feet

Melee *® jaws +38 (reach 20 feet),
Damage 4d12+18 piercing plus Improved Grab

Ranged *® tsunami jet +38 (brutal, range 500 feet), Damage 4d10+18
bludgeoning plus Push 40 feet

Breath of the Sea *¥ (attack) A baomal can inhale tremendous
amounts of water, drawing everything in the sea nearby
closer. All creatures and objects in the water within
60 feet of the baomal (including ships) are
pulled toward it. Creatures must succeed at
a DC 42 Athletics check or be pulled up to
20 feet toward the baomal (40 feet on a critical failure). For ships, use the captain’'s
Sailing Lore in place of Athletics. Unattended objects are automatically pulled.

Shell Rake *® (move) The baomal Swims or Strides alongside a creature or the hull of a
vessel, dealing damage with the strong spikes on its shell. Each creature or ship the
baomal is adjacent to at any point during its movement takes 6d6+10 slashing and
piercing damage (DC 42 basic Reflex save). Against vessels, Shell Rake ignores the
first 5 Hardness and creates an explosion of splinters that deals 3d6+5 damage to
every creature within 10 feet of the deck’s edge (DC 42 basic Reflex save).

Two-Headed Strike *¥® The baomal makes a Strike with each set of jaws, each against a
different creature. These Strikes count as one attack for the baomal's multiple attack
penalty, and the penalty doesn't increase until after both attacks.

CREATURE 20

MYSTERIOUS ORIGINS

All too often, those who study
stranger monsters make the
assumption that they were

created by powerful but ill-advised
wizards or are the result of ancient
manipulations from the alghollthu
empire. In the case of the baomal,
extensive research suggests that
neither of these explanations are
accurate. No ancient texts have yet
been recovered in which a wizard
claims to have created the first
baomal. And while the alghollthu
of today use them as warbeasts,
ancient carvings suggest that in
the earliest days, baomals were
ravenous hunters of alghollthus.
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ATHFINDER) BESTIARY

BARGHEST
— Barghests are lupine fiends with goblinoid faces and humanoid hands. They stalk
BARGHEST HERO-GODS the Material Plane in search of souls to sate their demonic hunger. Eons ago,
The four barghests stolen from barghests dwelled in the pits of Hell and served Asmodeus, but after Lamashtu
Hell's kennels by the deity abducted and adopted the four most powerful of their kind to serve as pets (and in

Lamashtu were not the originals of time, as a pantheon of hero-gods worshipped by evil goblins), barghests’ loyalties
their kind, but they were then and and philosophical nature changed significantly. Today, while barghests retain their
remain today the most powerful. connection to goblinoids, they serve none but their own appetites.

Now they are denizens of the
Abyss, dwelling in their own realm BARGHEST

adjacent to Lamashtu’s domain, Typical barghests are ravenous gluttons of life who feed and grow on the fat of

£ and are heavily worshipped by mortals, their bodies changing in ways none can predict as they use the flesh and

: ;; goblins across multiple worlds as blood of their victims to achieve grisly transformations into greater barghests.

d 'E “hero-gods." These four barghests Barghests often make use of their shapechanging abilities to rule tribes of

Eid include Hadregash the slaver, goblinoids or to discreetly hunt in rural areas in the guise of unnaturally intelligent

e Venkelvore the torturer, Zarongel wolves. They do not work well together, as each barghest wants all the kills for
} ‘ the dog slayer, and Zogmugot itself; cannibalism is the typical result of too many barghests in one small area.

by the scavenger.
BARGHEST CREATURE 4

Perception +12; darkvision, scent (imprecise) 30 feet

Languages Abyssal, Common, Goblin

Skills Acrobatics +10, Deception +12, Diplomacy +9, Intimidation +11, Stealth +10,

Survival +8

Str +5, Dex +2, Con +3, Int +2, Wis +2, Cha +3

AC 21; Fort +11, Ref +12, Will +8

HP 50; Resistances fire 5, physical 5 (except magical)

Attack of Opportunity 2

Speed 25 feet

Melee *¥ jaws +13, Damage 2d8+5 piercing

Melee *¥ claw +13 (agile), Damage 2d6+5 slashing

Divine Innate Spells DC 21; 4th blink (at will), confusion, dimension door (self

only); 3rd levitate (at will); 1st charm

Change Shape *® (concentrate, divine, polymorph, transmutation)
The barghest takes on the shape of a goblinoid (a goblin, hobgoblin,
or bugbear) or a wolf, or it transforms back into its true form. When
the barghest is a goblinoid, it loses its jaws and claw Strikes, it
becomes Small if it is a goblin, and its Speed changes to 20 feet.
When the barghest is a wolf, its Speed changes to 40 feet and
its jaws gain Knockdown. Each individual barghest has only one
goblinoid form and one wolf form.

Feed Once per month, a barghest can spend 1 minute to devour a

corpse, gaining a permanent +1 status bonus to its checks and DCs.

Each subsequent time it feeds, this bonus increases by 1. The fourth

time a barghest feeds, it sheds its skin and mutates into a greater

barghest, and the status bonus ends.

GREATER BARGHEST

Once a barghest has eaten enough to grow into a

greater barghest, it typically seeks a method to
leave the Material Plane and return to the Abyss,
there joining other fiends as yet another of that
plane’s horrors. As barghests have no innate
ability to travel the planes, though, the
time it takes for most greater barghests
to engineer such a return can
usually be measured in years, if



not decades. During that time, greater barghests continue to play the roles of
gluttons, hunters of humanity, and tyrants of goblinoid tribes. More than a few
grow accustomed to such lives on the Material Plane and wholly abandon the
end goal of returning to the Abyss, despite the fact that those who do make
such a return home often grow even more powerful over time, gaining eerie new
abilities and qualities absorbed from the raw chaos of the Abyss itself.

In addition to greater barghests being more powerful than typical barghests,
the process of transforming into a greater barghest results in hideous mutations
that often grant deadly abilities. Some barghests grow large bat-like wings upon
their transformation. Others develop toxic breath or vestigial limbs. The options
detailed in the stats below represent only the tip of the proverbial iceberg for
barghest mutations—feel free to use these as inspiration for coming up with
new mutations of your own design.

GREATER BARGHEST CREATURE 7

uncommon | ce | aree | FiEn

Perception +16; darkvision, scent (imprecise) 30 feet

Languages Abyssal, Common, Goblin

Skills Acrobatics +15, Athletics + 15, Deception +18, Diplomacy +14, Intimidation +16,
Stealth +15, Survival +14

Str +6, Dex +2, Con +4, Int +3, Wis +3, Cha +5

AC 25; Fort +17, Ref +15, Will +12

HP 105; Weaknesses good 5, lawful 5; Resistances fire 10, physical 10 (except magical)

Attack of Opportunity 2

Speed 35 feet

Melee *¥ jaws +17, Damage 2d10+6 piercing

Melee *¥ claw +17 (agile), Damage 2d8+6 slashing

Divine Innate Spells DC 25; 4th blink (at will), confusion, dimension door,
enlarge; 3rd levitate (at will); 2nd invisibility (at will); 1st charm

Change Shape *¥ (concentrate, divine, polymorph, transmutation)
As barghest.

Mutations The process of consuming corpses to
evolve into a greater barghest results in odd and
unpredictable physiological changes. A greater
barghest has one mutation, typically chosen from
the following options.

« Fangs (poison) The barghest grows elongated fangs
that seep poison. Its jaws deal 1d6 additional poison
damage and 1d6 persistent poison damage.

« Toxic Breath *¥® (divine, evocation, poison) The
barghest breathes a cloud of toxic gas that deals 8d6
poison damage to all creatures in a 30-foot cone (DC 25
basic Fortitude save). It can't use Toxic Breath again for
1d4 rounds.

o Vestigial Arm Strike € Frequency once
per round; Trigger The barghest completes
a Strike. Effect The barghest makes a claw
Strike with a shriveled third arm hanging
from its torso. This attack doesn't count for the
barghest's multiple attack penalty, nor does
that penalty apply on
the attack.

» Wings The barghest
has malformed wings
extending from its
back. It gains a fly Speed .
of 25 feet.

&

BARGHEST CULTS

The barghest hero-gods may

be the only ones of their kind
capable of granting spells to

their clerics, but the idea of
adoring worshippers appeals to

all barghests. A barghest that
completes its transformation into
a greater barghest, and thus is no
longer morbidly distracted by its
hunger, often plays the role of a
deity to ignorant groups of goblins
or other monsters. To them, the
fact that the barghest can't grant
spells is irrelevant—rather, their
veneration is due the fact that
worshipping the barghest is the
best way to keep it from devouring
the entire tribe.
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BASILISK LAIRS

Basilisks can be found in almost
any terrestrial environment,
including forests, hills, mountains,
plains, and swamps. They tend

to dwell in caves or sheltered
areas, and their hides often bear
complexions that allow them

to more easily blend with their
environments. As a result, forest-

i :{ dwelling basilisks may have scales
[ 'E of a verdant emerald color to
| match surrounding vegetation,
¥ while a basilisk that lives in the
| d desert may be a sandy brown or

by shale color.

BASILISK

The basilisk is an eight-legged reptile with a nasty disposition and the ability
to turn creatures to stone with its gaze. Folklore holds that, much like for the
cockatrice, the first basilisks hatched from leathery eggs laid by snakes and
incubated by roosters, but little in the basilisk’s physiology lends any credence
to this claim.

A basilisk prefers to eat petrified flesh. Once a victim has been turned to
stone, the basilisk crunches the fossilized corpse with its powerful jaws and lets
its potent stomach acids do the rest. This digestive process is extremely slow
and inefficient, causing the basilisk to move so lethargically that it appears as
if in mid-petrification itself. This has even led to the saying “as slow as a well-
fed basilisk.” Certainly basilisks are well-known for their slow gait and slothful
nature, but a predator that can turn its prey to stone with a glance hardly has
much need for speed.

An adult basilisk is 13 feet long from head to tail and weighs roughly 300
pounds. These reptiles make hissing sounds when moving about that turns to
a guttural gurgle when they’re agitated. Though they are normally solitary
creatures that come together only to mate and lay eggs, there are periodic reports
of regions being infested with unusual numbers of basilisks. What causes these
unusual congregations of basilisk activity is unknown.

For unknown reasons, weasels and ferrets are immune to the basilisk’s stare,
and they sometimes sneak into basilisk lairs while a parent is hunting in order
to consume eggs or freshly hatched young. Some legends suggest that a
basilisk’s blood can transmute common stones into other material, but this
is likely a case of witnesses misinterpreting the magical restoration of

previously petrified creatures or body parts.

BASILISK

N fmeowm | peast |

" Perception +11; darkvision

L Skills Athletics +13, Stealth +8

Str +4, Dex -1, Con +5, Int -3, Wis +2, Cha +1

AC 22; Fort +14, Ref +8, Will +11

HP 75

Petrifying Glance 2 (arcane, aura, transmutation, visual); Trigger A

creature within 30 feet that the basilisk can see starts its turn.

Effect The target must attempt a DC 20 Fortitude save. If it fails,

it's slow 1 for 1 minute as its body slowly stiffens.

Speed 20 feet

Melee *¥ jaws +15, Damage 2d8+4 piercing

Petrifying Gaze *¥® (arcane, concentrate,

incapacitation, transmutation, visual); The basilisk

stares at a creature it can see within 30 feet. That

creature must attempt a DC 22 Fortitude save. If it

fails and has not already been slowed by Petrifying
Glance or this ability, it becomes slowed 1. If
the creature was already slowed by this ability
or Petrifying Glance, a failed save causes the

creature to be petrified permanently.

A creature petrified in this manner that

is coated (not just splashed) with fresh

basilisk blood (taken from a basilisk

that has been dead no longer than
1 hour) is instantly restored to

: flesh. A single basilisk contains
enough blood to coat 1d3 Medium

2 creatures in this manner.

CREATURE 5




BAT

A wide range of bats dwell throughout the world. Most of these nocturnal animals
are harmless insectivores, but deadly breeds of vampire bats and oversized bats
the size of horses pose much more significant threats to adventurers.

VAMPIRE BAT SWARM

Although the typical vampire bat has a wingspan of 7 inches and doesn’t pose
a significant threat to larger prey alone (and indeed, these blood-drinkers can
feed without their sleeping victims ever noticing), some unusually aggressive
species of these bats hunt in deadly swarms. A churning cloud of vampire bats
is much more dangerous than the sum of its individual parts and is capable of
inflicting an overwhelming number of bleeding wounds in a frighteningly short
span of time.

VAMPIRE BAT SWARM

0| uarce | el | swarw

Perception +10; echolocation (precise) 20 feet, low-light vision

Skills Acrobatics +7, Athletics +4 (+7 to Climb), Stealth +7

Str +1, Dex +4, Con +1, Int -4, Wis +3, Cha -3

Echolocation A bat swarm can use its hearing as a precise sense at the listed range.

AC 15; Fort +6, Ref +9, Will +6

HP 11; Immunities precision, swarm mind; Weaknesses area damage 3, splash damage 3;
Resistances bludgeoning 6, piercing 6, slashing 3

Speed 5 feet, fly 30 feet

Blood Feast *¥ Each enemy in the bat swarm'’s space takes 1d4 piercing damage (DC 16
basic Reflex save). Creatures that fail this save also take 1 persistent bleed damage.

GIANT BAT

While big bats are certainly not uncommon in dark caves and abandoned ruins

CREATURE1

and may instill fear in squeamish spelunkers, the so-called giant bat is a true
monster, weighing well over 100 pounds and having a wingspan of nearly 15
feet. It primarily eats fruit and bugs, but can be incited to violence through fear
or hunger. Giant bat attacks can quickly give rise to rumors
of more dangerous monsters—many mistake these massive

animals for some sort of demon or vampiric monster. But like

other bats, giant bats are simply social and intelligent mammals.
They are sometimes used as mounts by smaller humanoids,
commonly those who hail from or dwell in mountainous or
underground regions.

GIANT BAT

N T T

Perception +11; echolocation (precise) 40
feet, low-light vision

Skills Acrobatics +8, Athletics +8, Stealth +8

Str +4, Dex +2, Con +3, Int -4, Wis +3, Cha -2

Echolocation A bat can use its hearing as a precise
sense at the listed range.

AC 18; Fort +9, Ref +8, Will +7

HP 30

Wing Thrash 2 Trigger An adjacent enemy damages the
giant bat. Effect The bat makes one or two wing Strikes—
one against the triggering creature and one against another
adjacent creature.

Speed 15 feet, fly 30 feet

Melee *¥ fangs +10, Damage 1d10+4 slashing

Melee *¥ wing +10 (agile), Damage 1d6+4 piercing

CREATURE 2

BAT LOCATIONS

Vampire bat swarms roost in
colonies wherever they can

find shelter from weather, light,
and predators, favoring caves,
trees, and narrow gorges. Giant
bats prefer to dwell in smaller
numbers in deep caves, abandoned
mines, or the attics of abandoned
buildings. Even larger species
dwell in the deeper regions of

the Darklands, where they are
often used as mounts, or even
ritualistically slaughtered and then
animated as specialized undead
guardians of eerie underground
cities and nations.
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i DER) BESTIARY
BEAR

Bears are ferocious predators typically found in cold or temperate woodlands

BEAR RESOURCES and hills. Many species of bear exist in addition to the two presented below,

A bear den can contain valuable such as the smaller (but no less dangerous) black bear or the arctic-dwelling
treasures, such as the remains of polar bear.

less fortunate adventurers who

stumbled into a hungry bear's GRIZZLY BEAR

path. Bear furs themselves are This large and powerful omnivore inhabits forested hills. While it typically
valued as rugs, while their claws sustains itself on nuts, berries, fish, and small mammals, it’s fiercely territorial
and fangs make for impressive and will chase off or kill any creature it views as competition. Grizzly bears are
f‘ jewelry or adornments for armor. especially temperamental when their young are nearby. In combat, a grizzly bear
: Bear hide is an excellent resource often attempts to grab and maul its foe with surprising ferocity. It continues its
L for hide armor. assault until its foe seems like it is no longer a threat, though if the bear is hungry,
' “ it will not hesitate to feed.

GRIZZLY BEAR CREATURE 3
N | LaReE

Perception +10; low-light vision, scent (imprecise) 30 feet
Skills Athletics +11, Survival +8

Str +4, Dex +1, Con +5, Int -4, Wis +1, Cha -2

AC 19; Fort +12, Ref +6, Will +8

HP 45

Speed 35 feet

Melee *¥ jaws +11, Damage 2d8+4 piercing

Melee *¥ claw +11 (agile), Damage 1d10+4 slashing plus Grab

Mauler The grizzly bear gains a +2 circumstance bonus to damage rolls against creatures
it has grabbed.
Rush *¥® The grizzly bear Strides and makes a Strike at the end of that movement.
During the Stride, the grizzly bear gains a +10-foot circumstance bonus to its Speed.

CAVE BEAR

Larger, stronger, and far more aggressive than its smaller cousins, the cave

bear is a behemoth that avoids civilized lands, preferring to dwell in

remote places. As its name might suggest, the cave bear makes its den in

natural caves, and like the grizzly bear, a cave bear is fiercely territorial.
Unlike a grizzly bear, however, a cave bear is short tempered and will
make sure its foe is dead before moving on, usually feasting on its
prey’s soft flesh once it has been incapacitated. Cave bears are often
regarded as powerful guardian spirits by remote-dwelling people,
while they are utilized as beasts of war by orcs or even giants—stone
giants in particular have an affinity for keeping trained cave bears as
pets or guardians for their homes.

CAVE BEAR CREATURE 6
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Perception +13; low-light vision, scent (imprecise) 30 feet
Skills Athletics +16, Survival +11
" Str +6, Dex +1, Con +6, Int -4, Wis +1, Cha -1

AC 24; Fort +16, Ref +11, Will +13

HP 95

Speed 35 feet
Melee *¥ jaws +16, Damage 2d10+6 piercing
Melee ¥ claw +16 (agile), Damage 2d8+6 slashing plus Grab
Mauler The bear gains a +4 circumstance bonus to damage rolls against creatures
it has grabbed.
Rush *¥® The cave bear Strides and makes a Strike at the end of that movement.
During the Stride, it gains a +10-foot circumstance bonus to its Speed.




BEETLE

Not all beetles are harmless creatures that can be easily crushed underfoot. ~— INTRODUCTION

Oversized and ravenous giant beetles can be found throughout the temperate BEETLE TREASURES

and tropical regions of the world. They are often benign creatures, though when Beetles do not collect treasure,

threatened or roused, giant beetles are quite dangerous. Their powerful mandibles but the two light-producing

and tough exoskeletons make for a challenging combatant. organs of a flash beetle can be i D
recovered from the creature i

FLASH BEETLE and used for illumination-based E E-G

These 3-foot-long insects boast a pair of glowing organs on the back of the chemical recipes, spell ;

abdomen that give off bright light and that continue to glow for days, even after components, and magic E H-K

the creature’s death. Flash beetles are commonly herded and harvested by miners item creation. 7

and spelunkers, as their glow is considered safer than torches and less expensive

than lamps. Denizens of the Darklands often domesticate and train these insects, LN
using them as pets, livestock, or caging them to use as organic sources of light in @
areas frequented by visitors unaccustomed to the darkness. - 0-R
BEETLE SPECIES

FLASH BEETLE CREATURE Numerous other species of giant ' S-T
DEm e beetle exist in the wilds. Duergars
Perception +6; low-light vision train deep-dwelling beetles as 1 U-z
Skills Acrobatics +6, Athletics +4 mounts and guardians. Bombardier |
Str +1, Dex +3, Con +2, Int -5, Wis +1, Cha -2 beetles can spew caustic acid as APPENDIX
AC 16; Fort +5, Ref +8, Will +4 a potent attack. And the truly
HP 6 immense goliath beetles can
Luminescent Aura (aura, light) 10 feet. The flash beetle's bioluminescent organs fill the devastate entire buildings or even

area with bright light. castles with frightening ease.

Speed 20 feet, fly 15 feet

Melee *¥ mandibles +8 (agile, finesse), Damage 1d4+1 piercing

Light Flash *¥ (concentrate, light) The flash beetle creates a brilliant flash of
light. All creatures in its luminescent aura must succeed at a DC 17
Fortitude save or be dazzled for 1 minute. The flash beetle’s glow
then goes out, disabling its aura for 24 hours, during which
time it cannot use Light Flash.

GIANT STAG BEETLE

The giant stag beetle is larger than a horse, and the sight of

one flying (if slowly and somewhat clumsily) on great buzzing
wings is unnerving. Its enormous mandibles are used to impress
mates, intimidate rivals, and discourage predators, for they can
deliver deadly blows. While giant stag beetles are deadly predators,
they can be domesticated by skilled wranglers. In such a capacity, these
beetles serve well as beasts of burden or even as mounts.

Giant stag beetles can be a serious menace in marshes, cavern complexes,
and heavy forests. More than one logging camp has attracted a cluster
of giant stag beetles and had to be completely abandoned, yielding
all its lumber to the hunger of the giant insects.

GIANT STAG BEETLE CREATURE 4
N | uaree | anva |

Perception +10; darkvision

Skills Acrobatics +9, Athletics +13

Str +5, Dex +1, Con +5, Int -5, Wis +2, Cha -1

AC 22; Fort +13, Ref +9, Will +8

HP 55

Speed 20 feet, fly 20 feet

Melee *® mandibles +13, Damage 2d8+5 piercing
Melee *¥ foot +11, Damage 1d10+5 bludgeoning
Trample *¥¥® Medium or smaller, foot, DC 21




BLOODSEEKER TREASURE
Bloodseekers have no interest in
treasure, but their lairs tend to
be scattered with the remains of
adventurers—and their valuables.

BLOODSEEKER LOCATIONS
Bloodseekers hunt close to

their nests, which they make

in fens, bogs, fetid pools, and
abandoned buildings. A foot-wide
amalgamation of mud and reeds is
a telltale sign of a bloodseeker nest.
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BLOODSEEKER

Scourges of swamps and damp, abandoned places, bloodseekers are ravenous
blood drinkers. Farmers curse the creatures for sucking their livestock dry. It
is from such beleaguered people that the bloodseeker’s regional name “stirge,”
possibly a corruption of the word “scourge,” comes. Folk wisdom holds that the
appearance of bloodseekers in a region signals a healthy herd of livestock, but
more often it means bogs or old buildings that haven’t been properly tended to.
Certainly, no amount of folksy parable can assuage a farmer driven to destitution
by a bloodseeker infestation. But despite their role as parasites, bloodseekers aren’t
hated by all villages. In some cases, the inhabitants of remote backwoods thorps
even keep the things as pets or use them as doubtful medicinal “tools” to drain
away unwanted humors or test for evil spirits possessing the blood. Worshippers
of gods of pestilence and parasites often view bloodseekers as sacred to their faith
and allow the creatures to feed freely from their bodies. In such societies, those
who accidentally give too much are considered to have been “blessed” by the
village’s hungry god.

Bloodseekers seem to be constantly hungry, but they are not inherently
malevolent. They can be scared away fairly easily and prefer to swiftly retreat
rather than risk death. Some adventurers report that these creatures can be
scared away by waving torches at the flying pests. However, bloodseekers are
much bolder when encountered in larger numbers, as bringing down one victim
lets an entire colony feed. Bloodseeker colonies are called clots, for obvious and
disgusting reasons. If a lone bloodseeker finds a likely victim while its clot is
nearby, it emits a high-pitched, keening noise to summon reinforcements.

Most humanoids avoid bloodseekers, but boggards sometimes cultivate
bloodseeker nests around the perimeter of their territory. These colonies serve
as a deterrent to intruders, and the boggards sometimes check for bloodseeker
prey, collecting the hides or bodies of animals killed by the pests. Meals prepared
from slain bloodseekers that have gorged on the blood of specific creatures are a
staple among certain boggard communities. The boggards not only eat the actual
bloodseekers, but they also make a gelled slurry from the drained blood.

A typical bloodseeker is about a foot long, with mottled, reddish-brown skin
and a yellow underbelly. Its four wings resemble bat wings. When gorged with
blood, the creature becomes bloated and pink, and it tends to wobble unsteadily
in the air as it flies off to digest its meal.

BLOODSEEKER

T T

Perception +6; darkvision, scent (imprecise) 60 feet

Skills Acrobatics +6, Stealth +6

Str -4, Dex +3, Con +0, Int -5, Wis +1, Cha -2

AC 16; Fort +5, Ref +8, Will +4

HP 6

Speed 10 feet, fly 30 feet

Melee *¥ barbed leg +8 (finesse), Effect attach

Attach When a bloodseeker hits a target larger than itself, its barbed legs attach

it to that creature. This is similar to grabbing the creature, but the bloodseeker

moves with that creature rather than holding it in place. The bloodseeker is flat-

%, footed while attached. If the bloodseeker is killed or pushed away while attached

"\ to a creature it has drained blood from, that creature takes 1 persistent bleed

damage. Escaping the attach or removing the bloodseeker in other ways doesn't

cause bleed damage.

Blood Drain *¥ Requirements The bloodseeker is attached to a creature. Effect The
bloodseeker uses its proboscis to drain blood from the creature it's attached to.
This deals 1d4 damage, and the bloodseeker gains temporary Hit Points equal to the
damage dealt. A creature that has its blood drained by a bloodseeker is drained 1 until
it receives healing (of any kind or amount).

CREATURE -1
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BOAR

While domesticated pigs are a staple of farm life, wild boars are much more ~— INTRODUCTION
dangerous. Foul-tempered warthogs are relatively common, while the lumbering, BOAR RESOURCES

primeval beasts known as daeodons are less so. Voracious eaters, boars can A boar’s carcass typically provides

ravage the countryside in which they live. Boars breed freely, and a pair of boars enough meat for 100 meals or

can rapidly grow to a large family. Boars are a particular nuisance to farmers, as more, as well as hide and bristles

they break into food stores and root through gardens to sate their hunger. that can be used for crafting.

BOAR

Boars are omnivorous mammals, hunted heavily because their meat is considered
a delicacy. Boars are most likely to attack humanoids either in self-defense or
during their mating season in the winter months, when the males grow an extra BOAR LOCATIONS

inch of tissue to protect their organs as they fight off rivals. Of course, in some Boars can be found in almost
cultures boars are trained to become much more aggressive so they can fill the any environment, from forests to
roles of warbeast and guardian. When such boars escape back into the wild, they deserts, warm or cold, including i 0-R
can become true terrors of the region. even high-altitude mountainous

regions. They tend to prefer ' 5-T
BOAR CREATURE 2 forests, marshes, and meadows.
N | MEDIUM | ANivAL | Daeodons are likewise found : u-z
Perception +8; low-light vision, scent (imprecise) 30 feet in such regions but generally
Skills Acrobatics +5, Athletics +8, Survival +8 prefer remote reaches far from APPENDIX
Str +4, Dex +1, Con +4, Int -4, Wis +2, Cha -3 civilization.
AC 18; Fort +10, Ref +5, Will +8
HP 30
Ferocity 2
Speed 40 feet

Melee ¥ tusk +10, Damage 2d6+4 piercing
Boar Charge *¥® The boar Strides twice and then makes a tusk Strike. As long as it
moved at least 20 feet, it gains a +2 circumstance bonus to its attack roll.

DAEODON

Where the typical boar is merely ill-tempered and generally unfriendly, the
towering daeodon is legitimately hateful and ruthlessly violent. Although
omnivorous, the daeodon (known in some regions simply as a giant boar)

S,

prefers to feed on flesh. Primarily a scavenger, the dacodon isn’t adverse
to attacking creatures it encounters while searching for easier meals, or
to protect any perceived encroachment into its lair or feeding grounds.
Particularly brave or skilled orcs are fond of using daeodons as
mounts or war-trained battle beasts; orc cavalry mounted on |
daeodons is a fearsome force indeed.

A typical adult daeodon is 10 feet long and 7 feet tall at
the shoulder. It weighs approximately 2,000 pounds.

DAEODON CREATURE 4

N uarce | e |

Perception +12; low-light vision, scent (imprecise) 30 feet

Skills Acrobatics +8, Athletics +12, Survival +10

Str +6, Dex +0, Con +3, Int -4, Wis +2, Cha -1

AC 21; Fort +13, Ref +9, Will +10

HP 60

Ferocity 2

Speed 40 feet

Melee *¥ tusk +14, Damage 2d8+6 piercing

Daeodon Charge *¥® The daeodon Strides twice and then makes a tusk Strike. As _
long as it moved at least 20 feet, it gains a +2 circumstance bonus to its attack roll.
A Medium or smaller creature struck by this attack must succeed at a DC 19 Reflex
save or be knocked prone by the force of the blow.
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BOGGARD

= Boggards are aggressive humanoid amphibians that thrive in swamps, marshes,
BOGGARD VILLAGES and even some rain forests. Boggards hatch from eggs into tadpoles, fiercely

Boggards prefer to dwell in competing for food and even consuming their siblings in that struggle. Over 3
swamplands and mires. Though years, the surviving boggards develops arms, legs, and lungs while learning the
they are at home in the water, they rudiments of hunting, crafts, and warfare—everything needed to survive in their

prefer to spend most of their lives might-makes-right society. At the top of most boggard hierarchies lords a hulking
¥ on land, and build villages of mud swampseer imbued with sinister divine magic.
huts. They often keep guardian

£ beasts, such as bloodseekers BOGGARD SCOUT

& (page 42), crocodiles (page 67), Often tasked with patrolling the borders of their lands, boggard scouts learn to

! giant frogs, or other feral animals speak another language (typically Common) to make it easier to issue threats and
i tamed (if only just barely) to serve insults toward trespassers.

as protectors.

BOGGARD SCOUT CREATURE 1

 CE | wepium | averisious | Boccar | HumaNoi |

Perception +7; darkvision

Languages Boggard, Common

Skills Acrobatics +5, Athletics +8, Stealth +7 (+9 in water)

Str +3, Dex +2, Con +4, Int -1, Wis +2, Cha +0

Items leather armor, morningstar, sling (10 bullets)

AC 16; Fort +9, Ref +5, Will +7

HP 24

Speed 20 feet, swim 25 feet; swamp stride

Melee *¥ morningstar +8 (versatile P), Damage 1d6+3 bludgeoning

Melee *¥ tongue +8 (reach 10 feet), Effect tongue grab

Ranged *® sling +7 (propulsive, reload 1, range increment 50 feet), Damage 1d6+1
bludgeoning

Swamp Stride A boggard scout ignores difficult terrain caused by swamp terrain features.

Terrifying Croak *¥ (auditory, emotion, fear, mental) The boggard scout unleashes a
terrifying croak. Any non-boggard within 30 feet becomes frightened 1 unless they
succeed at a DC 17 Will save; those who critically succeed are temporarily immune for
1 minute.

Tongue Grab If the boggard scout hits a creature with its tongue, that creature becomes

grabbed by the boggard. Unlike with a normal grab, the creature isn't immobilized, but

it can't move beyond the reach of the boggard’s tongue. A creature can sever the

% tongue by hitting AC 13 and dealing at least 2 slashing damage. Though this doesn't

deal any damage to the boggard, it prevents it from using its tongue Strike until it

regrows its tongue, which takes a week.

BOGGARD WARRIOR

Boggard warriors exalt in single combat, and prefer to fight alone so that

none can contest their kills. They have been known to pursue enemies who flee
combat with a single-mindedness that seems almost supernatural.

BOGGARD WARRIOR CREATURE 2
| cE | meoium | awprisious | soccaro | Humavoin |

Perception +8; darkvision

Languages Boggard

Skills Athletics +8, Intimidation +5, Stealth +6 (+8 in water)
Str +4, Dex +0, Con +4, Int -1, Wis +2, Cha +1

Items club, javelin (3), studded leather armor

AC 17; Fort +10, Ref +5, Will +8

HP 38

Speed 20 feet, swim 25 feet; swamp stride

Melee *¥ club +10, Damage 1d6+6 bludgeoning

Melee *¥ tongue +10 (reach 10 feet), Effect tongue grab




Ranged *¥ javelin +6 (thrown 30 feet), Damage 1d6+4 piercing

(ce Qmepiune | aprigious | soccar | HumaNom

Ranged *¥ club +6 (thrown 10 feet), Damage 1d6+6 bludgeoning NS INTRODUCTION
Swamp Stride As boggard scout. GOGUNTA
Terrifying Croak *¥ (auditory, emotion, fear, mental) As boggard scout, except DC 18. Gogunta is the patron of the
Tongue Grab As boggard scout, except AC 15 and 3 HP. boggard people, many of whom

worship her as their goddess. 4
BOGGARD SWAMPSEER Edicts sacrifice creatures by
The boggard swampseer has been gifted with magic through its worship of the drowning them, frolic or sing in E-G
demon lord Gogunta, and uses its power to rule a boggard village, keeping the swamps, feed or aid amphibians
rest of the village in line and planning raids on nearby communities. Anathema grant mercy to boggards H-K

who worship other gods i

BOGGARD SWAMPSEER CREATURE3 | Follower Alignments CE % LN

Perception +11; darkvision DEVOTEE BENEFITS

Languages Abyssal, Boggard, Common Divine Font harm | 0-R

Skills Athletics +8, Intimidation +8, Medicine +9, Nature +11, Divine Skill Intimidation __-i
Performance +8, Religion +9 Favored Weapon whip S-T

Str +3, Dex +0, Con +2, Int +0, Wis +4, Cha +3 Domains indulgence, might,

Items staff tyranny, water i U-z

AC 18; Fort +9, Ref +7, Will +11 Cleric Spells 1st: jump, 3rd: F

HP 40 stinking cloud, 5th: black % APPENDIX

Speed 20 feet, swim 25 feet; swamp stride tentacles

Melee *¥ staff +10 (two-hand d8), Damage 1d4+6 bludgeoning

Melee *¥ tongue +10 (reach 10 feet), Effect tongue grab

Primal Prepared Spells DC 21, attack +11; 2nd acid arrow, obscuring
mist; st fear, jump, shillelagh; Cantrips (2nd) acid splash, dancing
lights, ray of frost, tanglefoot

Destructive Croak *¥® (sonic) The swampseer utters a powerful
croak that deals 4d6 sonic damage to any non-boggard within
a 15-foot emanation (DC 19 basic Fortitude save); any creature
with the frightened condition takes additional sonic damage equal §
to twice the value of their frightened condition. The boggard can't use
Destructive Croak again for 1d4 rounds.

Drowning Drone D (auditory, mental) Trigger The boggard swampseer or
one of its allies within 60 feet attempts a saving throw against an auditory
or sonic effect. Effect The swampseer releases a croak that drowns out
other sound. It rolls a Performance check. It and boggard allies in the area
can use the higher result of the swampseer's Performance check or their
saves to resolve the effects against the auditory or sonic effect.

Swamp Stride As boggard scout.

Terrifying Croak *¥ (auditory, emotion, fear, mental) As boggard scout,
except DC 19.

Tongue Grab As boggard scout, except AC 15 and 4 HP.

BLUE DRAGONFLY POISON

Boggards brew a potent toxin made from blue dragonflies.

bilisii = gt

Swampseers consume this mixture to awaken their divine powers, but
the poison inspires crippling hallucinations in most other creatures.

BLUE DRAGONFLY POISON ITEM3

|_UNCOMMON | [ PoisoN_|

Price 7 gp

Usage held in 1 hand; Bulk L

Activation *¥ (Interact)

Saving Throw DC 17 Fortitude; Onset 10 minutes; Maximum
Duration 30 minutes; Stage 1 dazzled (10 minutes); Stage 2 dazzled and
frightened 1 (10 minutes); Stage 3 frightened 1 and confused 1 (1 minute)




Brain collectors typically hunt
alone, yet some adopt morbid
cults that include followers
who hope to have their own
¥ brains harvested by these alien
invaders. The Dominion of the
Black includes a wide array of
monstrous aliens, of which the
brain collectors are merely the
most commonly encountered on
terrestrial worlds. Many of these
aliens have affinities for stealing
thoughts, inhabiting bodies, or
feeding on memories—the focus
on the consumption of brains and
of identities suggesting disturbing
truths about their coalition.
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DOMINION OF THE BLAK

BRAIN COLLECTOR

The grotesque brain collectors (or neh-thalggus, as they call themselves) originate
from worlds far beyond the known solar system, and are part of a conglomeration
of hostile aliens known collectively as the Dominion of the Black. Whether driven
by their own schemes or directives from sinister overlords, brain collectors arrive
in living starships to harvest the brains of intelligent creatures. These aberrations
draw no nutrition from brains, instead storing them for analysis and as vessels for
occult magical energies.

A brain collector’s form evokes that of a tailless scorpion, but the pulsing
brain-filled blisters that glisten along its back make them impossible to mistake
for merely oversized arachnids. Baleful eyes glare from the joints on their legs,
and the unsettling, intrusive whisper-thoughts they telepathically broadcast
into the minds of those they seek to feed on can be interpreted as threats or
promises alike.

Brain collectors have very little empathy for the denizens of any world they
visit, despite the fact that certain cults venerate them, or the Dominion they hail
from, as if they were gods. To brain collectors, terrestrial creatures are simply
resources for their magical needs and occult powers. They have little interest in
worshipping gods or being worshipped themselves, yet they do practice strange
forms of religion of their own, in which they consider the primordial forces of
deep space as worthy of faith and fear.

BRAIN COLLECTOR
| uncommoN | ce | Larce | ageRraTioN |
Perception +18; darkvision
Languages Abyssal, Aklo, Common, Draconic, Protean, Undercommon; telepathy 100 feet
Skills Acrobatics +17, Arcana +18, Athletics +16, Lore (all subcategories) +18,
Occultism +21, Stealth +17
Str +6, Dex +3, Con +5, Int +4, Wis +4, Cha +3
AC 26; Fort +15, Ref +13, Will +18; +1 status to all saves vs. magic
HP 140; Immunities confused; Weaknesses brain loss
Brain Blisters A brain collector has seven brain blisters on its back that it uses to house
stolen brains. A brain collector without all seven blisters full is stupefied with a value
equal to the number of empty blisters.
Brain Loss If a brain collector takes 30 damage from a critical hit or takes
25 mental damage, it must succeed at a DC 26 save (Fortitude for critical
damage or Will for mental damage) or one of its brain blisters is destroyed.
Speed 25 feet, fly 30 feet
Melee *® jaws +20, Damage 2d12+6 piercing plus brain collector venom
Melee *® claw +20 (agile), Damage 2d8+6 slashing
Occult Spontaneous Spells DC 26, attack +18; 4th (2 slots)
confusion, phantasmal killer; 3rd (3 slots) dispel magic,
haste, paralyze; 2nd (4 slots) humanoid form, invisibility,
mirror image, paranoia; st (4 slots) mindlink, ray of
enfeeblement, true strike, unseen servant; Cantrips
(4th) dancing lights, detect magic, mage hand,
prestidigitation
Brain Collector Venom (poison); Saving Throw
DC 26 Fortitude; Maximum Duration 6 rounds;
Stage 1 1d6 poison and enfeebled 1 (1 round);
Stage 2 1d6 poison, enfeebled 1, and slowed 1
(1 round); Stage 3 2d6 poison, enfeebled 2, and
slowed 1 (1 round)
Collect Brain *® (manipulate) The brain collector
collects a brain of a creature that has been dead for no
more than 1 minute. It can then use an Interact action to secure the brain in one of its
empty brain blisters.

CREATURE 8




BUGBEAR

These stealthy and cruel goblinoid creatures delight in spreading fear and
tormenting their victims. Bugbears are the monsters lurking in the closet and
hiding under the bed. Preying on remote farmsteads, bugbears reveal their
presence with thumps in the night or creaks of boards to build lurking dread and
arouse suspicion and fear.

BUGBEAR THUG
The more common bugbear thug specializes in the art of lurking in the shadows.
BUGBEAR THUG CREATURE 2

Perception +7; darkvision, scent (imprecise) 30 feet

Languages Common, Goblin

Skills Acrobatics +6, Athletics +7, Intimidation +4, Stealth +6

Str +4, Dex +2, Con +3, Int -1, Wis +1, Cha +0

Items bastard sword, javelin (3), leather armor

AC 17; Fort +9, Ref +8, Will +5

HP 34

Speed 25 feet

Melee *¥ bastard sword +10 (two-hand d12), Damage 1d8+4 piercing

Melee *¥ fist +10 (agile, nonlethal), Damage 1d4+4 bludgeoning

Ranged *® javelin +8 (thrown 30 feet), Damage 1d6+4 piercing

Bushwhack *® The bugbear thug Strides up to 10 feet and attempts to Grapple a
creature they're undetected by. If they succeed, they also deal fist damage to
that creature.

Mauler The bugbear thug gains a +3
circumstance bonus to damage rolls
against creatures they have grabbed.

BUGBEAR TORMENTOR

The bugbear tormentor seeks to torture their

prey as much through psychological intimidation as
through physical harm. The longer a bugbear tormentor
can keep their victim alive and terrified, the better they feel.

BUGBEAR TORMENTOR

(N | vepium | cosun | Humanoi

Perception +8; darkvision, scent (imprecise) 30 feet

Languages Common, Goblin

Skills Acrobatics +8, Athletics +9, Intimidation +7, Stealth +8, Thievery +8

Str +4, Dex +3, Con +2, Int -1, Wis +1, Cha +0

Items chain shirt, dagger, sickle (2)

AC 20; Fort +9, Ref +10, Will +6

HP 44

Speed 25 feet

Melee *¥ dagger +11 (agile, versatile S), Damage 1d4+6 piercing

Melee *¥ sickle +11 (agile, finesse, trip), Damage 1d4+6 slashing

Ranged *¥ dagger +10 (agile, thrown 10 feet, versatile S), Damage 1d4+6 piercing

Sneak Attack The bugbear tormentor deals 1d6 extra precision damage to flat-
footed creatures.

Twin Feint *¥® The bugbear tormentor makes a dazzling series of attacks with
two weapons, using the first attack to throw their foe off guard against
a second attack at a different angle. They make one Strike with each of
their two melee weapons, both against the same target. The target is
automatically flat-footed against the second attack. Apply the bugbear
tormentor's multiple attack penalty to the Strikes normally.

CREATURE 3

INTRODUCTION

BUGBEAR LAIRS

Bugbears live in small gangs that
often prowl together, working as a
group to sow torment. They keep
their lairs in hard-to-find places
deep in the forest or hills.

BUGBEAR TREASURE
Though bughears don't have much
concern for treasure, they're prone | 0-R
to keeping gruesome trophies. :

Some might keep a leather cord ! S-T
strung with ears from their victims,

while others collect severed fingers = U-z
or noses. Bits of valuable jewelry
can sometimes remain on these
grisly prizes.

APPENDIX




BULETTE APPETITES
Although bulettes will eat almost
any living creature that they

can catch within their vicious
jaws, most of them have a
particular fondness for the flesh
& of halflings or horses. Lacking
S other food, a bulette might gnaw
f upon vegetable matter or even

¥ inanimate objects, although they

{ don't gain actual nourishment from

! doing so, this need to feed being
v merely an extension of a deeply
compelling instinct.
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BULETTE

Bulettes are fearsome predators that roam just beneath the surface of desolate
wilderness areas. When they burrow through the ground, only the fin of their
thickly armored backs protrudes above—at least until they are ready to leap out
and strike their prey. Their appearance, appetite, and iconic dorsal fin have earned
the nickname “landshark.”

A typical bulette claims a territory of approximately 500 square miles.
When it finds an area rich in food, such as a farming village, it adds that
area to its regular patrol route. Over the course of a few months, it can wipe
entire settlements off the map. Bulettes are fiercely competitive creatures that
battle relentlessly with other predators in their territory. They actively avoid
contact or conflict with other members of their kind unless seeking a mate.
Bulette pairs share territory and mate for life—a mated pair of bulettes being
the only known exception to the creature’s penchant for solitude. They rear
their young for a short period of time. The mated pair instruct the young
bulette how to hunt, teaching their spawn which creatures are easiest to kill
and which creatures to avoid. The mated pair drive off their young after its
first successful hunt.

The first bulettes were magically created guardians, intended to serve as
frightening pets for a power-hungry and sadistic wizard. The technique for
their creation, as well as their original purpose, has since been lost to history,
and multiple conflicting accounts of ancient texts exist with dozens of wizards
claiming to have been the first inventor of the notorious beast. Some sages
postulate that the original inventor may have been an elf—a theory born out
of little more than the curious fact that bulettes, for all their ravenous nature,
seem to find elf flesh unpalatable. Unfortunately for elves who stumble into a
bulette’s path, bulettes are no less likely to kill them than any other intruder,
simply leaving the bodies unconsumed where they fall.

BULETTE

| N | hucE |

Perception +16; darkvision, scent (imprecise) 30 feet
Skills Acrobatics +16, Athletics +21

Str +7, Dex +2, Con +6, Int -4, Wis +2, Cha -2

AC 30; Fort +20, Ref +16, Will +14

HP 120

CREATURE 8

Speed 40 feet, burrow 30 feet; powerful jumper
' Melee *¥ jaws +21, Damage 2d10+10 piercing
Melee *¥ claw +21 (agile), Damage 2d8+10 slashing
Favored Prey A bulette gains a +1 circumstance
bonus to attack and damage rolls with its jaws
against a specific type of creature designated
. as its favorite food. Unless otherwise stated,
" a bulette’s favored prey is halflings. Elves
~are never a favored prey for bulettes.
Leaping Charge *¥® The bulette attempts a
High Jump or Long Jump. If it's adjacent to an
enemy at the apex of its High Jump or at the end of
its Long Jump, it can make a claw Strike against the
enemy at that moment. If the bulette jumps at least
5 feet vertically or at least 20 feet horizontally, it can
attempt two claw Strikes instead of one. The bulette's
multiple attack penalty doesn’t increase until it
has made all the claw Strikes that are part of its
Leaping Charge.
Powerful Jumper A bulette jumps 10 feet up on a
successful High Jump, or 20 feet up on a critical success.



BUNYIP

Bunyips are dangerous aquatic predators that resemble a cross between a shark
and a seal. Found in freshwater inlets or saltwater coves worldwide, bunyips
hunt where prey is plentiful, often to the consternation of coastal residents
and fisherfolk.

Despite their outlandish appearance and tendency to defend their territory with
loud, bellowing roars that echo for great distances, bunyips are very rarely sighted
by humanoids, leaving many to question their existence. For hundreds of years,
bunyips were widely regarded as nothing more than folk tales, and even now
that their existence as a species has been proven, the existence of any particular
bunyip in a local area is often met with heavy skepticism. While their limited
shapechanging abilities are no doubt a significant part of the reason for this air of
mystery, another major factor is that the aquatic creatures rarely hunt humanoids,
preferring to eat smaller animals. Most bunyips avoid human contact, except
when one wanders too close to their den or favorite hunting spot, at which point
the territorial bunyip attacks with swift and terrible ferocity. Many scholars agree
that a large number of unexplained disappearances near coastal areas are the
result of unreported bunyip aggression.

In some ports, bunyips have learned that delicious prizes can be had from the
chum and garbage discarded by fishing boats and merchant vessels. They lurk
close to the shore and carefully choose their victims, plucking them off docks and
small boats. These bunyips are particularly careful to keep their true forms
hidden, but this does little to dull rumors of monster-infested waters.

BUNYIP CREATURE 3

N fmeowm | anivas |

Perception +10; blood scent, darkvision, scent (imprecise) 100 feet

Skills Athletics +11, Stealth +10, Survival +8

Str +4, Dex +3, Con +4, Int -4, Wis +1, Cha -1

Blood Scent The bunyip can smell blood in the water from up to 1 mile away.

AC 19; Fort +9, Ref +12, Will +6

HP 45

Aquatic Opportunity D As Attack of Opportunity, but both the bunyip and the triggering
creature must be in water.

Speed 10 feet, swim 40 feet

Melee *¥ jaws +11, Damage 1d10+4 piercing plus 1d6 persistent bleed

Melee *¥ tail +11 (agile), Damage 1d8+4 bludgeoning

Blood Frenzy € Requirements The bunyip is not fatigued or already in a
frenzy. Trigger The bunyip deals bleed damage to a living creature. Effect
The bunyip flies into a frenzy that lasts 1 minute. While frenzied, the
bunyip gains a +4 status bonus to damage rolls with its jaws, gains
8 temporary HP that go away at the end of the frenzy, and takes
a -2 penalty to AC.

Roar *¥ (auditory, concentrate, emotion, enchantment, fear,
mental, primal) The bunyip lets out a loud and horrifying roar.

Other creatures within 100 feet must succeed at a DC 21 Will

save or become frightened 2 (frightened 3 on a critical failure,
frightened 1 on a success, or unaffected on a critical success).
No matter the result, the creature is temporarily immune to the
effect for 1 minute.

Shift Form *¥ (morph, primal, transmutation) A bunyip can
alter its form slightly to gain an advantage and make it harder
to recognize. When it does, its teeth shrink and its jaws Strike
doesn't deal the 1d6 persistent bleed damage. It can choose to gain
either a long snake tail, granting its tail Strike reach 10 feet and Grab, or
squat crocodile legs, increasing its land Speed to 20 feet. If it uses Shift Form
again, the bunyip can return to normal or switch between a long tail or crocodile legs.

BUNYIP TREASURE
Bunyips have no use for treasure,
and do not actively collect it,

but the floors of their lairs are
sometimes littered with the
possessions of their humanoid
victims. A bunyip’s teeth can be
collected and sold (most bunyips
have about 50 teeth at any one
time). Alternatively, due to their
elusiveness and fabled nature, a
high-quality taxidermic bunyip
could easily command a high price
from a collector.
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CALIGNI TREASURE

Many calignis hide shiny
baubles and trinkets beneath
their dark rags, keeping them
out of sight of their greedy kin.
They also keep several doses of
black smear poison on hand to
incapacitate foes.

- — ;.‘I
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CALIGNI

Calignis lurk in subterranean cities, creeping to the surface to steal, stalk, or make
mischief. Each caligni serves in a specific role and grows into a specific form as
determined by supernatural traditions and influences in caligni society. Regardless
of their size or role, all calignis are gaunt, with pale flesh and white eyes. Some
surface dwellers call the caligni “dark folk,” a term they dislike because it doesn’t
reflect either their appearance or character, only their environment.

CALIGNI DANCER

Caligni dancers serve as intermediaries between caligni clans.

CALIGNI DANCER
on | smaie | caucn | Humanoi |
_Perception +6; greater darkvision, light blindness
- Languages Caligni
. Skills Acrobatics +7, Performance +6, Stealth +7,
7 Thievery +7
. Bl Str +0, Dex +4, Con +2, Int -1, Wis +1, Cha +3
y ¥ Items baton (light mace), dagger
AC 17; Fort +7, Ref +9, Will +4
HP 18, death flare
; Distracting Frolic 2 (fortune, manipulate) Trigger
An ally within 10 feet of the dancer rolls a saving throw against
a mental or illusion effect. Effect The target ally can roll the save
twice and take the better result.
Death Flare (light) When the dancer dies, their body combusts in
a flare of white light. All creatures in a 10-foot emanation must
succeed at a DC 17 Fortitude save or be dazzled for 1d4 rounds.
Calignis that fail this save are also frightened 1. The dancer’s
gear and treasure are left in a pile where they died. As this isn't
a magical effect, the light has no effect within magical darkness.
Speed 25 feet
Melee *¥ baton +9 (agile, finesse, shove), Damage 1d4 bludgeoning
Melee *¥ dagger +9 (agile, finesse, versatile S), Damage 1d4 piercing
Ranged *¥ dagger +9 (agile, thrown 10 feet, versatile S), Damage 1d4 piercing
Occult Innate Spells DC 16; Cantrips (Ist) counter performance (visual only;
Core Rulebook 386), inspire courage (Core Rulebook 386)
B Dancer's Curse *¥ (curse, enchantment, occult, mental) The caligni dancer touches
a foe and curses it. If the target fails a DC 18 Will save, it gains clumsy 1 and
stupefied 1. The target is then temporarily immune for 24 hours. These conditions
persist until the curse is removed. The victim can attempt a new DC 18 Will save
once per hour to end the curse.
Sneak Attack The caligni dancer deals 1d6 extra precision damage to
flat-footed creatures.

CREATURE 1

CALIGNI CREEPER
The most widespread of the caligni are the mischievous caligni creepers.
| CALIGNI CREEPER CREATURE 2

o] s - caucn | Humanon |

Perception +8; greater darkvision, light blindness
Languages Caligni
Skills Acrobatics +8, Athletics +4, Stealth +10, Thievery +8
Str +0, Dex +4, Con +3, Int -1, Wis +2, Cha +1
Items black smear poison (3 doses; see page 50), dagger
AC 19; Fort +9, Ref +10, Will +6
HP 30, death flash




Death Flash (light) When the caligni creeper dies, their body combusts in a flash of bright -_

light. All creatures in a 10-foot emanation must succeed at a DC 17 Fortitude save or ~ INTRODUCTION

be blinded for 1d6 rounds. Creatures with light blindness who successfully save are THE CALIGNI LEGACY

still blinded for 1 round. The creeper’s gear and treasure are left in a pile where they The calignis are descendants

died. As this isn't a magical effect, the light has no effect within magical darkness. of humans who, millennia ago,
Speed 25 feet fled underground to escape a £ D
Melee *¥ dagger +10 (agile, finesse, versatile S), Damage 1d4+4 piercing plus black devastating cataclysm and begged !

smear poison (see below) malevolent, shadowy demigods g E-G
Ranged *¥ dagger +10 (agile, thrown 10 feet, versatile S), Damage 1d4 piercing plus black known only as the Forsaken for E

smear poison (see below) salvation. The Forsaken warped the ? H-K
Occult Innate Spells DC 15; 2nd darkness (at will); Cantrips (1st) detect magic refugees into tough survivors, but |
Sneak Attack The caligni creeper deals 1d6 extra precision damage to flat-footed creatures. at a price: every caligni that dies

combusts in a burst of energy that L=N
CALIGNI STALKER provides a scrap of soul energy to
Caligni stalkers are often leaders of caligni enclaves. the Forsaken. The greatest irony 0-R
of the caligni's bargain is that the

CALIGNI STALKER CREATURE 4 Forsaken themselves mysteriously S-T
on | Meoium | caucnt | Humanoip | vanished long ago and no longer
Perception +10; greater darkvision, light blindness answer pleas or prayers. Today, U-z
Languages Caligni, Undercommon caligni still burst into light upon
Skills Acrobatics +13, Athletics +8, Stealth +13, Thievery +11 death, but their soul energy : APPENDIX
Str +2, Dex +5, Con +2, Int -1, Wis +2, Cha +1 no longer feeds a mysterious
Items black smear poison (6 doses; see below), leather armor, shortsword (2) pantheon of shadowy divinities.
AC 21; Fort +10, Ref +13, Will +8
HP 60, death flame
Death Flame (light) When the stalker dies, their body combusts in a flash of white-hot

flame. All creatures in a 20-foot burst take 5d6 fire damage (DC 21 basic Reflex save).
The stalker’s gear and treasure are unaffected by the flames and

are left in a pile where they died. \
Speed 25 feet

Melee*¥ shortsword +13 (agile, finesse, versatile S), Damage &~
1d6+7 piercing plus black smear poison (see below) g
Occult Innate Spells DC 19; 2nd darkness (at will), g
obscuring mist (at will); Cantrips (2nd) detect magic
Double Slice *¥® The caligni stalker makes two Strikes
against the same target, one with each of their
shortswords. The stalker combines the damage of
any attacks that hit and applies precision damage,
resistances, and weaknesses only once. Both
attacks count toward the stalker's multiple
attack penalty, but the penalty increases only after both attacks.
Encircling Command *® (auditory) Each caligni creeper within 30 feet of the stalker
can Step. Each creeper can benefit from Encircling Command only once per round.
Sneak Attack The caligni stalker deals 1d6 extra precision damage to
flat-footed creatures.

BLACK SMEAR POISON

Many calignis use a debilitating poison crafted from subterranean
fungi.

BLACK SMEAR POISON ITEM 2

| uncommoN | auchemicat | covsumaste | iRy | _poison |

Price 5 gp

Usage held, 2 hands; Bulk L

Activation *¥¥?® Interact

Saving Throw DC 16 Fortitude; Maximum Duration 6 rounds; Stage 1 1d6 poison and
enfeebled 1 (1 round); Stage 2 As stage 1; Stage 3 1d6 poison, and enfeebled 2 (1 round)




DOMESTICATING BIG CATS
While it's common practice to keep
a house cat in the home to ward
off unwanted rodents, keeping

a big cat for a pet is a different

v matter entirely. Nevertheless,
W up-and-coming merchant lords,
g & impetuous princes and princesses,
; and status-obsessed nobles
¥ have tried to do just that, often

" resulting only in terrified house

| 3 staff and ruined upholstery. Many
v among the idle rich will gladly pay
for the services of an unscrupulous
druid or ranger who promises to
help them achieve their dreams

! of an oversized feline friend, but
the dire risks of such an endeavor
are enough to dissuade even the
greediest would-be animal trainers
from even attempting the feat.
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CAT

Few predators of the natural world can match the cat’s talent for stalking
and stealth.

LEOPARD

Leopards are among the smallest of the big cats, yet they are still dangerous
creatures to tangle with. Leopard statistics can also be used for black panthers,
white-spotted snow leopards, or tawny-coated cougars.

LEOPARD

| N | MeDiu |

Perception +7; low-light vision, scent (imprecise) 30 feet

Skills Acrobatics +8, Athletics +7, Stealth +8 (+11 in undergrowth)

Str +3, Dex +4, Con +2, Int -4, Wis +1, Cha -2

AC 18; Fort +38, Ref +10, Will +5

HP 30

Speed 30 feet, climb 20 feet

Melee *® jaws +10 (finesse), Damage 1d10+3 piercing plus Grab

Melee *¥ claw +10 (agile, finesse); Damage 1d6+3 slashing

Maul *¥ The leopard makes two claw Strikes against a creature it has grabbed. Both
count toward its multiple attack penalty, but the penalty increases only after both
attacks are made.

Pounce *¥ The leopard Strides and makes a Strike at the end of that movement. If the
leopard began this action hidden, it remains hidden until after this ability’s Strike.

Sneak Attack The leopard deals 1d4 extra precision damage to flat-footed creatures.

LION

Lions are cooperative hunters, ambushing dangerous prey in groups of lionesses

CREATURE 2

that work in tandem to trap and kill their prey. Male lions are typically larger,
with long manes, and when they hunt, they tend to do so on their own.

CREATURE 3

N T T

Perception +9; low-light vision, scent (imprecise) 30 feet
Skills Acrobatics +8, Athletics +11, Stealth +10
Str +4, Dex +3, Con +2, Int -4, Wis +2, Cha -2
- AC 19; Fort +9, Ref +10, Will +7
HP 45
Speed 30 feet
Melee *® jaws +11, Damage 1d10+6 piercing plus Grab
Melee *¥ claw +11 (agile); Damage 1d8+6 slashing
Pack Attack The lion deals 1d4 extra damage to any
creature that's within reach of at least two of the
lion’s allies.
Pounce *® The lion Strides and makes a Strike at the
end of that movement. If the lion began this
action hidden, it remains hidden until after
the ability’s Strike.
Sneak Attack The lion deals 1d6 extra precision
damage to flat-footed creatures.

TIGER

Tigers are

solitary and territorial

hunters, using their striped hides to
blend into the forests and jungles they
call home and preferring to attack
with surprise.



TIGER

[N | uarce | awivaL |

Perception +12; low-light vision, scent (imprecise) 30 feet

Skills Acrobatics +11, Athletics +13, Stealth +13

Str +5, Dex +3, Con +3, Int -4, Wis +2, Cha -2

AC 21; Fort +13, Ref +11, Will +8

HP 60

Speed 30 feet

Melee *¥ jaws +13, Damage 1d10+7 piercing plus Grab

Melee *¥ claw +13 (agile), Damage 1d8+7 slashing

Pounce *¥ The tiger Strides and makes a Strike at the end of that movement. If the tiger
began this action hidden, it remains hidden until after this ability's Strike.

Sneak Attack The tiger deals 1d6 extra precision damage to flat-footed creatures.

Wrestle *® The tiger makes a claw Strike against a creature it is grabbing. If the attack
hits, that creature is knocked prone.

SMILODON

Smilodons are large saber-toothed cats, apex predators that are significantly more

CREATURE 4

muscular and broader than the other species of big cats. They often kill prey with
a quick stab to the throat or other vulnerable spot. The smilodon’s oversized fangs
are particularly sought after as trophies.

SMILODON

N | uaeee | anva |

Perception +14; low-light vision, scent (imprecise) 60 feet

Skills Acrobatics +12, Athletics +16, Stealth +12

Str +6, Dex +2, Con +3, Int -4, Wis +2, Cha +0

AC 23; Fort +15, Ref +12, Will +10

HP 110

Speed 30 feet

Melee *¥ fangs +16, Damage
2d10+6 piercing plus Grab

Melee *¥ claw +16 (agile),
Damage 2d8+6 slashing plus
Grab

Pierce Armor ‘¥ The smilodon
makes a fangs Strike against iRl
a creature it is grabbing. If the —
attack hits, the creature is knocked
prone; if the creature is wearing
armor with hardness 10 or lower, the armor is
broken. If this Strike breaks a creature’s armor
or damages a creature who is unarmored or
wearing broken armor, the creature also
takes 2d6 persistent bleed damage. This
Strike doesn’t further damage armor
that’s already broken.

Pounce *¥ The smilodon Strides and
makes a Strike at the end of that
movement. If the smilodon began
this action hidden, it remains
hidden until after this
ability’s Strike.

Sneak Attack The smilodon
deals 1d6 extra precision
damage to creatures that are
flat-footed.

CREATURE 6

CAT LOCATIONS
Leopards are exceptionally
adaptable, able to survive in any
grassland, forest, or jungle, and
even the fringes of deserts.
Lions live in grassy plains
and savannas, although species
adapted for temperate environs
that dwell in mountains exist as
well. Male mountain lions lack
the mane of their somewhat
larger grassland-dwelling kin,
but are no less dangerous.
While tigers are most common
in forests, they also inhabit
grasslands and savannas as long
as vegetation is dense, and their
dens are often found in caves.
Smilodons live in wooded
and grassland areas.
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@ CATFOLK
~—= Lithe and agile, with catlike features and long tails, the amurruns are wanderers,
THE CATFOLK NATION explorers, and extroverts who share a gregarious nature and an unbridled
Catfolk claim to hail from a far- curiosity. This latter characteristic leads many individual amurruns into trouble,
off nation called Murraseth in yet this inquisitiveness is paired with a penchant for good fortune that offsets
southern Garund. It is a nation much of their self-induced peril. They accept the term “catfolk” as a name for
rumored to hold a dark secret at their people with grace and a hint of amusement.
its center, the details of which Ever eager to explore and learn, catfolk have spread to other parts of the world
its discreet inhabitants do not from their native nations in the southern tropics, yet never in large groups. A lone
Y willingly divulge to outsiders. catfolk can be found anywhere in the world, but it’s rare to find a settlement beyond
*_. ' Indeed, few adventurers from the their traditional national borders. This is due to their innate wanderlust and insatiable
¥ Inner Sea region have managed wonder. As many a catfolk might say, “I’ve lived with my people my whole life, but
¥ to gain entrance to Murraseth, let you? You’re new and different! There’s so much to learn from you!”
! % alone discover any of its mysteries. Longstanding amurrun legends claim the catfolk were first created as guardians
A and were then charged with protecting the world from those sinister forces
thatexist atits fringes. Often, this charge manifests as a longstanding

< opposition to cultists of demon lords, archdevils, and other
) \. S _ fiendish demigods. Many catfolk worship the spirits
\ : of creation, using serendipitous rituals to attract
good fortune and banish ill luck in the spirits’
name, while others venerate their own
small pantheon of divinities. Those who
travel often find comfort in the worship
of Desna, whose teachings closely match
their own predilections.

Catfolk adapt well to adventuring roles,
and can be quite diverse in their areas
of study and specialization. Those who
follow the traditions of rangers and rogues are
perhaps the most commonly encountered, but not
overwhelmingly so. Their natural curiosity leads some
catfolk to take up mystical arts, training as wizards or following
~ a divine path to become clerics.

CATFOLK POUNCER

Catfolk pouncers travel the world in search of new experiences.

CATFOLK POUNCER CREATURE 1
6 | MEDiuM | | HUMANOID |
Perception +6; low-light vision
Languages Amurrun, Common
Skills Acrobatics +7, Athletics +6, Nature +4, Stealth +7, Survival +4
Str +3, Dex +4, Con +1, Int -1, Wis +1, Cha +1
Items greataxe, leather armor, spear (3)
AC 17, Fort +6, Ref +9, Will +4
HP 19
Cat's Luck 2 (fortune) Trigger The catfolk pouncer fails or
critically fails a Reflex saving throw. Frequency Once per day. Effect Reroll
that saving throw and take the better result.
Speed 30 feet
Melee *¥ greataxe +8 (sweep), Damage 1d12+3 slashing
Melee *¥ dagger +9 (agile, finesse, versatile S), Damage 1d4+3 piercing
Ranged *¥ dagger +9 (agile, thrown 10 feet, versatile S), Damage 1d4
+3 piercing
Sudden Charge *¥® The catfolk pouncer Strides up to double their
Speed. If the catfolk ends their movement within melee reach of at
least one enemy, they can make a melee Strike against that enemy.




CAUTHOOJ

These large, flightless birds are deceptively agile, considering their long bodies and ~— INTRODUCTION
awkward, hopping gait. Solitary predators, they use their hypnotic warbling song CAUTHOO)J TREASURE
to drive prey into a wild frenzy, manipulating them into attacking one another so Like magpies, cauthoojs are
that the cauthooj can then feast on the remains. attracted to shiny baubles, and
Known to some scholars as the puppet master bird, and to others as the shrill they often pick up choice treasures | D
shrike, cauthoojs are widely reviled by most intelligent humanoids, in part because from their victims, depositing "
the birds seem to prefer humanoids to other prey. Cauthooj sightings typically these trinkets in large piles in their E E-G
lead to the creation of hunting parties to track the creature down before it can kill lairs. Not all that glitters is gold,
again, with would-be hunters typically stuffing their ears full of wax in an effort however, and adventurers will find i H-K
to avoid being affected by its cry. Those who have survived the creature’s song as many colorful bits of string, 7
report that the experience is uniquely unnerving, and almost all accounts agree broken mirror shards, and pieces i
that there is no other sound as terrible. of costume jewelry as they find E L=N
While one might assume the cauthooj is a dumb animal, these creatures are in fact coins, magic weapons, and other
quite a bit smarter than they look. Cauthoojs stalk the perimeter of remote settlements valuable treasures. 0-R
in hopes of finding a lone traveler they can feast upon. These patient creatures will wait "
in ambush as long as they must to sate their hunger. They S-T
can even understand a few rudimentary words in Sylvan,
although they are incapable of clearly speaking themselves. u-z
This doesn’t stop the cauthooj from attempting to mimic CAUTHOOQ) LOCATIONS ;
the sounds it hears, but when it does so, its eerie primal Cauthoojs make their lairs in E APPENDIX

small caverns, alcoves, and similar
out-of-the-way places, but claim i
large stretches of territory and
wander many miles from their lairs
in search of food. They often hunt
in plains, prairies, and other large,
open expanses.

nature enhances the attempt, leading to the bird’s signature ability
to manipulate minds and encourage conflict, a trait the cauthooj is just
barely smart enough to understand—and enjoy.

CAUTHOO) CREATURE12 / ;,-"
N fmeowm | seast |
Perception +22; thoughtsense (imprecise) 60 feet

Languages Sylvan (can't speak any language)

Skills Athletics +24, Stealth +25

Str +6, Dex +4, Con +7, Int -3, Wis +2, Cha +0

Thoughtsense (divination, mental, occult) The cauthooj senses a \
creatures mental essence at the listed ranged.

AC 33; Fort +25, Ref +20, Will +18

HP 215; Resistances sonic 15 :

Hop-Dodge 2 (move) Trigger The cauthooj is the target of a melee |
Strike and is adjacent to another enemy that is also within the \
reach of the melee Strike. Effect The cauthooj nimbly hops aside, \
redirecting the triggering Strike against the adjacent enemy. The
cauthooj Strides up to half its Speed, and this movement does not trigger reactions.

Speed 35 feet

Melee ¥ beak +26 (agile, deadly 1d12, reach 10 feet), Damage 2d12+12 piercing

Staccato Strike *® (mental, primal, sonic) With subtle alterations in the pitch and tone
of its song, the cauthooj directs one creature confused by its Warbling Song to make
a Strike. This works like other Strikes made by confused creatures, except that the
cauthooj chooses the target. If no target is in reach or range, or the creature is
unable to Strike for any other reason, this ability has no effect.

Warbling Song *¥® (auditory, incapacitation, mental, primal) The cauthooj gives a
strange, ululating cry that causes nearby creatures to lash out violently and without
control. Each creature within a 120-foot emanation that can hear the cauthooj must
attempt a DC 32 Will save to resist the effect.

Critical Success The target is unaffected and is temporarily immune for 1 minute.

Success The target is unaffected.

Failure The target is confused for 1 round.

Critical Failure The target is confused for 1 round and immediately attacks itself (in
the normal fashion for attacking oneself while confused). This Strike doesn't give
the creature a flat check to recover from the confusion. =
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BELLY OF THE BEAST

The adventure need not end simply
because the party was ingloriously
swallowed whole by a giant cave
worm. Perhaps the PCs find an
undigested item that helps them
survive the inhospitable environ,

{ or maybe the worm regurgitates
¢ them in a cavern far off from
! where they started. Whatever
€ the specifics, you can easily draw
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from folklore and popular fiction
to create your own "belly of the
worm" adventure for heroes who
wind up on the wrong side of the
monster’s scales.

CAVE WORM

Cave worms are gigantic scavengers that bore through the depths of the world,
eating whatever material they find. Named for their distinctive colorations, these
worms are ravenous and display overwhelming destructive capabilities. Cave worms
of different colors and abilities lurk in the more remote corners of the world—tales
speak of white worms that dwell within immense glaciers or icebergs and gray
worms that burrow through the boneyards of long-forgotten ruins, to name a few.

PURPLE WORM

The purple worm is the most common and infamous of the cave worms, a
much-feared monster wandering the twisting tunnels of the Darklands that is capable
of carving out entire cave systems. Tunnels bored by a purple worm don’t always last
long after these creature’s passage, and areas where they nest are maddening mazes
of passageways that lead nowhere, yet navigating the labyrinth to find the worm’s
central nest often yields amazing treasures left behind by the worm’s prior victims.

PURPLE WORM CREATURE 13
I

Perception +20; darkvision, tremorsense (imprecise) 100 feet
Skills Athletics +30

Str +9, Dex -1, Con +7, Int -5, Wis -1, Cha -1




AC 32 Fort +28, Ref +21, Will +21 -_ i
HP 270 ' INTRODUCTION

Inexorable The purple worm recovers from the paralyzed, slowed, and stunned RAVENOUS TUNNELERS

conditions at the end of its turn. It's also immune to penalties to its Speeds and the Cave worms are infamous for
immobilized condition, and it ignores difficult terrain and greater difficult terrain. being nearly unstoppable and for

Shake It Off 2 Frequency once per day; Trigger The purple worm would be affected swallowing their prey whole. A H D
by a condition or adverse effect (such as baleful polymorph). Effect The purple cave worm also ingests earth and !
worm negates the triggering condition or effect. Effects from artifacts, deities, or a minerals as it tunnels. The worm g E-G
similarly powerful source can't be avoided in this way. processes some of these minerals, |

Speed 40 feet, burrow 40 feet, swim 20 feet resulting in its armored hide and ? H-K

Melee *¥ jaws +28 (deadly 2d10, reach 15 feet), Damage 3d10+15 piercing plus toxic sting, while it leaves others H
Improved Grab behind—often including treasure or

Melee *¥ stinger +28 (agile, poison, reach 15 feet), Damage 2d12+15 piercing plus purple other valuables that incidentally L=N
worm venom serve to lure explorers into the

Melee *¥ body +26 (reach 15 feet), Damage 1d10+13 bludgeoning worm’s proximity and, more often 0-R

Ranged *¥ regurgitate +26 (brutal, range increment 60 feet), Damage varies (see ability) than not, its gullet. While not

Fast Swallow D Trigger The purple worm Grabs a creature. Effect The worm uses completely mindless, cave worms 5-T
Swallow Whole. are difficult to train, and most

Purple Worm Venom (poison); Saving Throw DC 32 Fortitude, Maximum Duration 6 rounds; attempts to domesticate them (in u-z
Stage 1 5d6 poison damage and enfeebled 2 (1 round), Stage 2 6d6 poison damage, and theory, a cave worm would make
enfeebled 2 (1 round); Stage 3 8d6 poison damage and enfeebled 2 (1 round). an excellent mining resource) : APPENDIX

Regurgitate The purple worm can violently regurgitate a creature or boulder it has result in disaster.
swallowed to make a ranged Strike. The Strike deals bludgeoning damage depending
on the size of the projectile: Tiny deals 2d6+13, Small 3d6+13, Medium 4d6+13,
Large 5d6+13, and Huge 6d6+13. A regurgitated creature takes falling damage from
the height of the target or from 20 feet, whichever is greater.

Boulders occupy space in the worm’s stomach as a creature of equivalent size, and
purple worms often have several boulders swallowed. A purple worm can use a single g
action to swallow a new boulder. =

Rock Tunneler A purple worm can burrow through solid stone at a Speed of 20 feet. It
can leave a tunnel if it desires, and it usually does.

Swallow Whole *¥ Huge, 3d6+9 bludgeoning, Rupture 24

Thrash *¥® The worm makes a Strike once against each creature in its reach. It can
Strike up to once with its jaws, up to once with its stinger, and any number of times
with its body. Each attack counts toward the worm's multiple attack penalty, but the
multiple attack penalty doesn’t increase until after it makes all the attacks.

AZURE WORM

The azure worm is a deep-blue creature that is more at home in flooded tunnels
than dry caves. While an azure worm is a strong swimmer, it prefers to lie in

o TR TR I 1

wait within the walls, floor, or even ceiling of flooded caverns, ready to spring
out and ambush creatures swimming past its hiding spot. The azure worm is
particularly hated and feared by Darklands-dwelling cultures, due to the fact
that an azure worm that burrows into a tunnel often brings with it waters from
the submerged river or lake it calls home. When it becomes obvious that an
azure worm is near a Darklands settlement, the inhabitants quickly establishing
a hunting party to deal with the menace before it can bring ruin.

AZURE WORM CREATURE 15
| uncommoN | N | GARGANTUAN |

Perception +22; darkvision, tremorsense (imprecise) 100 feet

Skills Athletics +33, Stealth +20 (+25 in water)

Str +10, Dex -1, Con +8, Int -5, Wis -1, Cha -1

AC 35; Fort +32, Ref +20, Will +23

HP 320

Inexorable As purple worm.

Shake It Off D As purple worm.
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Speed 40 feet, burrow 40 feet, swim 60 feet
= Melee *® jaws +31 (deadly 2d10, reach 15 feet), Damage 3d12+16 piercing
NOTORIOUS WORMS plus Improved Grab
Some societies view the immense Melee ¥ stinger +31 (agile, poison, reach 15 feet), Damage 4d6+16 piercing plus azure
cave worms as natural disasters worm venom

or incarnations of wrathful gods. Melee *¥ body +29 (reach 15 feet), Damage 2d8+14 bludgeoning
Cave worms that have been active Azure Worm Venom (poison); Saving Throw DC 37 Fortitude, Maximum Duration

3 in a region often become part of 6 rounds; Stage 1 3d6 poison damage and clumsy 2 (1 round); Stage 2 4d6 poison
ke that area’s local lore. For example, damage and clumsy 2 (1 round); Stage 3 6d6 poison damage and clumsy 2 (1 round)
: in the notorious Cinderlands of Breach *¥® The azure worm Swims up to its swim Speed, then Leaps vertically out of
3‘ eastern Varisia, Shoanti have the water up to 30 feet, making a Strike against a creature at the apex of the jump
¥ long told tales of Cindermaw, an (this lets it attack a creature within 45 feet of the water's surface). After the Strike,
{ immense crimson worm viewed the worm splashes back down. It can use Improved Grab on this Strike and follow it
! by some as worthy of worship, up with Fast Swallow.

& and by others as the ultimate test Fast Swallow 2 Trigger The worm Grabs a creature. Effect The worm uses Swallow Whole.
of bravery. Swallow Whole *¥ Huge, 3d8+10 bludgeoning, Rupture 27
Thrash ¥ As purple worm.

CRIMSON WORM

__:2‘ Among the most dangerous cave worms are the fiery crimson worms. In addition
to being even larger than azure or purple worms, the crimson worm has a penchant
for burrowing through volcanic regions that, over the generations, have infused
it with a supernatural link to the Elemental Plane of Fire. The molten heart of an

active volcano is an attractive lair for a crimson worm, as are the sprawling fields
of bubbling magma found in the deepest reaches of the Darklands. Legends from
ancient peoples, precursor dwarven societies, and colonists of the Elemental
_ Planes populated moats of lava with crimson worms likely have some basis in
R truth, although the methods such ancients used to keep these “moat worms”
l contained and prevented them from chewing their way through fortress
foundations must have been significant.
Crimson worms sometimes frequent areas on the surface where volcanism
* creates hot springs or other geothermal features, but even then they prefer
to spend most of their time burrowing through the ground in their never-ending
search for sustenance. Surface lands claimed by crimson worms are notable for
the mound-shaped burrows these creatures leave behind as they dig.

':‘*\ —-’ .' ‘.‘
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CRIMSON WORM CREATURE 18

| rere | N Joaraantuan] eeast | FRe

Perception +25; darkvision, tremorsense (imprecise) 100 feet

Skills Athletics +38

Str +10, Dex -1, Con +9, Int -3, Wis -1, Cha -1

AC 40; Fort +36, Ref +25, Will +27

HP 410; fire healing; Immunities fire; Weaknesses cold 15

Fire Healing As long as a crimson worm is in contact with a fire or body of magma at
least as large as itself, it gains fast healing 20. When struck by a magical fire effect
from anything other than itself, a crimson worm regains Hit Points equal to half the
fire damage the effect would otherwise deal.

Inexorable As purple worm.

Shake It Off D As purple worm.

Speed 40 feet, burrow 40 feet, swim 20 feet

Melee *¥ jaws +36 (deadly 3d10, fire, reach 20 feet), Damage 3d10+18 piercing plus 2d6
fire and Improved Grab

Melee ¥ stinger +36 (agile, fire, poison, reach 20 feet), Damage 2d12+18 piercing plus
2d6 fire and crimson worm venom

Melee *¥ body +34 (fire, reach 15 feet), Damage 2d10+16 bludgeoning plus 2d6 fire

Breath Weapon *¥® (evocation, fire, primal) The crimson worm breathes a blast of
flame in a 60-foot cone that deals 18d6 fire damage to all creatures in the area (DC 41
basic Reflex save). It can't use Breath Weapon again for 1d4 rounds.

Crimson Worm Venom (poison); Saving Throw DC 41 Fortitude, Maximum Duration
6 rounds; Stage 1 1d6 poison damage and drained 1 (1 round), Stage 2 2d6 poison
damage and drained 1 (1 round); Stage 3 2d6 poison damage and drained 2 (1 round).

Fast Swallow D Trigger The worm Grabs a creature. Effect The worm uses
Swallow Whole.

Rock Tunneler As purple worm.

Swallow Whole *® Huge, 3d10+10 bludgeoning plus 2d6 fire,
Rupture 36

Thrash ¥ As purple worm.

©

CAVE WORM GUARDIANS
Cave worms are notoriously dim
witted, driven primarily by purely
animalistic needs to feed and
reproduce. This hasn't prevented
attempts to use them as guardians
for their lairs, if not to tame them.
Magic can be used to maintain
control over a worm, but gifted,
patient, and brave animal trainers
can condition cave worms to
serve in all manner of roles, such
as living siege engines, shocking
methods of executing foes, or
merely pets.
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CENTAUR

Centaurs are legendary hunters and trackers who resemble heavily muscled

CENTAUR TREASURE

humans with the bodies of powerful horses from the waist down. They are

Centaurs appreciate fine weapons typically reclusive but haughty, quick to assume that their handsome physiques

and armor. Some craft their own and long history of cultural traditions make them superior to any two-legged

while others use quality armaments folk they encounter. While stories of bloody clashes between centaurs and

they take from their enemies; humanoid settlers are well known, centaurs are neither intrinsically bloodthirsty

¥ however, due to their forms, they nor recklessly aggressive. Rather, they are proud and stubborn and do not take
are unlikely to use armor heavier kindly to outsiders who encroach on their ancestral grounds, some of which

than breastplates. have been ruled by centaurs for thousands of years. Against despoilers of nature

who fail to heed their warnings, centaurs do not hesitate to use their finely
honed hunting skills to inflict deadly wounds.
Centaurs train with weapons as well as their heavy hooves, and the thunder of

centaurs charging across the plains is often mistaken for a stampede or even an

> Baplinghrom i A

earthquake. Despite their insular nature, some centaurs form close alliances
with elves, fey, gnomes, and isolated human communities. Such
allies are often surprised to learn the depths of centaurs’ honor,
pragmatism, and wilderness lore. Rarely, a centaur leaves its tribe
to travel the wider world. Such lone centaur wanderers more easily
integrate into humanoid societies, but other centaurs are
quick to assume that some dishonor led to their exile and
thus give such vagabonds a wide berth.
Centaurs have incredible variation in their individual
L size and coloration. Their upper bodies are fairly
similar within a tribe and even region, but their lower
bodies—Ilike those of horses—can vary widely from
parent to child. Most centaurs are at least 7 feet tall
and weigh more than 2,000 pounds.

Centaurs live in groups of dozens of members,
usually led by an old, powerful seer or battle-
hardened warrior who has carried out many noble
deeds and earned a lifetime of respect from their
comrades. The revered leader guides the habits of
their entire group; a wise seer might encourage the
tribe to roam far from civilization to preserve the
ways of its ancestors, while an aggressive warrior
might foster skirmishes with nearby humanoid

settlements and even rival centaur groups.

CENTAUR CREATURE 3
[N | uarce | seast |
Perception +9; darkvision
Languages Common, Elven, Sylvan
Skills Athletics +11, Diplomacy +6, Intimidation +6, Nature +7,
Survival +7
Str +4, Dex +2, Con +1, Int +0, Wis +2, Cha +1
Items breastplate, longsword, spear (3), steel shield (Hardness 5,
HP 20, BT 10)
AC 20 (22 with shield raised), Fort +8, Ref +9, Will +9
HP 40
Shield Block 2
Speed 40 feet
Melee *¥ hoof +9 (agile), Damage 1d10+4 bludgeoning
Melee *¥ longsword +11 (versatile P), Damage 1d8+4 slashing
Melee *® spear +11, Damage 1d6+4 piercing
Ranged *¥ spear +9 (thrown 20 feet), Damage 1d6+4 piercing
o = Trample *¥¥* Medium or smaller, hoof, DC 18




CENTIPEDE @ T
Hunters and scavengers that live amid dung and detritus, centipedes are a INTRODUCTION
relatively common and often reviled threat faced by adventurers. Scurrying about CENTIPEDE SPECIES
with surprising speed on the scores of legs attached to their long, segmented Centipedes take nearly countless
bodies, centipedes strike with poisoned mandibles to slow and torment their prey forms amid nearly every climate,
with a vicious toxin before they settle down to feed in slow and disgusting leisure. with specific traits and abilities
varying wildly between species.
GIANT CENTIPEDE Tangled forests, arid deserts, E-G
Most giant centipedes (known as sewer centipedes when found in cities) nest in foul sewers, deep caverns, and
small groups but hunt alone when they seek out food. Attempts to domesticate abandoned buildings are all H-K
giant centipedes for use as guardians or pets generally end poorly, but some common haunts for centipedes,
tribes of goblins, kobolds, and mitflits have developed effective methods of from oversized specimens capable
utilizing these vermin as guardians. Other tribes and some humanoid societies of taking down significant prey B LN
roast and eat centipedes, often with pungent peppers as a savory delicacy, alone to carpets of frenzied vermin |
although care must be taken in preparing the meal to avoid tainting the flesh gathered into a dangerous swarm. | 0-R
with the creature’s venom. Larger and more specialized _’
centipedes than the two presented | 5-T
GIANT CENTIPEDE CREATURE here exist, such as the sleek giant
N | MEDIUM | ANivAL | whiptail centipede or the immense u-z
Perception +6; darkvision titan centipede. g
Skills Acrobatics +6, Athletics +2, Stealth +6 % APPENDIX
Str -1, Dex +3, Con +1, Int -5, Wis +1, Cha -4
AC 15; Fort +7, Ref +6, Will +2

HP 8

Speed 30 feet, climb 30 feet

Melee ¥ mandibles +6 (finesse), Damage 1d4-1 piercing plus giant
centipede venom

Giant Centipede Venom (poison); Saving Throw DC 14 Fortitude;
Maximum Duration 6 rounds; Stage 1 1d6 poison damage (1
round); Stage 2 1d8 poison damage and flat-footed (1 round) Stage 3
1d12 poison damage, clumsy 1, and flat-footed (1 round)

CENTIPEDE SWARM

Swarms of centipedes are dangerous indeed, ravenous carpets of skittering

hunger capable of devouring a traveler whole in a matter of minutes. Some ay A -
alchemists submerge whole centipedes taken from swarms in their elixirs and ﬁ L

some mutagens, claiming such infusions increase potency, though other say this , ,

is nothing more than quackish claptrap. Kobolds and mitflits are both known m

to incorporate swarms of centipedes into cunning traps, from simple pits filled r
with vermin or more complex affairs involving chutes that dump the vermin
onto the heads of unwary intruders.

CENTIPEDE SWARM CREATURE 3

(N | uarce | e | swarv |

Perception +9; darkvision, tremorsense (imprecise) 30 feet

Skills Acrobatics +9, Athletics +7, Stealth +9

Str +2, Dex +4, Con +3, Int -5, Wis +0, Cha -4

AC 18; Fort +8, Ref +11, Will +5

HP 30; Immunities precision, swarm mind; Weaknesses
area damage 5, splash damage 5; Resistances bludgeoning 5,
piercing 5, slashing 2

Speed 30 feet, climb 30 feet

Centipede Swarm Venom (poison); Saving Throw DC 20 Fortitude;
Maximum Duration 6 rounds; Stage 11d6 poison damage and flat-footed
(1 round); Stage 2 1d8 poison damage, clumsy 1, and flat-footed (1 round)

Swarming Bites *® Each enemy in the swarm’s space takes 1d8 piercing
damage (DC 20 basic Reflex save) plus centipede swarm venom.
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CHANGELING

Children of hags, destined to become hags themselves, changelings face a life of conflict.
CHANGELING EXILES Born of supernatural creatures who kill and consume the child’s father, changelings are

Changelings who resist the Call and deposited into their father’s society to be raised. These offspring appear to be members
abandon the society that raised of their paternal ancestry, and changelings have been found among dwarves, gnomes,
them become exiles like the one orcs, goblins, and numerous others, but human-ancestry changelings are by far the
presented on this page—creatures most common. Within the normal range for their ancestry, changelings tend toward

who live solitary lives in the wild
and are often driven to desperate
measures to survive, taking up the .
lifestyles of highway bandits or L
risk-taking wilderness guides. '

slighter builds, darker hair, and pale complexions, though their
most common feature is a nearly universal heterochromia,
leading to widespread superstition about individuals with
differently colored eyes.
As changelings come of age, they sometimes manifest
abilities granted by their hag heritage. Some gain the
ability to see in the dark, some grow fingernails long and
hard enough to serve as claws, and others gain even stranger
abilities specific to their hag mother. For instance, dream mays,
the children of night hags or their cousins the dreamthief hags,
can gain an enhanced ability to resist the magic of dreams and
sleep. Other types of changelings include slag mays, the children
of annis hags; callow mays, the children of green hags; brine
mays, the children of sea hags; and others for each type of hag.

As beings infused with supernatural power, changelings find
themselves able to command various traditions of magic, with
many drawn to either the occult magic common among hags or
primal magic.

At roughly the same time in their lives, many changelings—
women in particular—begin to hear the Call, a psychic urging from
their hag mother luring them away from the communities that raised
them. If followed, the Call eventually leads the changeling to the hag’s
coven, where they are subjected to terrible rituals that twist them
into hags themselves. Some changelings, especially those who have
strong social bonds or embrace druidic traditions, are able to resist
this Call and continue on with their mortal lives. The fact that the Call
disproportionately targets female changelings has led to a widespread
misunderstanding that all changelings are female, while in fact male
changelings are simply assumed to be members of their paternal ancestry.

CHANGELING EXILE
This changeling exile is the child of a night hag or dreamthief hag.

CHANGELING EXILE CREATURE 3
O | MEDIUM | [ Human | Humavoi |
Perception +11; darkvision
Languages Common, Druidic
Skills Deception +9, Medicine +9, Nature +11, Stealth +8, Survival +9
Str +4, Dex +1, Con +0, Int +0, Wis +4, Cha +2
Items leather armor, staff
AC 19; Fort +7, Ref +8, Will +11; +2 circumstance to all saves vs. dream and sleep
HP 45
Speed 25 feet
Melee *¥ claws +11 (agile), Damage 1d4+4 slashing
Melee *¥ staff +11 (two-hand d8), Damage 1d4+4 bludgeoning
Primal Prepared Spells DC 21, attack +11; 2nd darkness, humanoid form, 1st
burning hands, shillelagh, ventriloquism; Cantrips (2nd) dancing lights, produce
flame, read aura, tanglefoot
Druid Order Spells DC 21; 2nd (1 Focus Point) wild morph,
wild shape




CHIMERA @
The chimera is the archetypal example of an unnatural monster made up of a : INTRODUCTION
monstrous mix of wildly different component creatures: in this case, a lion, a KOBOLD ADORATION
dragon, and a goat. Wild, hateful, and hungry, it tries to eat any creature it sees, Some kobold groups are fond of
but sometimes a strong-willed master is able to compel a chimera to serve as a chimera guardians or pets, but
guardian or even a mount. few kobolds have the bravery or ; D
resources to keep a chimera happy

CHIMERA CREATURE 8 for long. While chimeras are often E-G
| uncommon | ce | Larce | pressed into service by more
Perception +16; darkvision, scent (imprecise) 30 feet intelligent creatures, it's also not H-K
Languages Draconic unheard of for a chimera to keep i
Skills Acrobatics +14, Athletics +18, Stealth +18 a herd of unintelligent animals— F
Str +6, Dex +2, Con +4, Int -3, Wis +2, Cha +0 lions, goats, or even serpents—as LN
AC 27; Fort +18, Ref +16, Will +14 both companions and food supply. |
HP 135 j OR
Three Headed Any ability that would sever a chimera’s head (such as a critical hit with "

a vorpal weapon) severs one head at random. Losing a head doesn't kill a chimera (as b 5-T

long as it has one head left), but it does prevent it from making Strikes with the lost
head or using the head's Breath Weapon.

Triple Opportunity A chimera gains 2 extra reactions each round
that it can use only to make Attacks of Opportunity. It
must use a different head for each reaction, and it
can't use more than one on the same triggering
action. If it loses one of its heads, it also loses
one of these extra reactions.

Attack of Opportunity 2

Speed 25 feet, fly 40 feet

Melee ¥ dragon jaws +20, Damage 2d6+9
piercing plus 2d6 energy damage (see
draconic bite)

Melee *® lion jaws +20, Damage
2d10+9 piercing

Melee ¥ goat horns +20, Damage
2d10+9 piercing

Melee *¥ claw +20 (agile), Damage 2d6+9 slashing

Breath Weapon *®® (arcane, evocation) The chimera breathes a
cone or line that deals 9d6 damage to all creatures in the
area (DC 26 basic save of a type indicated below).

The color of the chimera's dragon head 4 &
determines the area of the Breath e
Weapon, the type of damage it deals, VAL

and the type of save to avoid it. The s/
chimera can't use Breath Weapon again
for 1d4 rounds.
« Black 60-foot line of acid (Reflex)
« Blue 60-foot line of electricity (Reflex)
« Green 30-foot cone of poison (Fortitude)
 Red 30-foot cone of fire (Reflex)
» White 30-foot cone of cold (Reflex)
Draconic Bite A chimera's dragon head deals an extra 2d6 damage of a
type matching the dragon’s color (see Breath Weapon).
Three-Headed Strike *¥® The chimera makes a Strike with its
dragon jaws, lion jaws, and goat horns, each at a -2 penalty
and targeting a different creature. These Strikes count as
only one attack for the chimera's multiple attack penalty,
and the penalty doesn't increase until after it has made all
three attacks.



CHUUL
~ Also known as chu’ulothis, these large, armor-plated, crustacean predators lurk
CHUUL TREASURE

While chuuls are uninterested

beneath the surface of pools, mires, and ponds, waiting to snatch up prey with
their massive claws before paralyzing them with their tentacles. At that point,

in money, gems, tools, or magic they begin to feed, eating their quarry alive.
of any kind, they have a nearly Chuuls can live in fresh or saltwater, and indeed are found in aquatic environs
compulsive need to collect trophies the world over—even in the subterranean oceans and lakes of the Darklands.
of their victories, perchance to While chuuls are good swimmers, they prefer terrestrial prey. Their preferred
savor the memories of the kill and method of hunting is by lunging out of the water, paralyzing their victims with
1 the meat. What treasure they have their poison-coated tentacles, then gleefully dragging their twitching food into the
i are typically such mementos. water to drown if they cannot simply eat such morsels alive. Chuuls that dwell
aboveground prefer to dine on lizardfolk, while those swimming the subterranean
i ¥ lakes of the Darklands readily eat anything but xulgaths, whose flavor and stink
% they find off-putting.

Chuuls are capable of speech and reason, but these creatures rarely speak with
those outside their species except to taunt their food. Before it begins consuming
its prey, a chuul often speaks in a gurgling, nearly incomprehensible dialect about
how it will enjoy feasting on the creature’s flesh. Perhaps chuuls believe that
insults and degradation lead to more tender and tastier food, but the truth will

likely never be known; almost all chuuls stubbornly refuse any

/ meaningful conversation, even when imprisoned and compelled
by treats or pain.

.-"fl It is unknown if a chuul society exists beyond their frenzied

! mating season. Chuuls’ intellects seem devoted only toward eating,

causing psychological pain to sentient creatures, decorating their

lairs with mementos of their favorite meals and

victories, and breeding.

CHUUL CREATURE7
SR ce | uarce | nserrario | AvpiBious |
i . Perception +15; darkvision, tremorsense

(imprecise) 30 feet
Languages Aklo, Common (or Undercommon,
" for Darklands variants)
Skills Athletics +17, Nature +13, Stealth +14,
Survival +13
Str +6, Dex +3, Con +4, Int +0, Wis +2, Cha -1
AC 28; Fort +18, Ref +15, Will +12
HP 100; Immunities poison
Attack of Opportunity 2
Speed 30 feet; swim 25 feet
Melee *¥ claws +19 (reach 10 feet), Damage 2d8+9 bludgeoning plus Grab
Constrict *¥ 1d8+9 bludgeoning, DC 25 (grabbed by claws only)
Mandibles *¥ Requirement A creature is grabbed and paralyzed
L) by the chuul’s tentacles. Effect The creature takes 3d6
j piercing damage.
Paralytic Venom (incapacitation, poison) Saving Throw
DC 25 Fortitude; Maximum Duration 6 rounds; Stage 1
paralyzed (1 round).
Tentacle Transfer *¥ Requirement The chuul has a

" creature grabbed. Effect The chuul transfers the
e\ grabbed creature from its claws to its tentacles,
or vice versa. A creature is exposed to the
chuul’s paralytic venom when transferred into
the tentacles and at the start of each of the
chuul's turns if it remains grabbed by
the tentacles.




CLOAKER @
Weird and paranoid creatures that dwell in the Darklands, cloakers resemble : INTRODUCTION
hideous, flying manta rays. Crafty and careful hunters, their motivations, their CLOAKER ALLIES
patterns of attack, and even their societies and history are often an inscrutable On the rare occasions that cloakers
jumble of contradicting reports, confused rumors, and terrifying accounts. associate with other creatures, they |

Like many of the stranger creatures of Golarion, cloakers were originally created tend to ally with those ulat-kinis i ]
by the alghollthus, who bred them to spy on their Azlanti thralls. Upon the fall of (page 12) who are no longer the "
the Azlanti empire, the alghollthus cast out their cloaker creations, who, in turn, thralls of the alghollthus and, E E-G
fled to the lower reaches of the Darklands. Amid the vaults and twisted corridors of rarely, with deros (pages 84-85),
their new home, their attitudes—particularly regarding their apprehension toward though they consider the latter i H-K
their former masters—changed dramatically. Suspicion became paranoia, egotism, irrational and untrustworthy. 7
sadism, and much worse. Now, most cloakers lead solitary lives, stalking the Cloakers never willingly associate i
Darklands for easy prey and delving deeper into internal horrors. Their paranoia with alghollthus. £ L=N
is so great that they interact only rarely even with their own kind, encountering
another cloaker only briefly to mate before flitting back to isolation. 0-R

But there are exceptions. Every so often, a charismatic cloaker priest can call
together a dark cabal of these creatures and other Darklands denizens to worship CLOAKER LOCATIONS ' 5-T
unspeakable ancient gods. These rare cloakers whip their acolytes and followers Cloakers isolate themselves within
into a frenzy of dark rituals and heinous acts. While these cults are depraved and the deeper parts of the Darklands 1 u-z
destructive, they rarely survive longer than their founder. and are concentrated in Sekamina _

and Orv. They tend to avoid Nar-Voth APPENDIX

CLOAKER CREATURES due to its proximity to the surface.
o | Large | AseRraTiON |
Perception +12; darkvision
Languages Aklo, Undercommon

Skills Deception +14 (+16 to Impersonate a cloak, sheet, or ray), Religion +12,
Stealth +14

Str +5, Dex +3, Con +4, Int +2, Wis +3, Cha +1

Shadow Shift Cloakers are concealed in dim light even to creatures with low-light vision
and darkvision.

AC 22; Fort +13, Ref +12, Will +12

HP 80

Speed 10 feet, fly 30 feet

Melee *¥ jaws +14, Damage 1d10+7 piercing

Melee *¥ tail +14 (agile, reach 10 feet), Damage 2d6+7 slashing

Envelop *¥ (attack, incapacitation) The cloaker makes an attack roll with
a +14 bonus against an adjacent creature’s Reflex DC. If it succeeds, it
envelops the target, who is restrained. Attacks that hit an enveloping
cloaker deal half their damage to the cloaker and half to the trapped
victim. The cloaker can't Fly, and when it moves using its land
Speed it moves the enveloped creature with it. The cloaker can
make only jaws Strikes against the restrained creature but can
make tail Strikes against other creatures.

A creature that voluntarily puts on the cloaker becomes
engulfed automatically. A cloaker can engulf only Large or
smaller creatures, and no more than one creature at a time.

Infrasonic Moan *®® (auditory, emotion, mental) The cloaker
lets out an infrasonic moan that has one of the effects below.
A creature that succeeds at a DC 22 Will save is unaffected. Any
creature that attempts this save becomes temporarily immune for 1
hour. Because the moan is infrasonic, most humanoids don't detect the source of
their plight if they aren't already aware of the cloaker.
« Fear (fear, incapacitation) Each creature within a 30-foot emanation becomes frightened

1 (or, on a critical failure, frightened 2 and fleeing until the end of its next turn).

» Nausea Each creature within a 30-foot emanation falls prone and become sickened 2.
» Stupor The cloaker targets a single creature within 30 feet. The creature becomes
clumsy 1 and stupefied 1 for 1 minute.



https://pathfinderwiki.com/wiki/Sekamina
https://pathfinderwiki.com/wiki/Orv
https://pathfinderwiki.com/wiki/Nar-Voth
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COCKATRICE

~— Ugly and aggressive, the dread cockatrice stalks garbage pits and hillside dumps in
COCKATRICE TREASURE search of prey that it can turn to stone with its petrifying beak and subsequently

Cockatrice lairs sometimes include consume piece by broken piece. Cockatrices resemble gaunt and sickly roosters
discarded gear from past victims with bat wings and serpentine tails, and they rarely grow more than 2 feet tall
or smooth, pretty stones disgorged and twice as long. Their absentminded clucking gives smart prey ample warning
from the creature’s craw. Gem of their presence, and when angered cockatrices let out a shrill crow like that
A ¥ workers especially prize precious of a rooster. Their peck releases a magical toxin that causes flesh to quickly
stones that have been polished to calcify, and any creature pecked repeatedly by an irritable cockatrice eventually

! perfection in a cockatrice’s crop, transforms into a stone statue of itself.
*'. . and may pay a high price for these The first cockatrice is rumored to have hatched from a rooster’s egg incubated
so-called "cockatrice rocks." Soft on a dung hill by a toad. Whether or not the rumor is true, the cockatrice’s
: ;; materials suitable for nesting, such monstrous appearance certainly doesn’t contradict its strange and filthy origin
K 'E as cloth and leather, rarely survive story, and these creatures are more than capable of propagating on their own.
a cockatrice's attentions, but metal Cockatrices are remarkably fecund and gather in flocks of up to a dozen
; goods are often left in fine working members. Each flock contains only a few females. The males—which differ in
} ‘ order, since cockatrices seem to appearance from the females by having warty wattles and gnarled combs—
O have little interest in anything often fight with each other, with lower-ranking males eventually driven away
shiny they can't fit in their gullet. to find their own lairs or compete among other flocks. Most creatures who run

afoul of a solitary cockatrice do so with one of these surly outcasts.

Cockatrice lairs are often littered with fragments of statuary from past
victims—although these are as likely to be remnants of frogs, lizards, and insects
as people. Curiously, weasels and ferrets, who infiltrate cockatrice lairs to steal
their eggs, are immune to the creatures’ petrifying bites. For unknown reasons,
cockatrices are both terrified of and enraged by conventional roosters, and they
are equally likely to flee or attack when confronted by one.

Particularly brave (or foolhardy) individuals sometimes keep cockatrices as pets
or guard animals. In their natural habitat among plains, forests, and sewers near
humanoid settlements, cockatrices are content to live off vermin or scraps of waste,
but their greatest pleasure is consuming warm meals of freshly petrified flesh.

COCKATRICE CREATURE 3
nEm
Perception +8; darkvision
Skills Acrobatics +11
Str -2, Dex +4, Con +1, Int -3, Wis +1, Cha -1
AC 19; Fort +8, Ref +11, Will +6
HP 45; Immunities calcification
~ Speed 20 feet, fly 40 feet
il : Melee *¥ beak +13 (finesse, magical), Damage 1d8-2 piercing
: plus calcification
. Calcification (incapacitation, primal, transmutation)
, A peck from a cockatrice hardens the flesh
of the creature struck. The target must
succeed at a DC 20 Fortitude save or
become slowed 1 (or slowed 2 on a
critical failure). Further failed saves
against calcification increase the slowed
condition. Once a creature’s actions
are reduced to O by calcification, that
creature becomes petrified.
Every 24 hours after it was petrified,
the victim can attempt a DC 20 Fortitude
save to recover. On a success, it becomes flesh again, but is slowed 1 for the next
24 hours. On a critical success, the creature recovers and isn't slowed. On a failure,
the creature remains petrified, but can try again in 24 hours. On a critical failure,
the petrification is permanent, and the creature can't attempt any more saves.
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CROCODILE @
Powerful and primeval in appearance, crocodiles are dangerous natural predators ~ INTRODUCTION
that dwell in marshes, riverbeds, swamps, and other wetlands. CROCODILE RESOURCES

A crocodile’s skin can be used as
CROCODILE leather, and its meat is chewy and
Crocodiles can be found basking on riverbanks, lurking in swamps, or floating mild, though even a large crocodile  § D
in lakes. They are usually are indistinguishable from logs when viewed from doesn't usually yield more than 50 |
afar—at least until they attack. Alligators have similar statistics, but because pounds of usable meat. E E-G
they often live in more temperate climates, they endure cold temperatures :
better. Unlike alligators, crocodiles can tolerate salt water. Both are formidable _ a H-K
predators that are likely to devour careless adventurers who fail to watch where . 7
they step. CROCODILE LOCATIONS i

Crocodiles often live in warm, L=N
CROCODILE CREATURE 2 tropical areas, either in fresh or salt 5
| N | warGe | anvaL | water. Alligators are found in more F 0-R
Perception +7; low-light vision varied climates, but only in fresh
Skills Athletics +8, Stealth +7 (+11 in water) water. Deinosuchuses, particularly f S-T
Str +4, Dex +1, Con +3, Int -5, Wis +1, Cha -4 the largest and most dangerous of
AC 18; Fort +9, Ref +7, Will +5 their kind, prefer estuaries, bays, 1 U-z
HP 30 or other brackish bodies of water _
Speed 20 feet, swim 25 feet connected to both river and sea. APPENDIX

Melee *® jaws +10, Damage 1d10+4 piercing plus Grab

Melee *¥ tail +10 (agile), Damage 1d6+4 bludgeoning

Aquatic Ambush *¥ 35 feet

Death Roll *® (attack) Requirement The
crocodile must have a creature grabbed.
Effect The crocodile tucks its legs and
rolls rapidly, twisting its victim. It makes
a jaws Strike with a +2 circumstance
bonus to the attack roll against the
grabbed creature. If it hits, it also knocks
the creature prone. If it fails, it releases
the creature.

Deep Breath The crocodile can hold its
breath for about 2 hours.

DEINOSUCHUS

The deinosuchus is a primeval relative of the
crocodile, and is an enormous predator capable
of catching and eating dinosaurs that wander too
close to its domain!

DEINOSUCHUS CREATURE 9
N e | anma |
Perception +17; low-light vision
Skills Athletics +20, Stealth +16 (+20 in water)
Str +7, Dex +3, Con +5, Int -5, Wis +2, Cha -4
AC 26; Fort +20, Ref +16, Will +15
HP 175
Speed 30 feet, swim 40 feet
Melee *® jaws +22 (reach 15 feet), Damage 2d10+13
piercing plus Grab
Melee ‘¥ tail +20 (agile, reach 15 feet), Damage 1d10+11
bludgeoning
Aquatic Ambush *¥ 50 feet
Deep Breath A deinosuchus can hold its breath for about 2 hours.
Swallow Whole *® (attack) Large, 2d8+7 bludgeoning, Rupture 18




CYCLOPS

The cyclopes are violent giants with a tragic past. Although they possess only

LOST CIVILIZATIONS one eye, they could once see far more than most, possessing occult wisdom and
Cyclopes dwell in or near the divinatory magic that gave them the mystic ability of foresight. But their legendary

remains of their lost civilizations— oracular powers failed to prevent the fall of their society, and the vast kingdoms
notably Ghol-Gan in Garund, of the cyclops long ago collapsed into ruin. Today, cyclopes have forgotten much
Koloran in northwestern of what they once knew, and they skulk among the crumbling remains of their
¥ Casmaron, and various kingdoms fallen cities like forgotten kings and queens gone mad.

N in Iblydos. Ruins of Ghol-Gan

{ still dot the archipelago of the CYCLOPS

Shackles, and untold numbers The kingdoms of the cyclopes date to an age before the rise of humanity,

! of treasures belonging to the when dragons and giants and serpentfolk ruled the world. The cyclopes built

¥ ancient cyclops empire still await enormous stone cities and prayed to ancient gods of brutality and wrath, but
] % discovery. Pirates and treasure their power to foresee the future failed them, and their civilization collapsed.

3 hunters regularly conduct Today, most cyclopes have virtually no knowledge of the former glory of their

expeditions in search of lost Ghol-
Gani relics, but many of these
voyages never return. Among
! those that do, survivors speak of
terrible curses, gruesome traps,
and one-eyed undead guardians.

kind, even though it is not uncommon for
them to dwell among the ruins of their
greatness. Cyclops cities include monuments
and imposing murals which depict their

peoples’ history, but few now among them can
read or interpret these relics of the past.

In addition to their single eye, cyclopes are
also famous for their never-ending hunger, an
appetite so all-consuming that some scholars
theorize it may in fact be some kind of
| curse. The ever-present hunger of the
cyclopes seems to have some connection
% to the death of their civilization—though
whether this voracity was the cause or a

side-effect of their people’s downfall is likely
destined to remain a mystery.

Although details of the cyclopes’ gods have
largely been lost to the annals of time, what
little is known about these deities suggests they
\, were vindictive and petty enough to curse their
own people if they felt neglected or badly served.

CYCLOPS CREATURE 5
L uncommon | N | uare | it | Humanom

Perception +12; low-light vision

Languages Common, Cyclops, Jotun
-~ Skills Athletics +14, Fortune-Telling Lore
g

+13, Intimidation +10, Survival +12
™ Str+5 Dex -1, Con +2, Int +0, Wis +3, Cha -1
¥ Items greataxe, heavy crossbow (10 bolts),
hide armor
i AC 21; Fort +13, Ref +8, Will +12
HP 80
Ferocity 2
Flash of Insight © (divination, occult, fortune)
Frequency once per day; Trigger The cyclops is about
to roll a d20. Effect The cyclops peers into an occluded
spectrum of possible futures. It gets a success (but not a
critical success) on the roll instead of rolling.
Speed 30 feet
Melee ¥ greataxe +14 (reach 10 feet, sweep),
Damage 1d12+9 slashing




Ranged *¥ heavy crosshow +8 (range increment 120 feet, reload 2), Damage 1d10+4 piercing @
Swipe *¥® (flourish) The cyclops makes a melee Strike and compares the attack roll : INTRODUCTION
result to the AC of up to two foes, each of whom must be within its melee reach and CYCLOPS SEERS
adjacent to each other. Roll damage only once and apply it to each creature hit. A Great cyclopes are traditionally
Swipe counts as two attacks for the cyclops's multiple attack penalty. violent creatures, but some retain
fragments of the old ways that lull =‘§ D
GREAT CYCLOPS them into periods of calm. During "
Gigantic, dim-witted loners, the great cyclopes embody their lesser kin writ such times, they can be incredible E E-G
large. They are both stronger and more violent, but their uncontrolled vision sources of information, but one
into possible futures has driven them beyond reason. They see every moment must take care to be well away i H-K
as a potential storm of uncontrollable fury, and out of a desperate desire for from the great cyclops’s lair before :
peace, quiet, and an end to their hunger, they lash out at all who come near. Wise its bestial rage wakens once more. |
creatures avoid great cyclopes at all cost. £ LN
Debate has long raged over the origins of these massive, destructive giants. They
are so large that it had long been assumed they were used as beasts of burden by 0-R
their lesser kin, but they are now free to hunt and kill without restraint. Other
scholars believe the great cyclops is the ultimate fate of the entire cyclops species. S-T
Whatever foolish decision or wayward curse caused the end of their civilization
is still playing out, occasionally causing a cyclops to withdraw from its own kind, u-z
lose all semblance of intellect, and mutate into a lumbering, feral colossus. It F
is fortunate indeed that the great cyclops prefers to dwell far from humanoid _ APPENDIX
settlements, because its immeasurable bloodlust inspires it to destroy virtually =
anything that moves, from dinosaurs and other monsters to the occasional
explorer or soon-to-be-lost caravan.

GREAT CYCLOPS CREATURE 12

{_uncomvon § ce | huce | vt | humanon | mutant |

Perception +22; low-light vision

Languages Common, Cyclops, Jotun

Skills Athletics +25, any one Lore +18, Survival +22

Str +7, Dex +1, Con +6, Int -2, Wis +4, Cha -1

Items greatclub, hide armor

AC 32; Fort +25, Ref +19, Will +22

HP 235

Catch Rock @

Ferocity 2

Flash of Brutality © (divination,
fortune,  occult)  Frequency
once per day, and recharges . &

when the great cyclops uses A
Ferocity; Trigger The great —B&S
;
cyclops succeeds at an attack J — /

roll. Effect The attack becomes a
critical success.

Speed 40 feet

Melee *¥ greatclub +25 (backswing, reach 15 feet, shove),
Damage 3d10+13 bludgeoning

Melee *® horn +25 (reach 15 feet), Damage 2d10+13
piercing

Melee ¥ fist +25 (agile, reach 15 feet), Damage
3d4+13 bludgeoning

Ranged *® rock +23 (brutal, range increment 120
feet), Damage 4d6+7 bludgeoning

Powerful Charge *¥® The great cyclops Strides twice and
makes a horn Strike. If it moved at least 20 feet away from
its starting position, the Strike’s damage is increased to 3d10+20.

Throw Rock ¥

A}

R




P

" bnmsin s,

DAEMONIC DIVINITIES

Numerous powerful and unique
daemon demigods, known
collectively as harbingers, rule
over swaths of Abaddon. Above
these demigods, though, are
entities of even greater power—the
four Horsemen of the Apocalypse.
As the eons go on, the names and
identities of specific horsemen
change. Currently, they consist of
Apollyon (Horseman of Pestilence),
Charon (Horseman of Death),
Szuriel (Horseman of War),

and Trelmarixian (Horseman of
Famine). Of these, only Charon has
never fallen to an upstart. Some
hold that a “Fifth Horseman” once
ruled over the other four, while
others maintain that the eternally
eclipsed sun in the skies above
Abaddon is all that remains of this
long-dead god.

ATHFINDER) BESTIARY

DAEMON

Denizens of the bleak and terrible plane of Abaddon, daemons are shaped by and
devoted to the destruction of life in all its forms. They seek the death of every mortal
being by the most painful and horrible means possible, all in service to the apocalyptic
entities known as the Four Horsemen. Each kind of daemon represents a different
way to die, and their powers are nearly always aimed at spreading that particular
form of death. Through the use of these powers, they seek to drag all existence down
into a pit of hopelessness and despair, and to commit all souls to oblivion.

While those who summon daemons to the Material Plane usually seek to use
the creatures’ destructive and corrupting powers for their own ends, daemons
always look for ways to spread fear, doubt, and despair wherever they go. Often,
daemons disguise their plots as the workings of other fiends, knowing that such
confusion compounds mortals’ fear.

While all fiends seek to tempt mortals into lives of evil to increase their own
numbers and power on their native planes, daemons are further driven by a
supernatural hunger for mortal souls and use a variety of methods—not least
of which is the cacodaemons’ soul gems—to entrap them. On Abaddon and in
other forbidding places across the multiverse, souls are simultaneously a delicacy,
a trade good, and a source of magical power, and the daemons are among the
greatest gluttons, merchants, and abusers of this spiritual “resource.”

CACODAEMON [HARVESTER DAEMON]

These embodiments of demented violence and spite are spawned from eddies of
angry and warped souls amid Abaddon’s mists. Cacodaemons constantly hunger
for mortal souls and yearn to create suffering. As gnashing spheres of teeth, fins, and
spines, they are the weakest of daemonkind, an amalgam of various petty forms of
death without the strength that comes from focusing on a single cause of demise.

CACODAEMON CREATURE 1
(NE] vy | osevon | mien |
Perception +6; darkvision
Languages Common, Daemonic; telepathy 100 feet
Skills Acrobatics +8, Deception +5, Religion +6, Stealth +8
Str +0, Dex +3, Con +2, Int -1, Wis +1, Cha +2
AC 16; Fort +7, Ref +8, Will +6
'\ HP 22; Immunities death effects; Weaknesses good 3
. & \ Speed 5 feet, fly 40 feet
-%" A YA Melee *® jaws +8 (agile, disease, evil, finesse, magical)
L A ' Damage 1d8 piercing plus 1d4 evil and cacodaemonia
Divine Innate Spells DC 17; 4th read omens; 2nd invisibility
(at will; self only); 1st detect alignment (at will; good only),
fear; Cantrips (1st) detect magic (at will)
Cacodaemonia (disease) The cacodaemon can telepathically
communicate with the afflicted creature at any distance on the
same plane; Saving Throw DC 17 Fortitude; Stage 1 carrier (1
day); Stage 2 stupefied 1 (1 day); Stage 3 stupefied 2 (1 day)
Change Shape *® (concentrate, divine, polymorph, transmutation)
« Lizard Speed 20 feet; Melee jaws +8 (agile, finesse), Damage 1d8+1
piercing
» Octopus size Small; Speed 20 feet, swim 30 feet; Melee tentacle +8
(finesse), Damage 1d8+1 bludgeoning plus Grab; Melee beak +8 (agile,
finesse), Damage 1d6 piercing plus 2 poison
« Scorpion size Small; Speed 30 feet; Melee pincer +8 (agile, finesse), Damage
1d6+1 bludgeoning plus Grab; Melee stinger +8 (agile, finesse), Damage 1d6+1
piercing plus 1d4 poison
Soul Lock *¥¥¥ (death, divine, necromancy) Once per day, a cacodaemon can ingest the soul
of a sentient creature within 30 feet that died within the last minute. When it does, the
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cacodaemon grows a fist-sized soul gem (Hardness 2, HP 8) in its gut and can regurgitate

it at any time as an Interact action. Destroying the gem frees the soul within but does INTRODUCTION
not return the deceased creature to life. The caster of a spell to return a creature to life SOUL GEMS AS TREASURE
whose soul is trapped within a soul gem must succeed at a DC 30 Religion check. On a Soul gems are traded inillicit ! A-C
success, the soul gem shatters and the creature is returned to life as normal for the spell. markets, a tradition celestials and
By using an Interact action, a fiend can ingest a soul gemi it is holding, condemning psychopomps alike find vile. Soul
the soul to the fiend's home plane. The fiend gains fast healing 5 for 1 minute. gems' value varies, but is generally
worth an amount relative to the
CEUSTODAEMON [BUARDIAN DAEMUN] level of a gem'’s captive soul.
Ceustodaemons are formed from the souls of vile mortals, particularly those who H-K

took efforts to hasten their own death, their willingness shaping them into daemonic

B
|
E

servants. Their otherworldly senses make them useful for protecting vaults and similar

locations on the Material Plane. Ceustodaemons are created to serve, but always £ =N
seek ways to subvert their bindings, so they can rend their mortal summoners’
flesh. The worst type of conjurer calls upon ceustodaemons merely to set them 0-R
free into the world in hopes of currying favor with the powers of Abaddon.

5-T

CEUSTODAEMON CREATURE 6

(NE | uarce | oaevon | Fienp |

Perception +14; darkvision, see invisibility

Languages Common, Daemonic; telepathy 100 feet

Skills Deception +15, Intimidation +13, Stealth +12, Survival +10

Str +5, Dex +2, Con +4, Int +0, Wis +2, Cha + 3

AC 23; Fort +16, Ref +12, Will +12

HP 130; Immunities death effects;
Weaknesses good 10

Speed 25 feet

Melee *¥ jaws +16 (evil, reach 10 feet),
Damage 2d10+5 piercing plus 1d6 evil
and vicious wounds

Melee *¥ claw +16 (agile, evil, magical, reach 10 feet), Damage 2d6+5 slashing plus
1d6 evil and vicious wounds

Divine Innate Spells DC 23; 7th fly, 4th dimension door (at will), 3rd dispel
magic (x2), paralyze, 1st detect alignment (at will; good only); Constant
(2nd) see invisibility .

Breath Weapon *¥® (divine, evocation, fire) The ceustodaemon _
breathes flames in a 30-foot cone. Creatures in the cone take
7d6 fire damage (DC 24 basic Reflex save). The ceustodaemon
and each creature that fails the save catch fire, taking 2d6
persistent fire damage. The breath weapon can't be used 4
again for 1d4 rounds. i

Drawn to Service When bringing a ceustodaemon to another
plane with effects like a planar binding or planar ally ritual,
the primary and secondary skill DCs are reduced by 5, and the
ceustodaemon demands only half the normal cost for its service.

Vicious Wounds On a successful jaws or claw Strike, the ceustodaemon
viciously tears into its victim as similar wounds appear on its .
own body. The target takes an extra 1d6 amount of damage,
and the ceustodaemon takes the same extra damage. If this 3
extra damage to the target is doubled, due to a critical g
hit, the ceustodaemon takes double damage as well.

LEUKODAEMON [PESTILENCE DAEMON]

These skull-headed, vulture-winged daemons are harbingers of

pestilence and servants of their patron Horseman, Apollyon. Manifestations of evil
souls who perished from disease in life, leukodaemons work tirelessly to spread
disease across all the worlds of the multiverse. More than any other daemon,
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THE DAEMONIC PARADOX

leukodaemons cooperate with each other and those who conjure them to mortal

worlds to spread sickness and plague, eschewing personal glory for end results.

Daemons embody a fundamental LEUKODAEMON CREATUREY
paradox—while they are INE | tarce | oaevon | Fienp |
incarnations of death and seek Perception +20; darkvision, plaguesense 60 feet
to devour all that lives, they are Languages Common, Daemonic; telepathy 100 feet
themselves living creatures. Some Skills Acrobatics +18, Intimidation +18, Medicine +20, Religion +20, Stealth +18, Survival +16
I speak of a glorious end time after Str +6, Dex +5, Con +1, Int +3, Wis +5, Cha +3
which reality will finally be free Items +1 striking composite longbow (50 arrows)
i of the contagion that is life itself. Plaguesense A leukodaemon senses any creature with a disease, and it knows the type
¥ Most daemons give no thought to and current stage of all diseases carried by any creature within range.
¥ this paradox. AC 28; Fort +15, Ref +21, Will +19; +1 status to all saves vs. magic
! g HP 155; Immunities death effects, disease; Weaknesses good 10

v Infectious Aura (aura, disease) 30 feet. Leukodaemons radiate infection. All creatures
within 30 feet of a leukodaemon take a -2 status penalty to saves against disease
effects. If a creature within range contracts or progresses a disease, all adjacent
creatures are exposed to the same disease, at the same DC.

Speed 25 feet, fly 40 feet

Melee *¥ jaws +21 (disease, evil, magical, reach 10 feet), Damage 2d12+9 piercing plus

1d6 evil and daemonic pestilence

Melee *® claw +21 (agile, disease, evil, magical, reach 10 feet), Damage 2d8+9

slashing plus 1d6 evil and daemonic pestilence

. Ranged *® composite longbow +21 (deadly 1d10, disease, evil,

magical, propulsive, range increment 100 feet, reload 0, volley
30 feet), Damage 2d8+9 piercing plus 1d6 evil and Daemonic

- Pestilence

A%, Divine Innate Spells DC 26; 5th dimension door; 4th

W\ ~\ dimension door (at will), dispel magic (x2); 1st detect

alignment (at will; good only)

Breath Weapon ®® (evocation, divine) The

s |eukodaemon exhales a cloud of corpse-bloated,

H biting black flies in a 20-foot cone. Creatures within

the cone take 4d8 piercing damage (DC 28 basic Reflex save).

A creature that fails the save becomes sickened 1 (or sickened 2 on a critical failure).

Daemonic Pestilence (disease) The leukodaemon can telepathically communicate
with the afflicted creature at any distance on the same plane; Saving Throw DC 28
Fortitude; Stage 1 carrier (1 day); Stage 2 drained 1 (1 day); Stage 3 drained 2 (1 day);
Stage 4 drained 2 (1 day); Stage 5 drained 3 (1 week); Stage 6 dead

Quicken Pestilence *¥ (divine, manipulate, necromancy) The leukodaemon coaxes

a disease into full bloom. It chooses a target in its aura of pestilence that’s

currently affected by a disease. That creature must attempt a Fortitude

save against the disease as if the interval for the disease’s current stage
had passed.

ASTRADAEMON (VOID DAEMON]

These unnerving, almost reptilian daemons represent death by direct assault

u;’i

against a soul or life-force—the same numbing death they bring with their fell
touch. Rarely seen on the Material Plane, astradaemons spend most of their
time hunting the pathways between the living world and the afterlife. There,
they capture migrating souls, snatching them from their rightful rewards or
punishments and dragging them to Abaddon as tribute to their undying masters.
These horrifying predators of the dead can also be found stalking the banks of
the River of Souls in the Astral Plane, where they constantly hunt for new victims.
Psychopomps have a particular hatred of astradaemons as a result, and clashes
between them and these eerie hunters of the recently departed are indeed the stuff
of legend.



Not all astradaemons limit their hunt to souls. The most notorious of their kind @
serve the Horsemen themselves as assassins. : INTRODUCTION
OTHER DAEMONS
ASTRADAEMON CREATURE 16 As many daemons exist as there A-C
NE | | oaevon | FiEND | are awful ways to die. The bloody
Perception +28; darkvision, lifesense 30 feet, true seeing sangudaemon personifies death
Languages Common, Daemonic; telepathy 100 feet by blood loss, while the skeletal
Skills Acrobatics +28, Intimidation +33, Religion +26, Stealth +28, Survival +26 thanadaemon represents death
Str +5, Dex +6, Con +7, Int +2, Wis +4, Cha +7 from old age. The most powerful
AC 39; Fort +27, Ref +30, Will +26; +1 status to all saves vs. magic daemons are the olethrodaemons, H-K
HP 240; Immunities death effects, negative; Weaknesses good 15 who represent the massive deaths i
Soul Siphon (aura, divine, force, necromancy) 30 feet. An astradaemon draws power caused by apocalypses and the end %
from the souls of the recently slain. If a Small or larger living creature dies within its of entire worlds. 4 L-N
aura, the astradaemon gains 5 temporary Hit Points and a +1 status bonus to attack
and damage rolls for 1 round, unless the creature was slain by an astradaemon’s ' | 0-R

Devour Soul abhility. Incorporeal undead and living spirits traveling outside the
body take 1d8 force damage each round within the daemon’s aura from .
the spiritual pressure as the astradaemon pulls in fragments of their soul. ‘ i

Displacement (divine, illusion, visual) An astradaemon bends light, appearing "’((7("\\
shifted from its true position, though still in the same space. Creatures '''® .
targeting the astradaemon must attempt a DC 11 flat check, as if the { /
astradaemon were hidden, even though it remains observed. Effects such as the [ 7
Blind-Fight feat and halfling’s keen eyes that apply on the flat check against
hidden creatures also apply against a displaced astradaemon. )

Speed 60 feet, fly 60 feet

Melee *® jaws +32 (evil, magical, reach 10 feet), Damage 3d8+9 piercing plus 1d6
evil, essence drain, and Grab

Melee *¥ claw +32 (agile, evil, magical, reach 10 feet), Damage
3d6+9 slashing plus 1d6 evil and Essence Drain

Melee *¥ tail +32 (evil, magical, reach 15 feet), Damage
3d10+9 bludgeoning plus 1d6 evil and Essence Drain

Divine Innate Spells DC 37; 8th discern location, finger
of death; 7th plane shift (x2), 5th dimension door;
4th dimension door (at will), 1st detect alignment
(at will; good only); Constant (6th) true seeing

Devour Soul *® (divine, incapacitation,
necromancy) Requirements The astradaemon
hasn't used an action with the attack trait yet
this turn. Effect The astradaemon draws out
and consumes the soul of a living creature it
has grabbed. The creature must succeed at
a DC 35 Fortitude save or instantly die. If it
dies, the astradaemon gains 10 temporary
Hit Points and a +2 status bonus to attack
and damage rolls for 1 minute, or for 1
day if the victim was 15th level or higher.
A victim slain in this way can be returned
to life normally. A creature that survives is
temporarily immune for 1 minute.

Essence Drain (divine, necromancy, negative) When an
astradaemon hits with its claw, jaws, or tail, it drains the target’s spiritual and
vital essences. The target takes 2d10 negative energy damage and the astradaemon
regains an equal number of Hit Points. The target must succeed at a DC
37 Fortitude save or become doomed 1 and drained 1. If
the target was already drained or doomed, it instead
increases both conditions’ value by 1, to a maximum
of 4.




While most deep gnomes aren’t
particularly religious, they respect
the spirits of nature, especially
those found within earth and
stone. Most deep gnome druids,
known as “rockwardens,” learn
Terran, the language of the Plane
of Earth, in order to speak with

$ these forces, and some can even

i ¥ entreat with earth elementals.
i % The handful of deep gnome
| communities of faith tend to
worship neutral deities, such

as Gozreh, Nethys, Pharasma,
and the gnomish goddess Nivi
Rhombodazzle. In such areas, a
small church to the worshipped
god is erected in the center of
town and is open to the public
around the clock, allowing the
deep gnomes to worship as they
see fit.

DEEP GNOME FAITH

DEEP GNOME

These distant cousins to gnomes are reclusive, underground dwellers.
Svirfneblins, as deep gnomes call themselves, have skin the color of gray or
brown stone. While deep gnome males are bald, women have thin, pale-gray
hair, and all have the large, expressive eyes typical among all gnomes. A deep
gnome is 3 feet tall and weighs approximately 65 pounds. Deep gnomes rarely
interact with those outside of their small cavern communities, and they are
slow to trust outsiders, sometimes keeping them imprisoned for years simply to
prevent them from informing others of the deep gnome settlement.

The first deep gnomes rose in the underground world some time after their
early gnome ancestors migrated from the First World to Golarion. A group
of these migrants elected to settle underground instead of on the surface, and
it was from these gnomes that the svirfneblin came to be. Some believe the
gnomes chose the Darklands as their home to watch for and stop any evil fey
who might infiltrate the underground region, but much like the exact reasons
for the gnomes’ relocation, their motivation has been lost to time. Thousands
of years of living in subterranean caverns with little to no light transformed
the physical characteristics of the gnomes living there into those of the deep
gnome of today.

Though deep gnomes may seem dour and recalcitrant at first glance, they
retain the fey blood of their ancestors. In fact, deep gnomes are sometimes more
emotionally erratic than their gnome cousins, lashing out violently at what
seems like the smallest provocation. Such an explosion is often followed by an
extended period of quiet brooding. Despite this, deep gnome communities are
close-knit, as each citizen knows when to give the others the space they require
to process their feelings.

Many deep gnome settlements have clashed with nearby duergar
(pages 138-139) communities for myriad reasons: resources, territory, and even
religion and morality. Over the centuries, some of these disputes have evolved
into full wars, with many lives lost on both sides. Neither deep gnomes nor
duergars are particularly proud of these conflicts, but both insist they were in

the right each time. The ferocity with which most duergars fight has left

a deep impression on the psyches of some deep gnome communities,
leading them to distrust all dwarves and dwarf-like ancestries even
more than other strangers. This can result in non-duergar dwarves
being driven off from deep gnome cities before being able to explain
themselves. A dwarf and even those traveling with a dwarf require patience
and tenacity when attempting to deal with deep gnomes holding such views.
Svirfneblins value crafting and many decorate their cavernous homes with
paintings on the walls, often incorporating the rock in clever ways. They also
value crystals and gems, making jewelry and beads that they string through
their hair.

DEEP GNOME SCOUT

Deep gnome scouts patrol the tunnels that lead into their

settlements. Some scout alone to make the most of their
stealth, but others form groups for the sake of safety.

DEEP GNOME SCOUT

(N | svact | ovove | Humanom |
Perception +7; darkvision

Languages Gnomish, Undercommon
Skills Acrobatics +7, Nature +5, Stealth +7 (+10 underground), Survival +5
Str +2, Dex +4, Con +2, Int +0, Wis +2, Cha -1

Items light pick, sling (20 bullets)

AC 17; Fort +7, Ref +9, Will +5

HP 18

CREATURE 1




Speed 20 feet

Melee *¥ light pick +7 (agile, fatal d8), Damage 1d4+2 piercing N4 INTRODUCTION
Ranged ‘¥ sling +9 (propulsive, range increment 50 feet, reload 1), Damage FEW FRIENDS BELOW

1d6+1 bludgeoning Most who dwell in the Darklands A-C
Primal Innate Spells DC 14; 1st illusory disguise are sinister and cruel. While deep
Hidden Movement If the deep gnome scout starts its turn undetected or hidden to a gnomes are not, those who seek

creature, that creature is flat-footed against the deep gnome scout’s attacks until the their aid should remember that

end of the turn. they don't welcome strangers

with open arms. In the brutal

DEEP GNOME WARRIOR Darklands, such traits are seized H-K
Deep gnome warriors are quick to charge into battle but focus on defending upon by its denizens and treated i
their kin and their homes over more aggressive tactics when a choice as much as weaknesses as i
is available. they are strengths.
DEEP GNOME WARRIOR CREATURE 2 -_ W
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Perception +7; darkvision

Languages Gnomish, Undercommon

Skills Athletics +8, Intimidation +5, Stealth +5

Str +4, Dex +2, Con +3, Int +0, Wis +1, Cha -1

Items heavy crossbow (20 bolts), spear, steel shield (Hardness 5, HP 20, BT 10), studded
leather armor

AC 18 (20 with shield raised); Fort +9, Ref +8, Will +5

HP 34 )

Attack of Opportunity 2 -

Shield Block 2 :

Speed 20 feet

Melee *® spear +10, Damage 1d6+4 piercing

Ranged *® heavy crosshow +8 (range increment 120 feet, reload 2), Damage
1d10 piercing

Primal Innate Spells DC 15; 1st illusory disguise

DEEP GNOME ROCKWARDEN

Deep gnome rockwardens follow druidic teachings and commune with
the natural elemental influences and denizens of the Darklands. They
know that not everything that lives below ground is sinister and
evil, but they also understand that all primal spirits and entities
must be respected.

APPENDIX

DEEP GNOME ROCKWARDEN CREATURES 3%
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Perception +14; darkvision

Languages Gnomish, Terran, Undercommon

Skills Crafting +9, Diplomacy +11, Nature +14, Stealth +9

Str +1, Dex +2, Con +3, Int +0, Wis +5, Cha +2

Items hide armor, pick, primal focus, scroll of nondetection, sling (10 bullets)

AC 22; Fort +12, Ref +9, Will +14

HP 63

Speed 15 feet

Melee *¥ pick +10 (fatal d10), Damage 1d6 piercing

Ranged *® sling +11 (propulsive, range increment 50 feet), Damage 1d6
bludgeoning

Primal Prepared Spells DC 24, attack +14; 3rd blindness, meld into stone; S8
2nd acid arrow, deafness, spider climb; 1st ant haul, shocking grasp,
ventriloquism; Cantrips (3rd) acid splash, detect magic, prestidigitation,
produce flame, read aura

Primal Innate Spells DC 21; 1st illusory disguise




The most powerful demons are
known as demon lords (the term
is gender neutral in this case).
Of these divinities, Lamashtu is
¥ the most powerful. Countless
other demon lords exist, including
Abraxas, Cyth-V'sug, Kabriri,

and Zura.

j
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DEMONIC DEITIES

DEMON

When a sinful mortal soul is judged and sent on to the Abyss, it can become a
deadly fiend—a demon. Demons are living incarnations of sin—be they classic
sins like wrath or gluttony, or more “specialized” depravities like an obsession
with torture or the act of treason or treachery. Once formed, a demon’s driving
goals are twofold—the amassing of personal power, and the corruption of mortal
souls to cause them to become tainted by sin. In this way demons ensure a never-
ending supply of new demons to bolster their ever-growing ranks in the Abyss.

QUASIT

Unlike other demons, quasits are formed when a mortal spellcaster sheds a portion
of their own sinful soul to create a familiar or companion. When these quasits outlive
their creators, they become free willed and seek methods of returning to the Abyss,
a task that requires pledging servitude to more powerful demons, so many quasits
instead opt to remain on the Material Plane to promote evil and hope for chance and
luck to someday provide them with a method of reaching the Abyss on their own.

QUASIT CREATURE 1
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Perception +7; darkvision
Languages Abyssal, Common; telepathy (touch)
Skills Acrobatics +7, Arcana +4, Deception +7, Intimidation +5, Religion +5, Stealth +7

Str -1, Dex +4, Con +0, Int +1, Wis +2, Cha +2
Abyssal Knowledge When a quasit offers Aid for an Arcana or Religion check, it gets the
critical success result on any success and gets the critical failure result on any failure.
AC 17; Fort +4, Ref +10, Will +7
HP 25; Weaknesses cold iron 3, good 3
Virtue Aversion The quasit's link to a mortal soul gave it birth, but it presents a
vulnerability. Once per round, a creature can present an object related to something
virtuous or good in the life of the quasit’s creator (such as a beloved daughter’s doll) as
an Interact action to automatically deal the quasit 2d6 mental damage.
Speed 15 feet, fly 35 feet
Melee *¥ claw +9 (agile, evil, finesse, magical, poison), Damage 1d6-1 slashing plus 1d4
evil and quasit venom
Divine Innate Spells DC 17; 4th read omens; 2nd detect alignment (at will; good only),
invisibility (at will, self only); st fear; Cantrips (1st) detect magic
Abyssal Healing *® (concentrate, divine, healing, necromancy) Frequency once per
round; Effect The quasit restores 1d6 HP to itself.
Change Shape *® (concentrate, divine, polymorph, transmutation)
« Bat echolocation 40 feet; Speed 15 feet, fly Speed 30 feet; Melee fangs +7, Damage
1d4-1 piercing; Melee wing +7 (agile), Damage 1d4-1 bludgeoning
« Centipede Speed 10 feet, climb 10 feet; Melee mandibles +7 (poison), Damage 1
piercing plus 1d4 poison
« Toad scent (imprecise) 30 feet; Speed 5 feet; Melee jaws +7, Damage 1 bludgeoning
+ Wolf size Medium; scent (imprecise) 30 feet; Speed 40 feet, climb 10 feet; Melee
jaws +7, Damage 1d10-1 piercing plus Knockdown
Quasit Venom (poison) Saving Throw DC 17 Fortitude; Maximum Duration 6 rounds; Stage 1
1d6 poison (1 round); Stage 2 As stage 1; Stage 3 1d6 poison and slowed 1 (1 round)




SUCCUBUS [LUST DEMON]) ._
Succubi are manifestations of the sin of destructive lust, and they are the most A INTRODUCTION
attractive of all demons—as befits their role in seducing mortals to fall to sin. The THE NATURE OF CHAOS

concept of gender is fluid to a succubus, as they can adopt countless humanoid Some say that the nature of chaos | A-C
forms of any gender to aid in their goals. Most succubi have a feminine true form inherently precludes cooperation

(incubi, which usually have a masculine true form, are a different kind of demon), and subtlety, but demons are

but regardless of gender, a lust demon is supernaturally beautiful or handsome, proof of the fallacy of this claim.

but with curving horns, bat wings, sharp claws, and a sinuous tail.
When disguised as a mortal humanoid on the Material Plane, a succubus
whispers into the ears of mortals, urging them to pursue their darkest and

most destructive desires and pushing them into depravity, using magic only if bk
persuasion fails. While mortals often fixate on succubi’s application of sexual

lust, these demons are can easily exploit lust for power, knowledge, fame, or L-N
any other desire as easily as more carnal appetites. Their ability to infiltrate =

societies makes them excellent spies, assassins, and political saboteurs as
well. Ultimately, the succubus enjoys all means of upending mortal culture.

SUCCuUBUS CREATURE 7

FEception +15; darkvision

Languages Abyssal, Celestial, Common, Draconic, three additional mortal
languages; telepathy 100 feet, tongues

Skills Acrobatics +14, Deception +18, Diplomacy +20,
Intimidate +16, Religion +13, Society +15, Stealth +14 '

Str +2, Dex +3, Con +4, Int +4, Wis +2, Cha +7 \

AC 23; Fort +15, Ref +14, Will +17; +1 status to all saves vs. magic '

HP 100; Weaknesses cold iron 5, good 5

Rejection Vulnerability As succubi are beings of pure lust, creatures
that reject their lust can metaphysically harm them. When a
succubus fails a Diplomacy check to Embrace or Request, or when
a creature succeeds at its save against a succubus's mental spell
or ability, the succubus takes 2d6 mental damage. For one hour
after causing mental damage to a succubus in this way, a creature
can deal 2d6 mental damage to the succubus with a successful
Demoralize incorporating its rejection.

Seductive Presence (aura, charm, emotion, mental) 10 feet. Any
creature in the aura that could be sexually attracted to a succubus
takes a -2 circumstance penalty to checks and DCs to oppose the
succubus's mental spells, Deception, and Diplomacy.

Speed 25 feet, fly 35 feet

Melee *¥ claw +16 (agile, evil, finesse, magical), Damage 2d8+8 slashing plus
1d6 evil

Divine Innate Spells DC 26; 6th dominate; 5th dimension door; 4th
dimension door (at will), suggestion (at will); 3rd mind reading (at will);
2nd detect alignment (at will); 1st charm (at will) Constant (5th) tongues

Divine Rituals DC 26; Abyssal pact

Change Shape *® (concentrate, divine, polymorph, transmutation) The
succubus can take on the appearance of any Small or Medium humanoid. This doesn't
change their Speed or their attack and damage modifiers with their Strikes, but it
might change the damage type their Strikes deal (typically to bludgeoning).

Embrace *¥ (attack) The succubus attempts to Grapple a creature using their Diplomacy
bonus instead of Athletics. If the creature is willing, the succubus grapples it automatically.

Passionate Kiss *¥ (divine, emotion, enchantment, mental) Frequency Once per round.
Effect The succubus engages a creature they have grabbed in an embrace or other
act of passion to drain its vital essence. The kiss makes the creature drained 1 or
increases its drained condition by 1, to a maximum of 4. The creature takes 3d6
negative damage and the succubus regains Hit Points equal to the damage dealt.




i DER) BESTIARY

_ The target must succeed at a DC 26 Will save or be affected by a suggestion to submit
- to more actions of passion rather than trying to Escape.

WHAT MAKES A SIN? Profane Gift *»¥® (divine, enchantment, mental); Frequency once per day. Effect The

Some classify sin into seven succubus on can give a willing humanoid a profane gift. That creature gains a +1 status
categories—envy, gluttony, greed, bonus to attack rolls, skill checks, and saving throws. As long as the gift persists, the
lust, pride, sloth, and wrath. While succubus can communicate telepathically with the target at any distance, see through
these sins embody some of the most the creature's senses, and target the creature with suggestion through the telepathic
powerful and numerous demons, far link. In addition, the creature uses an outcome one degree of success worse than it rolls
more than seven demons exist. Any on saving throws against the lust demon's suggestions.
( act of cruelty or destruction a mortal A humanoid can't have more than one profane gift at a time, and a succubus can't
& takes to gratify the self at others’ grant more than one profane gift at a time. Removing the gift requires an atone ritual. The
expense is, in effect, a sin, and any succubus can remove the gift as a free action to give the recipient a permanent stupefied
such act can spawn a 3 condition. A 4th-level restoration spell is required to reduce this stupefied condition by 1.
demon from a soul in A summoned succubus can't grant a profane gift.

the afterlife.
VROCK [WRATH DEMON]

When the gates to the Abyss swing wide, the first demons through are often
vrocks, vulture-headed scions of rage who wheel through the air on black wings
or dance with the exultation of their fiendish power. Their hatred for mortals is
matched only by their desire to inflict suffering through
their horrible screech or their devastating dance.
Vrocks form from the souls of hateful mortals
who are thus given another chance to inflict their

rage on the world.

Vrocks often travel in small groups so as to make the
best use of their dance of ruin ability, but they rarely
appear in groups larger than four. Against small groups

and individuals, they swoop down without fear, hoping

to play with their prey before going for the kill. Against
formidable foes, they are just as happy to fly above, using
their dance of ruin to cast a storm of lightning down on them.

VROCK CREATURE 9
ce | uaree | oevon | Fien |
Perception +18; darkvision
Languages Abyssal, Celestial, Draconic; telepathy 100 feet
Skills Acrobatics +18, Intimidation +18, Performance +18,
Religion +18, Stealth +18, Survival +16
Str +6, Dex +3, Con +5, Int +2, Wis +3, Cha +3
AC 28; Fort +20, Ref +18, Will +15; +1 status to all saves vs. magic
HP 185; Weaknesses cold iron 10, good 10; Resistances electricity 10
Attack of Opportunity 2 If the vrock is flying and a creature triggers an
attack of opportunity, the vrock can make 2 Strikes with its talons against
that creature instead of 1 Strike.
Peace Vulnerability A vrock’s wrath is the heart of their essence, and forcing
peace upon them wrenches at their soul. If they fail a save against calm emotions
or a similar effect forcing them to be peaceful, a vrock takes 4d6 mental damage.
Speed 25 feet, fly 35 feet
Melee *® beak +21 (evil, magical, reach 10 feet), Damage 3d8+9 piercing plus 1d6 evil
Melee *¥ claw +21 (agile, evil, magical, reach 10 feet), Damage 3d6+9 slashing plus 1d6 evil
Melee *® talon +19 (agile, evil, magical, reach 10 feet), Damage 2d6+8 slashing plus 1d6 evil
Divine Innate Spells DC 26; 5th dimension door; 4th dimension door (at will); 2nd
mirror image
Divine Rituals DC 26; Abyssal pact
Dance of Ruin *¥¥? (divine, electricity, evocation, manipulate, move) The vrock dances
in flight and chants to create a ruinous explosion of electricity. If more vrocks within
30 feet want to join the dance, the vrock can delay the dance to wait for more vrocks;




in that case, the effect occurs after the last vrock uses Dance of Ruin or one of the

vrocks chooses to complete that round of the dance. Each non-demon creature in a — INTRODUCTION
20-foot emanation from any of the dancing vrocks takes 2d12 electricity damage DEMONIC POSSESSION
(DC 28 basic Reflex save). For each additional vrock that joins the dance, the damage Some demons specialize in the art A-C
increases by 1d12 and the save DC increases by 1 (to a maximum of four vrocks dealing of possessing creatures or objects
5d12 damage with a DC 31 save). The vrocks can continue dancing by using Dance of to spread fear and chaos. In such
Ruin each round, for up to 3 rounds in total. The emanation’s size increases by 20 feet cases a demon gains a powerful
each round, and the damage increases by 1d12 per vrock each round. disguise with which to work its
Spore Cloud ¥ (disease, poison) The vrock emits a cloud of spores from their body, evils upon the world, a subterfuge
dealing 2d8 poison damage to all adjacent creatures. Each creature damaged this way that delights the demon. H-K

must succeed at a DC 28 Fortitude save or take 2d8 persistent piercing damage as the i
spores penetrate its skin and grow into thick, green vines. The vines cease growing

after 10 rounds, and they wither away in 1d4 days if not shaved off before then. The L-N
vines can be destroyed if the creature is affected by a good spell or if holy water is
applied to the vines (with an Interact action). Once the vrock uses Spore Cloud, the 0-R
ability can’t be used for 1d6 rounds.

Stunning Screech *® (auditory, divine, incapacitation, sonic) Frequency once per minute. S-T

Effect The vrock emits a shrill screech. Each non-demon creature within a 30-foot
burst must attempt a DC 28 Fortitude save. On a failure, the creature is stunned 2,
and on a critical failure, it's stunned 3.

GLABREZU [TREACHERY DEMON]

Glabrezus are looming behemoths who revel in the act of twisting
mortal desires into their ultimate ruin, betraying and manipulating as

easily as they breathe. Desires granted by a glabrezu always come to
fruition in the most destructive way possible, turning a wish or hope
into a potent and devastating act of betrayal—although the long-term
repercussions are not always immediately apparent. For example, a
struggling weapon smith might wish for fame and skill at their craft, only
to find that their best patron is a cruel and sadistic murderer who uses the
weapons in bloody sprees. Or a lonely widower might have his desire granted
in the form of a lost love returned to “life” as a vampire. Glabrezus
are nothing if not creative in addressing a mortal’s needs.
These massive demons have enormous pincers and
a pair of smaller humanoid arms sprouting from their
chests, but their size belies their skill at magic, and they possess
formidable innate spells. Treachery demons arise from the
souls of mortals engaged in treason and deception.

GLABREZU CREATURE 13
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Perception +24; darkvision, true seeing

Languages Abyssal, Celestial, Draconic; telepathy 100 feet, tongues

Skills Deception +28, Diplomacy +26, Intimidation +26, Religion +22, Society +22, Stealth +21

Str +7, Dex +2, Con +7, Int +3, Wis +3, Cha +7

AC 34; Fort +26, Ref +19, Will +24; +1 status to all saves vs. magic

HP 280; Weaknesses cold iron 10, good 10

Truth Vulnerability A glabrezu's lies sustain them, and the truth can destroy them.
Whenever a revelation effect counteracts or reveals the glabrezu’s illusions or the
glabrezu fails a save against an effect that would prevent them from lying (such as zone
of truth), the demon takes 3d6 mental damage. They take this damage only once
per effect, even if the effect reveals multiple illusions or prevents multiple lies.

Speed 35 feet

Melee *¥ pincer +27 (deadly 2d10, evil, magical, reach 15 feet), Damage 3d10+13
bludgeoning plus 1d6 evil and Grab

Melee ¥ claw +27 (agile, evil, magical, reach 10 feet), Damage 3d6+13 slashing
plus 1d6 evil
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Melee *¥ jaws +27 (evil, magical, reach 10 feet), Damage 3d12+13 piercing plus 1d6 evil
Divine Innate Spells DC 34; 7th illusory disguise (at will), reverse gravity; 6th dispel magic (at
SINFUL DESTRUCTION will); 5th dimension door; 4th confusion (at will), dimension door (at will); 2nd mirrorimage
While they enjoy causing (at will); Cantrips (7th) telekinetic projectile; Constant (6th) true seeing; (5th) tongues
destruction themselves, most Divine Rituals DC 34; Abyssal pact
demons prefer to trick and tempt Captive Rake *¥ Requirements A creature is grabbed in the glabrezu’s pincer. Effect The
mortals into falling to sin of their glabrezu pulls the grabbed creature up to 5 feet closer, then makes two claw Strikes
own valition. against it. Those Strikes count as one attack when determining a treachery demon’s
multiple attack penalty, and the penalty doesn't increase until after both Strikes.
Steady Spellcasting When a reaction would disrupt a glabrezu's spell, the demon can
attempt a DC 15 flat check, avoiding the disruption on a success.
Sudden Betrayal A glabrezu can always use Deception when rolling initiative as
long as they're aware of at least one opponent before initiative is rolled. When using
Deception for initiative, the demon gains a +2 circumstance bonus to Deception.
Treacherous Veil A glabrezu's illusory disguise can allow it to appear as a creature of any size.
Twisted Desires (divination, divine) Once per month, a glabrezu can grant a mortal
humanoid the effects of a miracle spell granted by an Abyssal patron, though the
glabrezu always perverts the miracle according to their own treacherous nature.

SHEMHAZIAN [MUTILATION DEMON]

Shemhazians rise from the souls of torturers and those who reveled in

mutilating the physical bodies of their victims. Standing 35 feet tall, a
shemhazian is well equipped with a wide range of talons, claws, and fangs to
continue inflicting such torments on those it encounters.

Shemhazians delight in visiting torment upon mortals, of course, but
more than most demons, these fiends revel in sharing the pain with their
own kind. Other demons fear and hate shemhazians for this reason, with
only the most powerful willing to work with a shemhazian to achieve a
shared goal. Even then, the shemhazian is always on the watch for an opportunity
to bring pain and suffering to its allies along with any foe.

SHEMHAZIAN CREATURE 16
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Perception +30; darkvision, scent (imprecise) 60 feet, true seeing

Languages Abyssal, Celestial, Draconic; telepathy 100 feet

Skills Athletics +31, Deception +25, Intimidation +27, Medicine +28,

Religion +30

Str +9, Dex +5, Con +7, Int +0, Wis +6, Cha +3

AC 39; Fort +32, Ref +26, Will +27; +1 status to all saves vs. magic

HP 350; Weaknesses cold iron 15, good 15

Paralyzing Gaze (aura, divine, enchantment, visual) 30 feet. A

non-evil creature that ends its turn in the aura must attempt a

DC 35 Fortitude save. If it fails, it's slowed 1 for 1 round, and

if it critically fails, it is instead paralyzed for 1 round.

= Succor Vulnerability A shemhazian's mutilation is a
part of them, and they can't bear to see it reversed.
The first time each round that a creature heals from
damage the shemhazian dealt on their last turn, the

demon takes 3d6 mental damage.

Tail Whip 2 Trigger A creature within reach of the

shemhazian’s tail leaves a square during a move action it's using. Effect The

shemhazian attempts to Trip the triggering creature. On a success, the creature also
takes damage as if the shemhazian had hit with a tail Strike, and if the creature was
flying, it falls 30 feet.

Speed 35 feet, climb 20 feet, fly 35 feet (from fly)

Melee *¥ jaws (evil, magical, reach 20 feet) +33, Damage 3d12+17 piercing plus 1d6 evil
and enfeebling bite




Melee *¥ claw (agile, evil, magical, reach 20 feet) +33, Damage 3d8+17 slashing plus 1d6 evil

Melee *¥ pincer (evil, magical, reach 20 feet) +33, Damage 3d8+17 bludgeoning plus 1d6 INTRODUCTION
evil and Improved Grab DEMONIC LOCATIONS
Melee *¥ tail (evil, magical, reach 30 feet) +33, Damage 3d6+17 slashing plus 1d6 evil The sprawling, heaving, changing A-C

Divine Innate Spells DC 37; 8th divine decree (evil only); 5th dimension door, prying eye realm of the Abyss is the planar

(x3); 4th clairvoyance (x3), dimension door (at will); 2nd invisibility (at will); home of demonic life,

Constant (7th) fly, true seeing but demons can be found
Divine Rituals DC 36; Abyssal pact anywhere the capacity to
Enfeebling Bite (divine, necromancy) If the sin exists. Evil or foolish

shemhazian's jaws Strike damages a creature, the i conjurers are fond of H-K

target is enfeebled 3. The target can attempt a DC calling upon demons for i

37 Fortitude save to reduce this to advice or darker needs. '

enfeebled 1 (or be unaffected on a When the Abyss wears

critical success). through the boundaries of
Focused Gaze *¥ (concentrate, divine, reality to create wound-like
enchantment, incapacitation, visual) portals into other worlds,

The shemhazian focuses their gaze demons can spill over to

on a non-evil creature they can see wreak incredible havoc.

within 30 feet. If that creature isn't
already slowed by the shemhazian's
paralyzing gaze, it must attempt a save

against the shemhazian's paralyzing gaze. If that

creature is slowed, it must succeed at a DC 35

Fortitude save or be paralyzed for 1 round. A

shemhazian can't use this ability against the

same creature more than once per round.
Rend *¥ claw

MARILITH [PRIDE DEMON])

Mariliths are the generals of the Abyss, formed from the souls of proud evil
mortals, often warlords and despots. They appear as tall and powerfully built
humans from the waist up with snake tails and six arms. Because of Lamashtu’s

prominence over other demonic deities, most pride demons encountered by
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mortals take female form, but they can be of any gender.

Mariliths are among the greatest tacticians in the Abyss, and they have an
almost supernatural knack for understanding the ripples of chaos and the
unpredictable nature of demonic life. Their ability to command armies rises as
much from their commanding presence as it does their ability to read into the
potential results of any possible act and a sufficient understanding of the flow of
entropy to allow them to predict likely outcomes.

MARILITH CREATURE 17
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Perception +30; darkvision, true seeing

Languages Abyssal, Celestial, Draconic; telepathy 100 feet

Skills Acrobatics +33, Deception +30, Diplomacy +30, Intimidation +32,
Religion +29, Stealth +29, Warfare Lore +31 &

Str +8, Dex +6, Con +6, Int +4, Wis +4, Cha +7 E3

Items longsword (6) &

AC 40; Fort +31, Ref +29, Will +27; +1 status to all saves vs. magic

HP 380; Weaknesses cold iron 15, good 15

Commander’s Aura (aura, divine, enchantment) 100 feet. Commanded
or allied evil creatures in the aura of lower level than the marilith
gain a +1 circumstance bonus to attack rolls, damage rolls, AC, saves,
and skill checks.

Failure Vulnerability A marilith’s pride feeds their strength, so the sting of
failure wounds them. If the marilith uses a damaging spell or makes a Strike on
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their turn but doesn't deal any damage that turn, they take 3d6+10 mental damage at the
— end of their turn and their commander’s aura deactivates until the end of their next turn.
DEMONIC SOURCES Attack of Opportunity 2 A marilith gains 5 extra reactions per round that they can use

When a sinful mortal soul is only to make Attacks of Opportunity. The demon can't use more than one on the same
consigned to the Abyss, it spends triggering action, even if a creature leaves several squares in the marilith's reach, and the
time wallowing in the mire and marilith must use a different weapon for each Attack of Opportunity.
feeding on filth. If it survives Speed 40 feet, fly 40 feet (from fly)
and is not itself eaten, the soul Melee *¥ cold iron silver longsword +35 (evil, magical, reach 10 feet, versatile P), Damage
eventually ascends into a demon, 3d8+16 slashing plus 1d6 evil
as influenced by the nature of Melee *¥ tail +33 (evil, magical, reach 10 feet), Damage 3d12+16 bludgeoning plus 1d6
its sin, yet most demons evil and Grab
are themselves capable Divine Innate Spells DC 38; Sth blade barrier (x2), weapon storm (x2); Sth dimension door;
of reproduction as well. The 4th dimension door (at will); Constant (6th) true seeing; (4th) fly

Divine Rituals DC 38; Abyssal pact
Bladestorm *¥® The marilith makes up to six longsword Strikes,
each against a different target. These attacks count toward the
marilith's multiple attack penalty, but the multiple attack penalty
doesn't increase until after all the attacks.
Defensive Assault *»® The marilith makes two Strikes, each with a
different weapon, and they use the remaining weapons for protection.
The demon gains a circumstance bonus to AC for 1 round equal to
the number of weapons not used for attacks. If the marilith
later uses any of those weapons to attack (including for an
Attack of Opportunity), the bonus to AC decreases by 1 for
each weapon used.
Focused Assault *¥® The marilith attacks a single target
with all the weapons they wield in their arms, overwhelming
the target with multiple attacks and leaving almost nowhere to dodge.
The demon makes a longsword Strike. On a successful attack, the marilith
deals longsword damage to the target, plus an additional 1d8 damage for every
longsword they wield beyond the first (typically 5d8 extra damage).
Even on a failed attack, the marilith deals the damage from one
longsword to the target, though they still miss completely
N Xy on a critical failure. This counts toward the marilith's
multiple attack penalty as a number of attacks equal
‘ “{ ! to the number of longswords the pride demon wields.
Greater Constrict *® 2d12+13 bludgeoning,
DC 39
Infuse Weapons (divine, evocation) Any
weapon becomes a +2 greater striking weapon
made of cold iron and silver while a marilith
wields it. The marilith can change its evil damage
to chaotic whenever it attacks.

BALOR [FIRE DEMON]

When folk whisper frightened tales of the demonic, what most

fecundity of demonic life is
perhaps the greatest—and most
threatening—aspect of these
dangerous fiends.

P

4

envision is the balor—a towering figure of fire and flesh, a horned
nightmare armed with a flaming whip and a sword flying through the
night in search of its latest victim. On the Abyss, balors serve demon lords as
generals or captains, and they typically command vast legions of demons. Standing
at 14 feet in height, only the cruelest mortal souls—those who devoted entire lives to
sins too numerous to count—can fuel the formation of a balor. More often, a balor
forms from a mass of dozens of mortal souls who shared debased ideologies in life.

BaLor Loros
Those rare few balors who form from single souls are the ones most likely to
eventually transcend the notable power they already wield, becoming a nascent



demon lord. These balor lords are each unique creatures of 21st to 25th level in
power who rule their own realm in the Abyss. In time, a balor lord can further
develop into a unique creature with wildly different powers, even ascending to the
role of a true demon lord.

BALOR

ce ) tace | oevon | mien |

Perception +36; darkvision, true seeing

Languages Abyssal, Celestial, Draconic; telepathy 100 feet

Skills Acrobatics +35, Athletics +37, Deception +36, Diplomacy +32, Intimidation +38,
Religion +32, Society +32, Stealth +33

Str +9, Dex +7, Con +9, Int +6, Wis +6, Cha +8

Items longsword

AC 45; Fort +39, Ref +35, Will +34; +1 status to all saves vs. magic

HP 480; Immunities fire; Weaknesses cold 20, cold iron 20, good 20

Aura of Flame (aura, divine, evocation, fire) 20 feet. A foe that starts its turn in the
aura takes 3d6+10 fire damage, or 6d6+20 fire damage if the balor has grabbed or
restrained it. A creature that hits a balor with an unarmed Strike takes 3d6+10 fire
damage, and weapons that hit a balor take 3d6+10 fire damage.

Attack of Opportunity 2 The balor can use Attack of Opportunity when a creature within
their reach uses a concentrate action, in addition to its normal trigger. They can disrupt
triggering concentrate actions, and they disrupt actions on any hit, not just a critical hit.

Death Throes (death, divine, evocation, fire) When a balor dies, their body explodes in
a 100-foot aura of intense demonic flame. All creatures and objects in range take
16d10 fire damage (DC 45 basic Reflex save). Because the flame is infused with
Abyssal energy, creatures in the area apply only half their usual fire resistance.
Creatures with immunity to fire use an outcome one degree of success better than
what they rolled, instead of gaining the usual benefit of immunity. The bodies of
creatures reduced to O Hit Points by a balor’s death throes are completely incinerated
into fine ash.

Speed 35 feet, fly 70 feet

Melee *® vorpal cold iron silver longsword +40 (evil, magical, reach 10 feet, versatile P),
Damage 4d8+17 slashing plus 1d6 evil

Melee *¥ cold iron silver flame whip +40 (disarm, evil, fire, magical, reach 20 feet, trip),
Damage 4d6+17 fire plus 1d6 evil, Improved Grab, and whip reposition

Divine Innate Spells DC 44; 10th dimension door, divine decree (x2); 8th dispel magic (at
will); 6th dominate (at will); 5th dimension door (at will); Cantrips (10th) telekinetic
projectile; Constant (6th) true seeing

Divine Rituals DC 44; Abyssal pact

Dimensional Dervish A balor can cast their 5th-level innate dimension door with only a
single action.

Dispelling Strike € Frequency once per round. Trigger The balor hits a creature, object,
or spell effect with a weapon Strike. Effect The balor casts an innate dispel magic on
the target of the triggering Strike.

Infuse Weapons (divine, evocation) Any weapon a balor wields becomes a +3 major
striking vorpal weapon made of cold iron and silver while the demon holds it. A
weapon that isn't eligible for the vorpal rune doesn't gain its effects. The balor can
change its evil damage to chaotic whenever it attacks. The demon can conjure a whip
made of flames with an Interact action. This whip gains the same benefits as other
weapons the balor wields.

Lifedrinker € (divine, healing, necromancy) Trigger The balor kills a living creature that
is at least 15th level. Effect The balor drinks the triggering creature’s life force and
regains 10d8+80 Hit Points.

Whip Reposition When a balor grabs a creature with a whip Strike, they can move the
creature to any space in the whip'’s reach. The balor can move without ending the grab
as long as the creature remains within the whip's reach, and the balor can move the
creature to any other space in the whip's reach with an Interact action.

CREATURE 20
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OTHER DEMONS

The Abyss may be the largest of
the Outer Planes, and mortals

have an equally large capacity to
betray themselves, society, and the
natural order of reality. With this
limitless source for increasingly
specialized sins, the Abyss is
constantly generating new types of
demons to plague reality. While the
vast majority of these are swiftly
destroyed and never rise again,
enough survive that dozens, if

not hundreds, of types of demons
are known to exist beyond those
listed here. The shadowy invidiak
is a demon without a body, born

of envious souls. The goat-faced,
flame-hooved brimorak rises

from the souls of arsonists. Slimy,
horned blood demons spawn from
assassins, boar demons from the
greedy... the list goes on and on.

.
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DERO
Deros are short, wiry humanoids with milky white eyes, gray-blue skin,

THE SUN! IT BURNS! and wild shocks of off-white or gray hair. The descendants of a mysterious

Deros are fixated with curing their type of fey abandoned in the deepest, darkest caverns of Golarion, deros are
allergy to sunlight. To understand the subject of fearful legends and folk tales to most of the world’s surface
how the surface dwellers can races. They skulk beneath major metropolitan areas, performing cruel and
withstand the light of the sun, twisted experiments on unwilling subjects. A dero is 3 feet tall and weighs
¥ deros conduct late-night raids on approximately 70 pounds.

surface cities, abducting victims and

performing terrible experiments on DEROD STALKER

£
&‘,' them. Those who survive are often Dero stalkers are those charged with exploring the surface world by night and
returned with much of their memory seeking out new victims to abduct.
1 3 erased and their bodies bearing
® mysterious scars. When these DERO STALKER CREATURE 2
v repressed memories surface, they e | | pero | Humanoi |
lead to wild, hazy recollections of Perception +5; darkvision

being abducted. Languages Aklo, Undercommon
Skills Acrobatics +8, Medicine +3, Stealth +8, Thievery +8
Str +2, Dex +4, Con +3, Int +0, Wis -1, Cha +1
Items aklys (page 85) , giant centipede venom (4 doses), hand crossbow (20 bolts)
AC 19; Fort +7, Ref +10, Will +3
HP 30; Weaknesses vulnerable to sunlight
Vulnerable to Sunlight A dero stalker takes 4 damage for every hour they're exposed
to sunlight.
Nimble Dodge 2 Requirements The dero stalker is not encumbered. Trigger A
creature targets the dero with an attack and the dero can see the attacker. Effect
The dero dodges out of the way, gaining a +2 circumstance bonus to AC against
the triggering attack.
Speed 20 feet

Melee *¥ aklys +8 (trip), Damage 1d6+2 bludgeoning

Ranged *¥ aklys +10 (ranged trip, tethered, thrown 20 feet; page 85), Damage
1d6+2 bludgeoning

Ranged *¥ hand crosshow +10 (range increment 60 feet, reload 1), Damage 1d6
piercing plus giant centipede venom
Occult Innate Spells DC 17; Cantrips (Ist) daze, ghost sound
Sneak Attack A dero stalker deals 1d6 extra precision damage to flat-footed creatures.

DERD STRANGLER

Dero stranglers specialize in capturing living victims, and they are often

called upon to aid in abductions.

DERO STRANGLER CREATURE 3
(o | svac | oero | Humavo |

Perception +6; darkvision

Languages Aklo, Undercommon

Skills Athletics +11, Intimidation +7, Medicine +4, Stealth +10

Str +4, Dex +3, Con +3, Int +0, Wis -1, Cha +2
Items aklys (page 85), hand crossbow (10 bolts), lethargy poison (5 doses), rope (50 feet)
AC 19; Fort +10, Ref +8, Will +6
HP 45; Immunities confusion; Weaknesses vulnerable to sunlight

Vulnerable to Sunlight As dero stalker, but 8 damage.
~ Speed 20 feet
Melee *¥ aklys +11 (trip; page 85), Damage 1d6+6 bludgeoning
Ranged *¥ aklys +10 (ranged trip, tethered, thrown 20 feet), Damage 1d6+6
bludgeoning
| S\ Ranged *® hand crossbow +10 (range increment 60 feet, reload 1), Damage
- 1d6+2 piercing plus lethargy poison




Occult Innate Spells DC 19; 2nd darkness (at will), sound burst; Cantrips (2st) daze, ghost sound

Strangle *¥ (attack, nonlethal) Requirement The dero must have two free hands, or be
wielding an aklys and have one hand free. Effect The dero attempts an Athletics check
to Grab with a +2 circumstance bonus. On a success, the target takes 1d6+6 bludgeoning
damage. Double the damage on a critical success.

DERO MAGISTER

dero magisters are leaders among dero society. They perform the bulk of the cruel
operations and memory-altering procedures inflicted upon their victims.

DERO MAGISTER CREATURE 5

| uncomvoN § ce | svaw | oero | Humanoi | .

Perception +8; darkvision

Languages Aklo, Undercommon

Skills Crafting +12, Medicine +8, Occultism +12, Stealth +11 7 Wi

Str +1, Dex +4, Con +2, Int +3, Wis -1, Cha +5

Items aklys (see below)

AC 22, Fort +10, Ref +13, Will +10

HP 65; Immunities confusion; Weaknesses vulnerable
to sunlight

Vulnerable to Sunlight As dero stalker but 10 damage.

Speed 20 feet

Melee *¥ aklys +10 (trip), Damage 1d6+3 bludgeoning

Ranged *® aklys +13 (ranged trip, tethered, thrown 20
feet), Damage 1d6+3 bludgeoning

Occult Innate Spells DC 24; 4th modify memory; 2nd
darkness (at will), sound burst; Cantrips (1st) daze,
ghost sound

Occult Spontaneous Spells DC 24; 3rd (3 slots)
blindness, vampiric touch; 2nd (4 slots) hideous
laughter, paranoia, spectral hand, touch of idiocy;
1st (4 slots) grim tendrils, magic missile, phantom pain, soothe;
Cantrips (3rd) chill touch, dancing lights, detect magic, forbidding ward,
message

Cytillesh Stare *® (concentrate, incapacitation, mental, visual) Frequency
once per round; Effect The magister focuses their gaze on a creature they
can see within 30 feet. The target is dazzled for 1 round and must succeed
at a DC 24 Will saving throw or be confused for 1 round.

AKLYSES

The aklys is a throwing club with a hook on one end and a lengthy cord attached

to the other. It is an uncommon advanced melee weapon in the club group. It deals
1d6 bludgeoning damage and has 1 Bulk. It requires one hand to use and has the
ranged trip, tethered, thrown 20 feet, and trip weapon traits; the new traits are
described below. Though aklyses aren’t available in most shops, one might be
purchased for 5 gp from a vendor that specializes in strange weapons.

Ranged Trip: This weapon can be used to Trip with the Athletics skill at a distance
up to the weapon’s first range increment. The skill check takes a =2 circumstance
penalty. You can add the weapon’s item bonus to attack rolls as a bonus to the
check. As with using a melee weapon to trip, a ranged trip doesn’t deal any damage
when used to Trip. This trait usually only appears on a thrown weapon.

Tethered: This weapon is attached to a length of rope or chain that allows you
to retrieve it after it has left your hand. If you have a free hand while wielding
this weapon, you can use an Interact action to pull the weapon back into your
grasp after you have thrown it as a ranged attack or after it has been disarmed
(unless it is being held by another creature).

CYTILLESH

Deros grow and ingest a poisonous
fungus called cytillesh, also known
as brain mold. Cytillesh gives off

a pale blue glow and can cause
birth defects and various adverse
effects. Deros aren't fazed by these
detriments, as prolonged exposure
can also slow the effects of aging
and, in rare cases, provide occult
powers to certain individuals
known as “magisters.” Deros can
also brew cytillesh spores into a
poison that creates delusions and
hallucinations.
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Many unique and powerful devils
hold positions of power in Hell.
The most numerous of these are
the infernal dukes, many of whom
¥ were promoted to this position
from already impressive statures
as pit fiends. The supreme ruler of
Hell itself is Asmodeus, the Prince
of Darkness. Between these two
tiers rule the eight archdevils—see
the sidebar on the facing page.
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DIABOLIC DIVINITIES

DEVIL

Masters of corruption and architects of conquest, devils seek both to tempt mortal
life to join in their pursuit of all things profane and to spread tyranny throughout
all worlds. The temptations they offer mortals range from great powers granted
by the signing of an infernal contract to twisted favors following a whispered
pledge to a diabolic patron, or any number of even subtler exchanges. Those who
succumb to these temptations find themselves consigned to an afterlife of endless
torment in the pits of Hell, wherein the only hope of escape lies in the chance of
being promoted to become a devil in the infernal ranks. Every devil has a specific
role to play in the upkeep of the remorseless bureaucratic machine that is Hell,
from soldiers and scholars to inquisitors, lawyers, judges, and executioners. Lowly
lemures and imps perform subservient labor to more powerful and specialized
devils, such as contract devils and erinyes, while the greatest pit fiends command
entire infernal armies.

LEMURE

These shapeless masses of quivering flesh are the least of devilkind. Pathetic creatures
from Hell’s first layer, lemures roam alongside damned and suffering souls. Pit
fiends can combine the essence of a mob of lemures to concentrate their collective
wickedness with a single form, granting it an infernal sentience and transforming it
into a more powerful devil (see the pit fiend’s Devil Shaping ability).

LEMURE CREATURE 0
i fmeowm ] oevie | Feno | Minoess
Perception +0; greater darkvision
Skills Athletics +5
Str +2, Dex +0, Con +3 Int -5, Wis +0, Cha -3
AC 13; Fort +10, Ref +5, Will +3
HP 20; Immunities fire, mental; Weaknesses
good 3; Resistances physical 3 (except
silver), poison 5
Speed 20 feet
Melee *® claw +7 (evil, magical), Damage
1d4+2 slashing plus 1 evil
Subservience Lemures have little
drive of their own, but other devils
can take command of them. A non-
lemure devil can issue a command
to all lemures within 60 feet of it
with a single action, which has the
auditory and concentrate traits. The devil
picks one of the following orders lemures can understand, and the
lemures follow that order. The command and its effects end once
the commander is out of the lemure’s sight, a new command is
issued by the same or another devil, or the lemure dies.
o Kill The lemure attacks one target the commander
singles out and gains a +1 circumstance bonus to attack
L rolls against the target.
o Defend The lemure circles the commander and
attacks any creature that comes near. It gains a +1
circumstance bonus to AC and saves.

Fetch The lemure gains a +10-foot circumstance
bonus to its Speed and attempts to get an object
or person the commander singles out. It attacks
anyone and anything that gets in the way.

e Work The lemure performs drudge work
dictated by the commander.




IMP

Imps are infiltrators and corruptors who, despite their diminutive stature, are
more than capable of subtly influencing a weak-willed individual into performing
increasingly evil acts over time. An imp will often agree to serve a mortal and
act docile and loyal in a long-term plot to eventually damn its master’s soul to
Hell. Imps are born directly from Hell itself, rather than from mortal souls, and
thus they serve outside the usual diabolic hierarchy, granting them leeway to
pursue their specialties. Despite standing a mere 2-feet tall, imps can be vicious
combatants, flying out of reach and turning invisible to escape should the odds
turn against them.

IMP

| FIEND

Perception +7; greater darkvision

Languages Common, Infernal; telepathy (touch)

Skills Acrobatics +7, Arcana +6, Deception +7, Religion +5

Str -1, Dex +4, Con +0, Int +1, Wis +2, Cha +2

AC 17; Fort +5, Ref +9, Will +7

HP 15; Immunities fire; Weaknesses good 3; Resistances physical 3 (except silver),
poison 5

Speed 20 feet, fly 30 feet

Melee *® stinger +9 (agile, evil, finesse, magical), Damage 1d4-1 piercing plus 1d4 evil
and imp venom

Divine Innate Spells DC 17; 4th read omens; 2nd invisibility (at will, self only); 1st charm,
detect alignment (at will, good only); Cantrips (1st) detect magic

Change Shape *® (concentrate, divine, polymorph, transmutation)

« Boar size Medium; scent (imprecise) 30 feet; Speed 40 feet; Melee tusk +9 (finesse),
Damage 1d10-1 piercing

 Giant Spider size Medium; Speed
25 feet, climb 25 feet; Melee
fangs +9 (finesse, poison),
Damage 1d6-1 piercing plus
1d4 poison

o Rat scent; Speed 20 feet;
Melee jaws +9 (agile, finesse),
Damage 1 piercing

» Raven scent; Speed 10 feet, fly
40 feet; Melee beak +9 (finesse),
Damage 1 piercing

Diabolic Healing *¥ (concentrate,
divine,  healing,  necromancy);
Frequency once per round. Effect
The imp regains 1d6 Hit Points.

Imp Venom (poison); Saving Throw
DC 16 Fortitude; Maximum Duration 6
rounds; Stage 11d6 poison and clumsy
1 (1 round); Stage 2 1d6 poison damage,
clumsy 1, and slowed 1 (1 round)

Infernal Temptation *¥ (divine, concentrate,
enchantment, evil, fortune); Frequency
once per day. Effect The imp offers a non-fiend
within 15 feet a bargain, granting a boon of good
luck if the creature accepts. The boon lasts for 1 hour once
accepted. If the creature dies while the boon is in place, its soul
travels to Hell, where it is bound for eternity and unable to be raised
or resurrected except by wish or similar magic. Once during the hour, the
creature can roll an attack roll or saving throw twice and use the higher result.

CREATURE1
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ARCHDEVILS

At any one time, eight archdevils
rule the eight upper layers of Hell,
while the deepest layer is ruled

by Asmodeus. Each archdevil is a
unique demigod with a dedicated
role in guiding the infernal machine
forward. Barbatos is the doorwarden
of Hell's uppermost layer, while
Dispater rules Hell’s largest city.
Mammon guards Hell's treasuries,
and Belial designs new weapons

for Hell's legions. Geryon is the
oldest archdevil and keeper of many
secrets, while Moloch leads Hell's
armies. Baalzebul is a brooding
archdevil who has fallen from
Asmodeus’s favor, while mighty
Mephistopheles was formed from
the plane of Hell itself.
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BARBAZU [BEARDED DEVIL)

Barbazus, known also as bearded devils or infantry devils, are murderous fiends
FIENDISH RELATIONS who satiate their lust for annihilation by serving as the foot soldiers of Hell’s

Devils view daemons’ constant armies, often leading hordes of lesser devils such as imps and lemures into
hunt for souls as a short-sighted battle. Bearded devils wield serrated glaives to inflict jagged gashes that resist
waste of potential, and demons’ healing magic, resulting in tremendous blood loss. When enemies come too

chaotic destruction of society close, bearded devils strike with the spines of their wriggling beards to deliver

and flesh as uncivilized and a wretched contagion called Avernal fever, savoring the sight of their victim’s

obnoxious, but they do not loathe strength being slowly devoured from within.

their fiendish counterparts. Barbazus can be found savagely indulging the whims of evil infernal lords

Indeed, most devils are more from all layers of Hell, rejoicing as they

than willing to take advantage disseminate murder, misery, and anguish

i :{ of daemons and demons as they as they see fit.
‘f can to further their

BARBAZU CREATURE 5
oM} peviL | FiEND |
Perception +13; greater darkvision
Languages Celestial, Common, Draconic,
Infernal; telepathy 100 feet
Skills  Acrobatics  +11,  Athletics
+13, Intimidation +10, Religion +11,
Stealth +11
Str +4, Dex +2, Con +4, Int -2, Wis +2,
s Cha +1
) Items glaive
¥ AC 22; Fort +15, Ref +11, Will +11; +1 status to all
saves vs. magic
HP 60; Immunities fire; Weaknesses good 5; Resistances
physical 5 (except silver), poison 10
Attack of Opportunity 2
Speed 35 feet
Melee *¥ glaive +15 (deadly 1d8, evil, forceful, magical, reach 10
feet), Damage 1d8+7 slashing plus 2d6 evil and infernal wound
Melee *¥ claw +15 (agile, evil, magical), Damage 2d6+7 slashing
plus 1d6 evil
Melee *® beard +15 (magical), Damage 1d6+7 piercing plus
Avernal fever
Divine Innate Spells DC 19; 5th dimension door; 4th dimension door (at will)
Rituals DC 19; infernal pact
Avernal Fever (disease); Saving Throw DC 23 Fortitude; Stage 1 carrier with
no ill effect (1 day); Stage 2 enfeebled 1 (1 day); Stage 3 enfeebled 2 (1 day)
Infernal Wound (divine, necromancy) A bearded devil’s glaive Strike also deals 1d6
persistent bleed damage that resists attempts to heal it. The flat check to stop the
bleeding starts at DC 20. The DC is reduced to 15 only if the bleeding creature or
an ally successfully assists with the recovery.
The DC to Administer First Aid to a creature with an infernal
wound is increased by 5. A spellcaster or item attempting to
use healing magic on a creature suffering from an infernal
wound must succeed at a DC 21 counteract check or the
magic fails to heal the creature.
Reposition © Trigger The devil hits a creature with a glaive
Strike. Effect The devil moves the creature 5 feet in any
direction. The destination square must be within reach of the
devil's glaive. This movement doesn't trigger reactions.
Wriggling Beard *¥ Frequency once per round. Effect The barbazu makes a beard
Strike. This Strike ignores their multiple attack penalty and doesn’'t count toward
that penalty.

own machinations.
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ERINYS [FURY DEVIL)

Erinyes exact vengeance and bloody justice for a creature’s crimes, torturing J INTRODUCTION

and punishing their victims in ironic fashion before allowing them the escape DIABOLIC LOCATIONS

of death. While an erinys appears as a fallen angel and the first erinyes shared The nine layers of Hell are the ! A-C

that origin, erinyes now originate in myriad ways, some promoted from lesser planar home of all devils, and ;

devils and others shaped from lemures themselves forged from the souls of they much prefer its tyrannically

torturers and persecutors. The erinyes’ origin is entwined with Eiseth, herself a ordered environs to anywhere else

fallen angel and one of Hell’s most powerful demigods. The first erinyes were all in the multiverse. Yet devils can

considered to be Eiseth’s metaphorical daughters, but erinyes formed since that be encountered anywhere mortals

time are no longer limited to a single gender. can be tempted by infernal H-K
bargains or seek diabolic aid. On i

ERINYS CREATURE 8 Golarion, the nation of Cheliax is i

(e fmepom] oevie | REnD | particularly aligned with Hell. Its f L-N

Perception +18; greater darkvision, true seeing government is based upon Hell's

Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet organization, and the state church

Skills Acrobatics +17, Crafting +14, Deception +19, is that of Asmodeus.
Diplomacy +15, Intimidation +19, Religion +16,
Stealth +17

Str +5, Dex +5, Con +5, Int +2, Wis +4, Cha +5

Items breastplate, +1 striking composite longbow
(60 arrows), longsword, 100 feet of erinys-hair rope

AC 27; Fort +17, Ref +19, Will +16; +1 status to all saves vs. magic

HP 120; Immunities fire; Weaknesses good 5; Resistances physical
5 (except silver), poison 10

Speed 25 feet, fly 40 feet

Melee *® flaming longsword +19 (evil, fire, magical, versatile P),
Damage 1d8+8 slashing plus 1d6 evil and 1d6 fire

Ranged *® flaming composite longbow +20 (deadly 1d10, evil, fire,
magical, range increment 100 feet, reload 0, volley 30 feet),
Damage 2d8+4 piercing plus 1d6 evil and 1d6 fire

Ranged *¥ rope +19 (magical, range increment 30 feet),
Effect rope snare

Divine Innate Spells DC 26; 5th dimension door; 4th
dimension door (at will), divine wrath, retributive P
pain (Core Rulebook 396); 3rd fear (at
will), 2nd illusory object, illusory disguise - T
(at will); Constant (6th) true seeing

Rituals DC 26; infernal pact

Flames of Fury Any weapon an erinys holds gains the effects of a
flaming rune while they hold it.

Furious Fusillade *¥®® The erinys hovers in place if they are
flying and fires one arrow at any number of creatures in a
30-foot cone. Each attack is rolled separately. This counts as
one attack for the purpose of the erinys's multiple attack penalty.

Rope Snare An erinys carries a coil of rope woven of their hair (use
the statistics for rope) that animates in their hands. When a creature is
hit by the erinys's rope, a segment of the rope tears loose and wraps itself
around the creature, imposing a 10-foot circumstance penalty to Speed. The
piece that tears off is 10 feet long for a Medium or smaller creature, and doubles in
length for each size larger than Medium. When a creature Escapes the effect (DC 26),
the detached segment of rope withers away into useless black sludge.

PHISTOPHILUS [CONTRACT DEVIL)

Contract devils are clerks, scribes, and bureaucrats of Hell rarely found outside
the infernal courts, and then almost always to pursue potential contracts,

tempting mortals to sell their souls in exchange for achieving their worldly
desires. If a target is desirable enough, a phistophilus can offer contracts for



prices seemingly lesser than their soul all at once, though in this case, the devil
~ carefully manipulates the price to drive the signatory toward the forces of
INFERNAL CONTRACTS law and evil, and therefore ultimately to Hell anyway. Contract devils are tall
The infernal contracts created by creatures with skin tones that range from bronze to crimson and large curving
contract devils are not the only horns extending from their bodies, over which they often drape favored or
ways a devil can engage a mortal in important contracts.
a binding agreement, but they are
the most convenient. Other devils PHISTOPHILUS CREATURE10
: must perform complex rituals or I | FEND |
'..- jump through bureaucratic hoops to Perception +21; greater darkvision
*, organize a contract with a mortal, Languages Abyssal, Aklo, Celestial, Common, Draconic, Infernal, Undercommon;
and in most cases the easiest telepathy 100 feet, tongues
i .i“ solution for devils in this situation Skills Arcana +19, Deception +23, Diplomacy +21, Intimidation +21, Legal Lore +25,
is to simply enlist the aid of a Religion +19, Society +19, Stealth +18
contract devil. Str +3, Dex +4, Con +4, Int +7, Wis +5, Cha +5
AC 30; Fort +18, Ref +18, Will +23; +1 status to all saves vs. magic

HP 150; Immunities fire, ward contract; Weaknesses good 10; Resistances physical

. 10 (except silver), poison 10

8\  Ward Contract A signed contract carried by a living contract devil (including
draped over its horns) is immune to damage from all creatures other than
that contract devil. A contract devil is immune to mental effects that would

make it destroy, nullify, or alter a contract.

Speed 25 feet

Melee *¥ binding contract +23 (agile, disarm, evil, magical, reach 10 feet, trip),

Damage 3d6+11 slashing plus 1d6 evil, Grab, and infernal wound

Melee *¥ horn +21 (magical), Damage 3d10+11 piercing and

infernal wound

Divine Innate Spells DC 31; 10th scrying (at will, see infernal

investment) 7th plane shift; 5th dimension door, fireball,
illusory scene, lightning bolt, locate (at will), mind probe,

;‘Q\ sending (at will); 4th dimension door (at will), private

“\f sanctum, silence; 3rd mind reading (at will); Cantrips

(7th) detect magic; Constant (5th) tongues

ﬁ SN Rituals DC 31; infernal pact

A M Draft Contract *¥¥® (conjuration, divine, manipulate)
The contract devil produces an infernal contract for
a single living mortal. This contract can grant a wide
range of abilities and effects, akin to the power of a
wish spell but fulfilled to the letter by the contract
devil. To receive any of those benefits, the mortal must
willingly sign its true name to the contract. At that
point, the mortal’s soul is bound to the contract devil
and Hell.

While the contract is in effect, the victim can't be
restored to life except by wish or similar magic. If
the mortal is restored to life by those means, the
contract devil knows which mortal came to life and
can locate the creature or creatures who restored
the mortal to life for 1 year, gaining the effects of a

locate spell with unlimited range. Avoiding the terms
of an infernal contract is difficult and often dangerous.
Infernal Investment A contract devil can cast a 10th-level innate scrying spell
at will, but only to target a creature with which it has a contract. The target
automatically critically fails its save.

Infernal Wound (divine, necromancy) As barbazu, but the
persistent bleed damage is 3d6, and the counteract DC to
" use healing magic is 29.



GELUGON (ICE DEVIL)

Insectile ice devils are strategists and masterminds in Hell’s armies, using their = INTRODUCTION
superior intellect to strike against their enemies and spread Hell’s influence FIRE AND ICE
throughout the planes. An ice devil rarely breaks their solitary contemplation of The classic depiction of Hell ! A-C
strategy save to pursue a plan they have devised. They can be enticed otherwise is of a burning wasteland of :
only by an exchange of services to be determined at a later time, adding to magma and volcanoes, a searing
the pieces they can play on the board. Occasionally, a mortal strategist of landscape rife with the screaming
outstanding skill might amuse an ice devil enough for the gelugon to agree to souls of the damned. Yet those
a contest of strategy, typically a strategic board game like chess, to decide a who have visited Hell know the
dispute. In the unlikely event the devil loses such a contest, they inevitably go to awful truth—for its torments do H-K
great lengths to later obtain that mortal’s services for their own infernal ends. not cease at eternal burning. i
Some regions of hell are perpetual |

GELUGON CREATURE 13 frozen reaches of razor-sharp ice L=N
(e wrge | oevie | menp | and flesh-scouring wind, while i
Perception +26; greater darkvision others are miasmic swamps filled | 0-R
Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet with poison and disease. Hell does :
Skills Acrobatics +22, Athletics +23, Deception +25, Diplomacy +25, Intimidation +23, not limit its torturous toolbox f S-T

Religion +26, Society +25, Stealth +22, Warfare Lore +30 merely to the fires for which it is
Str +6, Dex +5, Con +5, Int +8, Wis +5, Cha +4 so well known! 1 U-z

Items +1 striking longspear

AC 34; Fort +24, Ref +24, Will +26; +1 status to all saves vs. magic

HP 215; Immunities cold, fire; Weaknesses good 10; Resistances physical 10 .
(except silver), poison 10 i

Frightful Presence (aura, divine, emotion, enchantment, fear, mental) 10 feet, DC 31 E

Attack of Opportunity 2

Speed 35 feet, fly 35 feet (from fly)

Melee *¥ frost longspear +28 (cold, evil, magical, reach 15 feet), Damage 2d8+12 piercing
plus 1d6 cold, 1d6 evil, and slowing frost

Melee *¥ tail +25 (agile, cold, evil, magical, reach 10 feet), Damage 2d6+12 bludgeoning
plus 2d6 cold, 1d6 evil, and slowing frost

Ranged *¥ frost longspear
+27 (cold, magical, thrown ==
20 feet), Damage 2d8+12
piercing plus 1d6 cold

Divine Innate Spells DC 33; 7th cone of cold
(x2); 6th illusory scene; 5th dimension door, wall §
of ice (x3); 4th dimension door (at will); Cantrips
(7th) ray of frost; Constant (4th) fly

APPENDIX
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-_ Rituals DC 33; infernal pact
-~ Slowing Frost (cold, divine, evocation) The ice devil channels the extreme cold of its
DEVIL SHAPING body through its appendages and weapons. A creature hit by an ice devil's weapon

A pit fiend needs a minimum or unarmed attack in melee must attempt a DC 32 Fortitude save or be slowed 1 for
number of lemures in order to 1d4 rounds. A weapon used by an ice devil gains the effects of a frost rune while the
shape the roiling mass into a gelugon holds it, and the ice devil can throw any such weapon with a 20-foot range
devil of a particular level, as increment, trailing motes of frost.
summarized below. Tactician of Cocytus *® (concentrate) An ice devil’s logical mind devises genius tactics
from its perfect memory. It can telepathically send a tactical repositioning to its
Number of allies, allowing all commanded or allied evil creatures in the range of its telepathy
f‘ Devil Level Lemures to immediately Stride (or Burrow, Climb, Fly, or Swim, if the creature has the
i 4 or below 4 corresponding Speed).
f 5-6 8
1 3 PIT FIEND [TYRANT DEVIL]
| fat 5 When an army of devils invades to bathe a region in bloodshed and hellfire, it
9-10 32 is likely that one of Hell’s most powerful and diabolical generals, the pit fiend,
1-12 64 masterminded the incursion. Cunning, powerful, and ruthless, pit fiends often
13-14 128 serve the archdevils directly. They rule infernal duchies, subjugate mortal worlds,
15-16 256 and usurp infernal rivals using unparalleled despotism and calculated ferocity. To
17-18 512 realize their tyrannical machinations, pit fiends claim mortal souls that they corrupt
18-20 1024 into lemure servants, which can then be shaped and transformed through infernal

manipulation into the terrifying devils that form Hell’s formidable legions. They
often select the most wicked and vicious lemures for their armies, drawing upon
these lesser devils’ depravity during powerful magical ceremonies to create hideous
and terrifying abominations that can cow and eviscerate the pit fiend’s enemies.

Pit fiends themselves are crafted deep within the nightmarish bowels of Nessus,
the ninth layer of Hell, to serve the whims of archdevils and infernal dukes.
Those pit fiends that don’t leave Nessus to command infernal legions in the upper
layers of Hell often form the courts of Hell’s elite, gathering cabals and sects that
shape Hell’s political landscape through subterfuge and manipulation. But many
pit fiends see themselves as living embodiments of hellfire, the all-encompassing
wrath of Hell, and thus prefer to dwell in realms consumed by fire. In Avernus,
Dis, Malebolge, Nessus, and Phlegethon, pit fiends build vast citadels of brimstone
wreathed in flame to lord over.

Pit fiends tower over other devils, standing at least 16 feet tall, weighing over
1,000 pounds, and brandishing wingspans in excess of 20 feet.

INFERNAL DukEs

Elite members of Hell’s political infrastructure and leadership hierarchy, the
dukes of Hell are chosen from among the most tyrannical, oppressive, and
conniving devils. While not all infernal dukes are pit fiends, a pit fiend’s natural
disposition toward conquest and oppression often make it an ideal candidate
for this position. To create an infernal duke, adjust the pit fiend to be between
21st and 25th level. Because of their physical prowess, manipulative nature, and
powerful spellcasting abilities, infernal dukes make excellent villains for long-
running campaigns.

PITFIEND CREATURE 20

16| wee | oevie | fiEn

Perception +37; greater darkvision, true seeing

Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet

Skills Acrobatics +34, Arcana +32, Athletics +33, Deception +39, Diplomacy +34,
Intimidation +39, Religion +37, Society +36, Stealth +34

Str +9, Dex +8, Con +9, Int +8, Wis +9, Cha +8

AC 46; Fort +37, Ref +32, Will +35; +1 status to all saves vs. magic

HP 335, regeneration 30 (deactivated by good); Immunities fire; Weaknesses good 15;
Resistances physical 15 (except silver), poison 15




Commander’s Aura (aura, divine, enchantment) 100 feet. Commanded or allied evil
creatures in the aura of lower level than the pit fiend gain a +1 circumstance bonus to
attack rolls, damage rolls, AC, saves, and skill checks.

Frightful Presence (aura, divine, emotion, enchantment, fear, mental) 20 feet, DC 42

Attack of Opportunity 2 The pit fiend can make an Attack of Opportunity when a
creature within reach uses a concentrate action, in addition to the usual trigger. The
devil can disrupt triggering concentrate actions, and they disrupt actions on any hit,
not only a critical hit.

Speed 35 feet, fly 50 feet

Melee *¥ jaws +40 (evil, magical, poison, reach 10 feet), Damage 4d10+17 piercing plus
2d6 evil and pit fiend venom

Melee *¥ claw +38 (agile, evil, magical, reach 10 feet), Damage 4d6+17 slashing plus 2d6 evil

Melee *¥ tail +36 (evil, magical, reach 10 feet), Damage 4d10+17 bludgeoning plus 2d6
evil and Improved Grab

Melee *¥ wing +36 (evil, magical, reach 15 feet), Damage 4d6+17 slashing plus 2d6 evil

Divine Innate Spells DC 42; 10th meteor swarm, miracle (once per year), power word
stun; 9th bind soul (at will); 8th dispel magic (at will), divine decree (at will), fireball
(at will), scrying, wall of fire (at will); 5th dimension door; 4th dimension door (at
will); Constant (8th) true seeing

Rituals DC 42; infernal pact

Constrict *¥ 2d10+17 bludgeoning plus 2d6 evil, DC 43

Devil Shaping (divine, downtime, transmutation) The pit
fiend reshapes a large number of lemures within a
600-foot radius into more powerful devils to swell
Hell's legions. The pit fiend must have available
the number of lemures listed on the table in the
sidebar on page 92. The pit fiend can shape 100
lemures per day, to a maximum of 1,100 lemures
in 11 days. Devils created in this way are in
thrall to the pit fiend and follow its orders,
with the exception of created pit fiends or
other devils of similar power, which are
always independent. As a result, few pit
fiends choose to create peers. At the
end of the Devil Shaping activity, the
pit fiend attempts an incredibly hard
Religion check of the desired devil's level,
with results as follows.

Critical Success The pit fiend shapes
two devils from the massed lemures
instead of one.

Success The pit fiend shapes a devil of the
desired type and level.

Failure The devil shaped from the lemures is
2 levels lower than the intended devil.

Critical Failure The pit fiend fails to shape
any devils and draws the ire of an archdevil
for its waste of resources.

Fast Swoop *® The pit fiend Flies and makes a wing
Strike at any point during its movement.

Masterful Quickened Casting © (concentrate); Frequency once per round.
Effect If the pit fiend's next action is to cast an 8th-level or lower innate
spell, reduce the number of actions to cast it by 1 (minimum 1 action).

Pit Fiend Venom (poison); Saving Throw DC 43 Fortitude; Maximum
Duration 10 rounds; Stage 1 6d6 poison damage and drained 1 (1
round); Stage 2 7d6 poison damage and drained 2 (1 round); Stage 3 8d6
poison damage and drained 3 (1 round)

OTHER DEVILS

The devils presented on these
pages are a small sampling of the
torments Hell has to offer. Other
devils, like the inquisition-focused
bone devils, the cherub-faced and
fly-bodied accuser devils, and the
aguatic drowning devil are a few

examples of these widespread
immortal creatures.

INTRODUCTION
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I. Dezullons are dangerous carnivorous pitcher plants that dwell in forested
DEZULLON VENOM regions with thick canopies. They hunt for meat along the forest’s understory

DEZULLON

The dezullon is most well known when not sunning themselves in the boughs above. Dezullons are smart enough
for the psychoactive effects of to notice that some creatures are attracted by shiny things, and sometimes use

its secretions. Affected creatures such objects to set up ambushes. To assume that the dezullon’s ambulations are
suffer amnesia, briefly forgetting slow simply because the creature has a root structure is a foolish mistake; many
where they are and why they are an adventurer has been crushed to death by this surprisingly agile plant. In
in pain. Some creatures, desperate addition, these dangerous plants are expert climbers, making their pursuit even

to escape the past, willingly more difficult to escape from.

expose themselves to a dezullon’s A hungry dezullon keeps prey off-balance by spilling its putrid, psychoactive
amnesia venom in an effort to digestive juices from its central pitcher. In addition to being highly acidic, the
make their painful memories fade. enzymes in a dezullon’s digestive tract, once expelled, inflict a victim with powerful

hallucinations and amnesia. This secondary effect makes dezullons highly sought
after in some circles, including avid drug users, experimental doctors, and
criminals who deal in poisons.

Many varieties of dezullon exist, including lumbering giants of

incredible size, those that have tiny, cup-shaped pitchers that
proliferate along lengths of creeping ivy like suckers on a squid’s
tentacles, and others with hundreds of blood-red, razor-sharp
leaves that protrude from the inside of their pitchers like
a leech’s teeth. This latter variety is especially dangerous,
since the leaves can all but eviscerate creatures that become
ensconced inside their pitchers.

DEZULLON CREATURE 10
I ]
Perception +18; low-light vision

Skills Acrobatics +21, Athletics +19, Stealth +21 (+24 in forests or swamps)

Str +5, Dex +7, Con +3, Int -4, Wis +2, Cha -1

AC 30; Fort +17, Ref +21, Will +16

HP 130, regeneration 15 (deactivated by fire); Resistances acid 20

Stench (aura, olfactory) 30 feet. A creature entering the emanation must
attempt a DC 27 Fortitude save. On a failure, the creature is sickened 1, and
on a critical failure is also slowed 1. While within the aura, the creature
takes a -2 circumstance penalty to saves to
recover from the sickened condition. A
creature that succeeds at the save is

temporarily immune to this effect for
m 1 minute.
), Speed 25 feet; climb 30 feet

Melee *® vine +21 (acid, agile),
Damage 3d6+8 bludgeoning plus
3d6 acid and Grab
Ranged ¥ acid glob +23 (acid, range
30 feet), Damage 4d8 acid plus
amnesia venom
Amnesia Venom (mental, poison); Saving Throw
DC 29 Fortitude; Maximum Duration 6 rounds; Stage
1 flat-footed (1 round); Stage 2 flat-footed and clumsy 1
(1 round); Stage 3 confused, flat-footed, and clumsy 2 (1 round).
Constrict *¥ 2d6+2 bludgeoning
Root *¥ (concentrate) Until the next time it acts, the dezullon
appears to be a normal pitcher plant. It has an
automatic result of 41 (44 in forests or swamps)
on Deception checks and DCs to pass as a
non-creature plant.




DHAMPIR

As the mortal offspring of a vampire and a living parent, dhampirs occupy an
unusual place among the living. Their vampiric parentage lends them elongated DHAMPIR LOCATIONS

incisors, an unearthly beauty and physical grace, a ghostly pallor, and a piercing Most dhampirs make their homes

gaze. Perhaps their most distinctive feature, however, is their connection to in urban areas, though some more
negative energy, which heals them, leaving them as vulnerable to positive energy reclusive individuals claim ruins or
as any undead creature. Though they don’t suffer the full range of a vampire’s dungeons as their domains.

vulnerabilities, they do share certain characteristics with their vampire parent,
leading to several distinct dhampir heritages across Golarion. By far the most
common dhampirs are svetocher, the children of the more common moroi vampires. H-K

Many dhampirs lived their childhoods as orphans, often because their mortal b
parents believed their child to be cursed and abandoned them, or perished

as a result of a difficult childbirth. Often outcast, some dhampirs leverage ' -N
their charisma and personal magnetism to manipulate those around them,
while others struggle to form relationships. Frequent mistrust of a dhampir’s O -, )-R
parentage present further challenges when dhampirs attempt to integrate into
mortal society. Those who seek out their vampiric parent instead often find J 5-T
themselves considered inferior, rejected as they were with regular mortals
but for different reasons. But in regions like Nidal, Geb, and Ustalav, where u-z

vampires themselves carry some degree of respect, dhampirs can sometimes find _
their heritage empowering. . / ' DPENDIX

Dhampirs fill countless roles within many communities. Some prefer to blend in '
as best they can, holding regular jobs and building families (most children born
to dhampirs share an ancestry with the dhampir’s mortal parent, but a rare few
are born as dhampirs themselves). Those who learn to make the most of their
inherited charm can achieve a high societal status, whether leveraging traditional
avenues of power or gathering followers enamored by the dhampir’s abilities.
With a lifespan rivaling that of an elf, a dhampir can develop extensive
influence and engage in long-reaching schemes of massive scope. Further, their
ancestry lends them a proclivity to necromancy and the occult arts.

DHAMPIR WIZARD

This dhampir is a svetocher, the child of a moroi vampire.

DHAMPIR WIZARD CREATURE 2

[ NE | Meom | owaveir | Human | Humanom

Perception +4; darkvision

Languages Common, Necril

Skills Acrobatics +7, Arcana +8, Deception +5, Intimidation +5, Society +8, Stealth
+7, Vampire Lore +8

Str +2, Dex +3, Con +0, Int +4, Wis +0, Cha +1

Items dagger, spellbook containing their prepared spells, staff

AC 17; Fort +4, Ref +7, Will +6; +2 circumstance to all saves vs. disease

HP 22, negative healing

Blood of the Night The dhampir's penalty and Hit Point reduction
from the drained condition are reduced as though the
condition value were 1 lower.

Speed 25 feet

Melee ‘¥ dagger +7 (agile, finesse, versatile S), Damage
1d4+2 piercing

Melee *¥ staff +6 (two-handed d8), Damage 1d6+2 bludgeoning

Melee ¥ fist +7 (agile, finesse, nonlethal), Damage 1d4+2
bludgeoning

Ranged *® dagger +7 (agile, thrown 10 feet, versatile S), Damage 1d4+2 piercing

Arcane Prepared Spells DC 18, attack +8; 1st command, grim tendrils (x2),
magic missile; Cantrips (1st) chill touch, detect magic, prestidigitation, ray
of frost, shield




DINOSAURS IN FANTASY
At first glance, the inclusion of
dinosaurs in a fantasy setting
might seem strange, but dinosaurs
are an excellent creature to use

in a game that bridges the gap
between familiar real-world
animals and legendary monsters.
If having dinosaurs mix freely with
lions, manticores, and dragons still

;i seems strange to you, consider
‘El having them dwell in remote,
i primeval lands, as suggested in
] the sidebars on pages 99-100.

' d On Golarion, dinosaurs do exist in
O the wilder regions of the world,
particularly on the continent of

. } Garund, though they are common

enough that PCs might find some
on display in a menagerie in a
northern city, in use as guardian
creatures, or even kept by druids
as loyal animal companions.

ATHF INDER) BESTIARY

DINOSAUR

Remnants from the world’s primeval era, these enormous reptilian animals still
exist in large numbers in isolated and remote wildernesses or far underground
within magical Darklands caverns. Lizardfolk, orcs, giants, and other monstrous
humanoids sometimes use dinosaurs as mounts, guards, or hunting animals.
Humans and other ancestries have also been known to collect dinosaurs, be it
to display them in menageries or keep them as exotic pets or guardians. Such
activities are generally pursuits of the rich or eccentric, but certain druids and
other guardians of nature feel strong kinships with dinosaurs as well and take
them on as companions. When dinosaurs establish themselves in regions beyond
their normal habitats, it is generally the result of these captive creatures escaping
into the wild.

VELOCIRAPTOR

A smaller cousin of the deinonychus, the velociraptor is a swift, cunning
pack hunter. It has no fear of larger creatures, and a group of these dinosaurs
won’t hesitate to attack creatures the size of a horse. Velociraptors are social
animals, and tend to live in groups of up to a dozen other velociraptors. They
have manes of feathery plumage that extend down their backs and along the
sides of their arms, legs, and tail, while their underbellies and flanks are scaly.
These feathers allow them to blend into their natural terrains with ease, but
when excited, attempting to intimidate, or seeking a mate, a velociraptor can
puff and frill this plumage to expose much brighter colors normally covered
by the longer feathers. A typical velociraptor is 1-1/2

™

feet tall, 7 feet long, and weighs 35 pounds.

\1\ VELOCIRAPTOR CREATURE 1
O \ (N g swa | awivac | oivosaue |

s, Perception +6; low-light vision, scent

(imprecise) 30 feet

Skills Acrobatics +8, Athletics +5 (+8
Y jumping), Stealth +6

' +' | Str +0, Dex +3, Con +2, Int -4, Wis +1, Cha +1

AC 16; Fort +5, Ref +7, Will +4

HP 20

Speed 40 feet

Melee *¥ jaws +8 (finesse), Damage 1d6+3 piercing

Melee *¥ talon +8 (agile, finesse), Damage 1d4+3 slashing

Leaping Charge *® The velociraptor Strides up to 10 feet,
ignoring difficult terrain as it leaps over obstacles. It then
makes a Strike with its talons, gaining a +1 circumstance
bonus to its attack roll.
Pack Attack The velociraptor deals 1d4 extra damage

to any creature that's within reach of at least two of the

velociraptor’s allies.

DEINONYCHUS

Deinonychuses are wily hunters that attack in groups of up to a dozen
individuals, ripping apart their prey with sharp talons and powerful jaws. They
are lean and muscular, and have two powerful legs and a long tail that helps
them maintain balance. Although deinonychuses don’t use their dexterous
clawed forelimbs to attack, the dinosaurs can use them to pull aside
small barriers. Although some of these dinosaurs have scaly skin, most
have thatches of vibrantly colored feathers as well. A deinonychus is
about 6 feet tall and weighs about 150 pounds.

However, larger deinonychuses exist. These creatures—which stand
taller than a human—are called megaraptors.



DEINONYCHUS CREATURE 2
Perception +7; low-light vision, scent (imprecise) 30 feet DINOSAUR RESOURCES
Skills Acrobatics +7 Athletics +9 (+12 jumping), Stealth +7 As animals, dinosaurs have little
Str +3, Dex +3, Con +4, Int -4, Wis +1, Cha +2 interest in treasure (although
AC 19; Fort +10, Ref +9, Will +5 velociraptors and deinonychuses,
HP 30 like their bird cousins, enjoy
Speed 30 feet keeping sparkling baubles in
Melee *¥ jaws +9, Damage 2d6+3 piercing their nests), but the remains of
Melee *¥ talon +9 (agile), Damage 1d6+3 slashing plus 1d4 bleed adventurers strewn about their H-K
Darting Attack *¥ The deinonychus Strides up to 10 feet and then makes a Strike, or lairs often still have valuable gear. |

makes a Strike and then Strides up to 10 feet. Dinosaurs can also be harvested i
Predator’s Advantage Bleeding creatures are flat-footed to the deinonychus. for rare and valuable trophies such L=N

as teeth, talons, armor plates,and !

ANKYLOSAURUS the like. . [O-R
Squat, heavily armored quadrupeds, ankylosauruses are stubborn and irascible. :
Although they’re herbivores, they have been known to attack other creatures that ! 8-T
trespass within territory simply out of ill temper.

Ankylosauruses have few natural predators, as their bony hides are covered in ; u-z
spiked nubs that jut in many different directions to discourage larger creatures
from biting them. They have mighty tails ending in an immense knot of bone, APPENDIX

which they use to whip at threats with incredible speed and power. While these
low-to-the-ground dinosaurs can trample human-sized or smaller foes, their

relatively squat stance prevents them from doing so against larger targets. An

ankylosaurus is about 30 feet long, 10 feet tall at the shoulder, and weighs over
3 tons.

The ankylosaurus is the largest of the heavily armored dinosaurs called
ankylosaurids, but smaller versions exist as well. Still Large in size, these smaller
dinosaurs, such as the 16-foot long pinacosaurus, lack the trample ability and
are rarely above 4th level. Regardless of size, ankylosaurids tend to be relatively
muted in coloration, with mixes of black, brown, and gray. When captive, an
ankylosaurus’s keeper might paint its scales bright colors to signify to others

14
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that is not a wild creature.

ANKYLOSAURUS CREATURE 6

0 T T

Perception +12; low-light vision, scent (imprecise) 30 feet

Skills Athletics +17

Str +7, Dex +0, Con +4, Int -4, Wis +2, Cha -1

AC 26; Fort +16, Ref +10, Will +12

HP 90

Speed 25 feet

Melee *¥ tail +17 (backswing, reach 15 feet),
Damage 2d8+7 bludgeoning
plus punishing tail

Melee *® foot +17 (reach 10 feet),
Damage 2d6+7 bludgeoning

Punishing Tail A creature
struck by the ankylosaurus's
tail must attempt a DC 24
Fortitude save. On a failure,
it's slowed 1 until the end of its
next turn; on a critical failure, it's - 3
stunned until the end of its
next turn.

Trample *¥¥® Medium or
smaller, foot, DC 24




&

DINOSAUR GUARDIANS
As with most animals, dinosaurs
can be tamed or domesticated,
but the difficulty of this task
increases along with the dinosaur’s
level. Lizardfolk and orcs are fond
of using dinosaurs as beasts of
burden, workhorses, mounts,

or even war beasts. Certain
dinosaurs, such as velociraptors
and deinonychuses, make excellent
trackers as well. The largest and

| most dangerous dinosaurs, such as
the tyrannosaurus, are generally
avoided, although more powerful
creatures like giants have been
known to be able to keep them

as pets, guardians, or even brutal
executioners. In certain cities,
dinosaurs are popularly featured
as combatants in blood sports and
other gladiatorial battles.

/
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STEGOSAURUS

The stegosaurus is easily recognized by its twin rows of diamond-shaped dorsal
plates that run down its spine, and thick tail adorned with four large spikes. This
strange configuration protects this herbivore from predators, as the stegosaurus
can hunker down to interpose its dorsal plates between an attacker and its thick
body. A stegosaurus defends itself by swinging its spiked tail at larger foes and
trampling smaller opponents underfoot.

The stegosaurus often inhabits grasslands, where nutritious vegetation is
plentiful and only its dorsal plates rise above waving fields of tall grass. The
stegosaurus is among the most curious of dinosaurs, and hunters often find it easy
to bait them with shiny trinkets or strange noises. A stegosaurus is about 30 feet
long, 16 feet high at the top of its highest dorsal plate, and weighs between 2 and
3 tons.

The stegosaurus is generally more even-tempered and even gentle, despite its
size, than the ankylosaurus. This combination makes it even more popular as
a trained pet or guard, but even then one should take care to not annoy the
dinosaur—an angry or annoyed stegosaurus can lash out with its tail with little
warning. Often, it’s wiser to train smaller variants, such as the kentrosaurus.
Regardless, their dorsal plates make this dinosaur a poor choice as a mount.

STEGOSAURUS
(N | huge | awivaL | owosauR |
Perception +15; low-light vision, scent (imprecise) 30 feet
Skills Athletics +20
Str +7, Dex +2, Con +4, Int -4, Wis +2, Cha +0
AC 23; Fort +17, Ref +13, Will +13
HP 125

CREATURE 7

Dorsal Deflection 2 Trigger The stegosaurus is targeted with a
melee attack. Effect The stegosaurus leans its dorsal plates into
the attack, gaining a +2 circumstance bonus to its AC against the
triggering attack. If the attack misses, the stegosaurus Steps
after the attack.
Speed 25 feet
Melee ¥ tail +18 (sweep, reach 15 feet), Damage
2d8+9 piercing
Melee ¥ foot +18 (reach 10 feet), Damage 2d6+9
bludgeoning
Trample *¥¥?¥ Large or smaller, foot, DC 25

TRICERATOPS

Triceratopses are muscular quadrupeds with powerful but short

\",
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legs, thick necks, and heads crowned by a wide, bony frill. Though
they bear a large horn on their snout and one on each brow, these
dinosaurs are herbivores and use these bony protrusions only

to defend themselves from attackers or in dramatic clashes



against other triceratopses for grazing territory or mates. Short-tempered and
obstinate, triceratopses are unlikely to back down from a fight unless they are
hopelessly outmatched, and the creatures are known to fight to the death for
no apparent reason beyond stubbornness. Triceratopses often serve as mounts
for lizardfolk, orcs, and giants, who ride comfortably behind the dinosaurs’
protective bone frills. A triceratops is 30 feet long and weighs as much as 10 tons.

Triceratopses are surely the most well-known of the dinosaurs known as
ceratopids, but many others exist. For example, the smaller styracosauruses
have only one horn but several horn-like protrusions on their frills.

TRICERATOPS CREATURE 8
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Perception +16; low-light vision, scent (imprecise) 30 feet

Skills Athletics +21

Str +7, Dex +0, Con +4, Int -4, Wis +2, Cha -1

AC 26; Fort +18, Ref +12, Will +14

HP 140

Frill Defense 2 Trigger The rider is targeted with an attack. Requirements A creature
must be mounted on the triceratops. Effect The triceratops intercepts the attack
with its bony frill. The rider gains a +2 circumstance bonus to its AC against the
triggering attack.

Speed 30 feet

Melee *¥ horns +19 (reach 15 feet), Damage 2d8+9 piercing plus Knockdown

Melee *® foot +19 (reach 10 feet), Damage
2d6+9 bludgeoning

Lumbering Charge *® The triceratops Strides up to 10
feet and then makes a Strike.

Trample ¥¥?® Large or
smaller, foot, DC 26

Vicious  Gore A
triceratops  deals
2d6 extra persistent
bleed damage to
prone targets it hits
with its horns.

BRONTOSAURUS

Brontosauruses are truly gigantic
behemoths, plodding herbivores
large enough to be unafraid of all
but the most massive predators.
Brontosauruses have stout bodies ¢
and long, sinuous necks ending in

small heads, allowing them to graze
from the highest treetops. Their powerful tails are equally
as long as their necks and provide counterbalances.
Brontosauruses bear their bulk upon four stout legs.

Although their feet are capable of crushing entire buildings,
these herbivores are generally peaceful and considerate of
where they step.

Most brontosauruses are dangerous only when defending
themselves or their young, or when panicked enough
to stampede. When roused in this way, however, the
creatures are truly terrifying: their muscular tails sweep
in great arcs and their massive feet crash down
heedlessly onto the ground. A brontosaurus is 70
feet long and weighs more than 30 tons.

PRIMEVAL LANDS
Dinosaurs fit well into certain
types of settings. They're

often found in isolated lands

like primeval jungle valleys or
plateaus—regions known as lost
worlds for their inaccessibility
and lack of any encroaching
civilization. In addition to
dinosaurs, other megafauna

can exist in these places as

well, along with giant insects or
aggressive creatures like bulettes,
carnivorous plants, chuuls, and
drakes. Such regions can make for
perilous and intriguing adventure
sites, especially if you combine
them with ruins of ancient
civilizations to explore once the
party has navigated the hostile
wilderness regions.
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HOLLOW WORLDS

Another classic place that
dinosaurs are found in fiction are
in “hollow worlds.” Some campaign
settings might not contain entire
isolated worlds within them, but
many, such as Golarion, have
expansive underground lands. The
deepest region of the Darklands

of Golarion—a realm called Orv—is
an optimal place to find a hollow
world. Typically infused with magic
that allows for jungles to grow
deep underground (and sometimes
even sunlike orbs that illuminate
the lands from above, simulating

a day-night cycle), areas such as
Deep Tolguth of Orv make perfect
places for dinosaurs to roam.

Brontosauruses belong to a group of dinosaurs known as sauropods, all of
which are immense in size. The brachiosaurus is among the tallest of these
dinosaurs, and the diplodocus among the longest, but it’s likely that even larger
behemoths exist.

BRONTOSAURUS

| N | GARGANTUAN

Perception +16; low-light vision, scent (imprecise) 30 feet

Skills Athletics +23

Str +9, Dex +0, Con +5, Int -4, Wis +2, Cha +1

AC 28; Fort +21, Ref +14, Will +16

HP 220

Speed 35 feet

Melee *® tail +23 (sweep, reach 20 feet), Damage 2d10+13 bludgeoning plus
Improved Knockdown

Melee *¥ foot +23 (reach 15 feet), Damage 2d8+13 bludgeoning

Tail Sweep *¥® The brontosaurus makes a tail Strike and compares the attack roll to the
AC of up to three foes, each of whom must be within its tail's melee reach and adjacent
to at least one other target. It rolls damage only once and applies it to each creature
hit. A Tail Sweep counts as two attacks for its multiple attack penalty.

Trample *¥¥® Huge or smaller, foot, DC 29

TYRANNOSAURUS

Widely regarded as the king of the dinosaurs, the tyrannosaurus is a massive

CREATURE 10

predator with a wide mouth filled with viciously sharp teeth. Thundering

beasts of fury and hunger, tyrannosauruses are bold and fearless carnivores

that eagerly bite off great hunks of large prey and swallow smaller prey—such
as most humanoids—in a single gulp. Although they can subsist on

carrion, tyrannosaurs prefer live prey.

Tyrannosauruses stand on two wide, powerful

' hind legs that allow them to run quickly,

and their thick tails provide them with



exceptional balance. Although a their small forelimbs are of little use other @
than to hold prey in place while the predators tear at their victim’s flesh with : INTRODUCTION
their fearsome jaws, even these forelimbs bear sharp claws several inches long. OTHER DINOSAURS
As fearsome as tyrannosauruses are alone, they sometimes hunt in packs to A wide range of dinosaurs are A-C
take down massive prey. Only the most powerful creatures can successfully presented on these pages, but any
train tyrannosauruses, and even then, only when they can provide the ravenous trip to the movies, exploration
beasts with a steady diet of meat. of dinosaur books, or a quick

Some tribes of giants, particularly cyclopes or more obscure denizens of online search reveals a wealth of
primeval lands, have even trained tyrannosauruses as mounts or beasts of additional creatures that could fit
war. In other places, xulgaths feed these prisoners to these mighty dinosaurs into your game as well. Armor- H-K
as part of executions or ritual sacrifices. Some xulgath cults even revere headed pachycephalosaurs, b
tyrannosaurs as incarnations of their violent demonic demigods. For their spike-thumbed iguanodons, 4
part, tyrannosaurs who have grown used to having their meals provided in duck-billed hadrosaurs, sail-backed L=N
this manner are remarkably well-behaved toward their feeders and keepers. spinosauruses, and more await
Tyrannosauruses are 50 feet long and weigh 7 tons or more. discovery by those who would | 0-R

Other variants of the tyrannosaurs include slightly smaller dinosaurs such seek out the mysteries of the lost |
as the allosaurus, or even larger dinosaurs like the ravenous giganotosaurus. worlds where the thunder lizards ! 5-T
Even the smallest tyrannosaurs, such as the nanotyrannus, are never smaller still rule!
than Large in size, yet despite this smaller stature, they are no less ferocious, : u-z
and those who would assume that a nanotyrannus is "safer" to train would g
do well to think again! % APPENDIX
TYRANNOSAURUS CREATURE 10 H
| [ ANMAL |
Perception +19; low-light vision, scent (imprecise) 30 feet
Skills Acrobatics +15, Athletics +24 i
Str +8, Dex +1, Con +5, Int -4, Wis +3, Cha +0 i

AC 29; Fort +21, Ref +15, Will +19

HP 180

Speed 40 feet

Melee ¥ jaws +22
(deadly 1d12, reach
20 feet) Damage 5

2d12+12 piercing plus " l@ AAT G
M i

Grab
Melee *¥ foot +22 (reach d
15 feet), Damage 2d10+12 :

bludgeoning

Fling *¥» Requirements A
creature is Grabbed in
the tyrannosaurus's jaws.
Effect The tyrannosaurus flings the creature into the air
up to 10 feet up from its mouth and 20 feet away. The
creature falls 25 feet (assuming the tyrannosaurus
flings it as high as it can) and takes falling damage
accordingly. If the flung creature lands on another
creature, the creature it lands on takes the same amount of bludgeoning damage. The
creature being landed on can attempt a DC 23 basic Reflex save.

Pin Prey 2 Trigger The tyrannosaurus critically hits a Large or smaller foe with its
foot. Effect The creature struck by the foot is knocked prone and the tyrannosaurus
uses its foot to hold the creature in place. As long as the tyrannosaurus doesn't
move from its position, the pinned creature is Grabbed. A tyrannosaurus gains
a +2 circumstance bonus to attack a creature it has pinned in this manner, but
it cannot use Swallow Whole on the target unless it uses its jaws to Grab the
victim first.

Swallow Whole ¥ (attack) Medium, 3d6+8 bludgeoning, Rupture 26

Trample *¥®® Huge or smaller, foot, DC 29



RABIES
While many societies adore dogs
and value them for their loyalty as
pets, no affliction other than rabies
can reverse sentiments about these
creatures quite so easily. While
many animals can be afflicted with
this debilitating iliness, something
about a loyal family pet growing
feral and violent as a result of the
disease makes it that much worse.

Fid Rabies (disease); Saving
P Throw DC 17 Fortitude; Stage
' d 1 sickened 1 (1 day); Stage 2

o sickened 2 (1 day); Stage 3
confusion (1 day); Stage 4 dead

YATHFINDER) BESTIARY
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DOG

Dogs are trusted and loyal companions that serve as guardians, protectors, and
hunting companions. Their ability to detect prey or predators via scent and
their predilection to accompany humanoids makes them ideal pets for most
adventurers. There are hundreds of breeds of dogs in the world—from tiny
lapdogs who shower their masters in affection to muscular dogs that stand
nearly 4 feet high at the shoulder—and they can be found in nearly any place
where people reside. Larger breeds might even be used as mounts for smaller
adventurers, and some cultures use dogs as beasts of burden capable of pulling
sleds loaded with supplies across the icy tundra. Regardless, many adventurers
find value in having a dog.

GUARD DOG

The typical guard dog is loyal to and beloved by many communities. Often
adored as pets, they also excel as protectors and trackers, and can be fearless
when defending a beloved master or family member. The statistics presented
below work well for any number of breeds of dog ranging from 20 to 50
pounds in weight. Wild dogs can also use these statistics, but their untamed
nature makes them far more unpredictable and threatening. Feral dogs are
perhaps even more dangerous, for unlike their wild cousins, feral dogs often
lack the instinctual fear of humanity that stops wild creatures from interacting
with people.

GUARD DOG

| N | svau

Perception +6; low-light vision, scent (imprecise) 30 feet
Skills Acrobatics +5, Athletics +4, Stealth +5, Survival +4
Str +1, Dex +2, Con +2, Int -4, Wis +1, Cha -1

AC 15; Fort +5, Ref +7, Will +4

HP 8

Speed 30 feet

Melee *¥ jaws +6, Damage 1d4+1 piercing

Pack Attack The dog’s Strikes deal 1d4 extra damage to creatures within the reach of at
least two of the dog’s allies.

RIDING DOG

Riding dogs types include larger dogs, such as mastiffs,

CREATURE -1

wolfhounds, and huskies, and are bred often by halflings
and gnomes to serve as mounts. Riding dogs are as loyal and
devoted to their masters as guard dogs, and are ferocious
in battle, regardless of whether they bear a rider or not. As
with guard dogs, these large hounds can be wild or feral in
nature, and, in some cases, might rival packs of wolves with
regard to the danger they pose to inhabitants of rural areas.

CREATURE 1

.# " RIDINGDOG
v

etz Perception +7; low-light vision, scent (imprecise) 30 feet

Skills Acrobatics +5, Athletics +7, Survival +5

Str +2, Dex +2, Con +2, Int -4, Wis +2, Cha -1

AC 16; Fort +7, Ref +5, Will +5

HP 20

Buck 2DC 17

Speed 35 feet

Melee jaws +7, Damage 1d6+2 piercing

Pack Attack The dog's Strikes deal 1d4 extra damage to creatures
within the reach of at least two of the dog's allies.




DOPPELGANGER

In their natural forms, doppelgangers are humanoid creatures with flesh of
indeterminate color and features that lack fine details, as if unfinished. As
masters of mimicry, they use their abilities to impersonate others in devious
ways, often infiltrating settlements and residing within them for years without
being detected.

Doppelgangers are incredibly secretive, with some nearing outright paranoia. They
choose their targets carefully and go to great lengths not to reveal their intentions
before their plans come to fruition. Doppelgangers usually infiltrate communities
in order to gain some manner of wealth or power, and assume the guises of other
(usually influential) persons to allow the creatures they’re impersonating to take the
fall for any negative consequences that may result from their actions.

Though most are not evil, doppelgangers are manipulative and self-serving. As
they don’t have their own society and aren’t monolithic in their motivations, an
individual doppelganger has its own unique interests and impulses, though many
are over-indulgent. Some doppelgangers enjoy the thrill of subtlety, while others

favor grander schemes, such as manipulating a nation’s political

infrastructure. Others seek to exploit merchant guilds to gain
immense wealth, while others use their shape-changing ability to
destroy relationships between close friends or families.

Doppelgangers are careful and patient creatures. They are willing
to slowly construct elaborate schemes that may require extended
periods of time—even decades—to yield results.

Doppelgangers often work alone, as they don’t trust potential cohorts
not to ruin their plans. There are rare times when doppelgangers might
reveal secrets to high-ranking individuals to ensure a successful infiltration.
When they do work with others, it’s because they’ve taken the shape of a
target group’s leader, unbeknownst to the organization’s members. X

Doppelgangers can grow in power by learning skills and
abilities, and often make excellent rogues, spellcasters, or
fighters. A doppelganger that has class abilities can often
effectively infiltrate and plague an adventuring group as a
powerful antagonist—but using a doppelganger like this in
your game should be handled with care (see the Infiltrating a Party sidebar
above for more information).

DOPPELGANGER

| uncommon | N | meium | Humanoi

Perception +7; darkvision

Languages Common, two other languages

Skills Deception +11, Diplomacy +11, Society +8, Stealth +8

Str +3, Dex +3, Con +0, Int +1, Wis +2, Cha +4

AC 18; Fort +5, Ref +10, Will +11

HP 50

End the Charade D (attack); Trigger The doppelganger is transformed with Change
Shape and another creature moves adjacent to it or takes a hostile action against it.
Effect The doppelganger reverts to its natural form and can make a Strike against the
triggering creature. If the creature was unaware the doppelganger was in disguise,
that creature is flat-footed against this attack.

Speed 25 feet

Melee *¥ claw +10 (agile), Damage 2d6+5 slashing

Arcane Innate Spells DC 21; 3rd mind reading (at will)

Change Shape *¥ (arcane, concentrate, polymorph, transmutation) The doppelganger
takes on the specific appearance of any Small or Medium humanoid who it has seen
and whose appearance it remembers. This doesn't change the doppelganger's Speed
or its attack and damage bonuses with its Strikes but might change the damage type
its Strikes deal (typically to bludgeoning).

CREATURE 3

INFILTRATING A PARTY
While incorporating a doppelganger
who infiltrates the adventuring
party into your game can lead to
many exciting narrative possibilities,
in practice, it's not easy (or even
advisable) to pull off. If you wish

to try, it's best to make sure you
know your players well and have
their trust. You can take a targeted
player aside to let them know

that, for a time, they'll be playing a
doppelganger, but take care not to
remove the player's agency from the
game for too long or too often, as
that can get old fast from the other
side of the GM screen!
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BLACK DRAGON
SPELLCASTERS

Black dragon spellcasters tend to
cast the following spells.

YOUNG BLACK DRAGON
Arcane Prepared Spells DC 25,
attack +18; 3rd slow, stinking cloud;
2nd blur, glitterdust, invisibility; 1st
alarm, ray of enfeeblement, true
strike; Cantrips (3rd) dancing lights,
detect magic, prestidigitation, read
aura, tanglefoot

ADULT BLACK DRAGON
Arcane Prepared Spells DC 30,
attack +24; As young black dragon,
plus 5th black tentacles, mariner’s
curse; 4th clairvoyance, dimension
door, suggestion; 3rd paralyze;
Cantrips (5th) dancing lights,
detect magic, prestidigitation, read
aura, tanglefoot

ANCIENT BLACK DRAGON
Arcane Prepared Spells DC 37,
attack +32; As adult black dragon,
plus 7th finger of death, mask of
terror, reverse gravity; 6th dominate,
true seeing, wall of force; 5th prying
eye; Cantrips (7th) dancing lights,
detect magic, prestidigitation, read
aura, tanglefoot

DRAGON, CHROMATIC

While there are many types of dragons, from the powerful planar dragons to the
strange esoteric dragons, few dragon varieties are as well-known and as rightly
feared as the chromatic dragons. Differentiated by the hue of their scales, each
color of dragon unleashes its own flavor of murderous cruelty—be it by claw,
tooth, or breath—and unlike most creatures, dragons only become more powerful
as they age. Their lust for treasure, food, bloodshed, and control are legendary.
Physically powerful with egos to match, these dragons are often morally depraved
and act as criminal masterminds, vicious tyrants, or voracious raiders.

SHAPE-CHANGING DRAGONS

Some dragons can take humanoid form, allowing them to infiltrate settlements or

influence others without revealing their true nature. They gain the following ability:

Change Shape *¥ (arcane, concentrate, polymorph, transmutation) The dragon takes on
the appearance of any Small or Medium humanoid. This doesn't change its Speed or
attack and damage bonuses with its Strikes, but might change the damage type its
Strikes deal (typically to bludgeoning).

CHROMATIC DRAGON SPELLCASTERS

Each type of chromatic dragon features a sidebar on spellcasting dragons of that
type. To make a chromatic dragon spellcaster, remove the dragon’s Draconic Frenzy
and Draconic Momentum abilities, and give it the spells outlined in its sidebar. You
can swap out any number of these with other arcane spells, provided you keep the
same number of spells for each level. You might also want to increase the dragon’s
Intelligence or Charisma modifier by 1 or 2 to reflect its mastery of magic.

CHROMATIC DRAGONS OF GOLARION

The chromatic dragons that dwell around the Inner Sea region are cruel and
sinister monsters who inspire as much fear as reverence. These terrible beasts are
no mere myth, however, but a very real threat to the people with whom they share
their lands. Most dwell in the wild places of the world, and only the most brazen
of them regularly meddle in mortal affairs. The dragons of Golarion believe that
they are descended from two original beings, Apsu and Tiamat, and their rich
mythology attempts to explain the origins of the age-old war between chromatic
and metallic dragons.

Black dragons thrive in swampy wildernesses like the Mushfens in Varisia or the
wrecked coastline now known as the Sodden Lands, while blue dragons prefer the
sand-swept deserts of Thuvia and Osirion. Brutish green dragons roam the forests of
the River Kingdoms in abundance and even the elven kingdom of Kyonin, particularly
in the demon-tainted Tanglebriar. One of the most infamous red dragons, Aashaq, a
wyrm priestess of the draconic god Dahak, makes her home among the isles of the
Shackles, where she lords over her followers and leads raids throughout the Inner Sea
region. White dragons, though they may be found in virtually any mountain range
in Avistan, are perhaps most prevalent around the Crown of the World, where they
threaten travelers caravaning across the Path of Aganhei.

BLACK DRAGON

Murderous tyrants of marshes, swamps, bogs, and fens, black dragons terrorize their
domains with intense fervor. Gleefully sadistic, they rule their fetid principalities
from a deep cave or otherwise isolated part of the swamp with a mix of lightning-
quick raids and subterfuge. Their hatred for other creatures is as acidic as their
breath weapons, and they rarely tolerate even other dragons of their kind—except
perhaps to mate or temporarily collaborate to take down a mutual enemy.

Black dragons are amphibious—although they breathe air, their gills also allow
them to breathe water. Their frills and fins make them accomplished swimmers, well
suited to their wetland environments and submerged lairs. They’re immune to the
fetid water that comes as a result of their magical ability to corrupt water.



Black dragon lairs are as foul as their souls. The floors are littered with rotting @
meat, and plundered treasures line the muck and slime of their dank caves amid : INTRODUCTION
twisted roots and creepers. Such places are often crawling with pests, snakes, SERZILIAN
and slimes. Though they claim natural caverns when they can, they make do The great wyrm black dragon A-C
with areas of dense, twisted vegetation within a swamp. Black dragon treasure Serzilian rules over the fetid
hoards primarily consist of gems and expensive glass work, as valuables of softer Graidmere swamp in Ustalav, where
substance can’t survive the dragon’s acidic presence. she has resided for over 800 years.
She knows something darker even
YOUNG BLACK DRAGON CREATURE 7 than herself resides somewhere in
[ e | | aop | the swamp, but she has yet to find H-K
Perception +15; darkvision, scent (imprecise) 60 feet how to summon such an entity. For i
Languages Draconic now, she slumbers, waking only to
Skills Acrobatics +14, Arcana +12, Athletics +17, Deception +15, Intimidation +15, Stealth +16 demand sacrifices. g
Str +6, Dex +3, Con +4, Int +1, Wis +2, Cha +2

AC 25; Fort +17, Ref +12, Will +15 = e

HP 125; Immunities acid, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 23

Tail Lash D Trigger A creature within reach of the dragon’s tail takes
an action to Strike or attempt a skill check; Effect The dragon
Strikes with its tail at the triggering creature at a -2 penalty.
If it hits, the creature takes a -2 circumstance penalty to the
triggering roll.

Speed 40 feet, fly 100 feet, swim 40 feet

Melee *¥ jaws +19 (acid, reach 10 feet), Damage 2d10+9 piercing plus
1d6 acid

Melee *¥ claw +19 (agile), Damage 2d6+9 slashing

Melee *® tail +17 (reach 15 feet), Damage 2d8+7
bludgeoning

Melee *¥ horns +17 (reach 10 feet), Damage 1d8+7
piercing

Breath Weapon *¥® (acid, arcane, evocation); The
dragon breathes a spray of acid that deals 8d6
acid damage in a 60-foot line (DC 25 basic
Reflex save). It can't use Breath Weapon
again for 1d4 rounds.

Draconic Frenzy *¥® The dragon makes two claw
Strikes and one horns Strike in any order.

Draconic Momentum The dragon recharges its
Breath Weapon whenever it scores a critical hit
with a Strike.

ADULT BLACK DRAGON CREATURE 11
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Perception +22; darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Jotun

Skills Acrobatics +18, Arcana +19, Athletics +24,
Deception +20, Intimidation +20, Stealth +20

Str +7, Dex +3, Con +5, Int +2, Wis +3, Cha +3 /

AC 31; Fort +23, Ref +18, Will +21; +1 status to all saves
Vs. magic

HP 215; Immunities acid, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet,
DC 28

Tail Lash D As young black dragon.

Speed 50 feet, fly 120 feet, swim 50 feet

Melee *¥ jaws +25 (acid, magical, reach 10 feet), Damage 2d12+13
piercing plus 2d6 acid

-
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BLUE DRAGON
SPELLCASTERS

Blue dragon spellcasters tend to
cast the following spells.

YOUNG BLUE DRAGON

Arcane Prepared Spells DC 28,
attack +21; 4th dimension door,
hallucinatory terrain; 3rd dream
message, hypnotic pattern, paralyze;
2nd dispel magic, invisibility, mirror
image; 1st alarm, charm, unseen
servant; Cantrips (4th) detect magic,
message, read aura, shield, sigil

ADULT BLUE DRAGON

Arcane Prepared Spells DC 34,
attack +27; As young blue dragon,
plus 6th baleful polymorph, mislead;
5th chromatic wall, false vision,
illusory scene; 4th clairvoyance;
Cantrips (6th) detect magic,
message, read aura, shield, sigil

ANCIENT BLUE DRAGON
Arcane Prepared Spells DC 41,
attack +35; As adult blue dragon,
plus 8th disappearance, maze,
mind blank; 7th paralyze, prismatic
spray, spell turning; 6th feeblemind,
Cantrips (8th) detect magic,
message, read aura, shield, sigil

DER{} BESTIARY

Melee *¥ claw +25 (agile, magical), Damage 2d10+13 slashing

Melee *¥ tail +23 (magical, reach 15 feet), Damage 2d12+11 bludgeoning

Melee *¥ horns +23 (magical, reach 10 feet), Damage 1d10+11 piercing

Arcane Innate Spells DC 30; 2nd darkness (at will)

Breath Weapon *®¥ (acid, arcane, evocation); The dragon breathes a spray of acid that
deals 12d6 acid damage in an 80-foot line (DC 30 basic Reflex save). It can't use Breath
Weapon again for 1d4 rounds.

Corrupt Water ¥ (arcane, concentrate, necromancy); Frequency Once per day; Effect
The dragon permanently befouls 10 cubic feet of liquid within 90 feet. The liquid
becomes undrinkable and unable to support water-breathing life. This destroys liquid
magic or alchemical items if they're of a lower level than the dragon (a creature can
attempt a DC 28 Will save to protect liquids in its possession). This doesn't affect the
liquids in a creature's body.

Draconic Frenzy *¥® As young black dragon.

Draconic Momentum As young black dragon.

ANCIENT BLACK DRAGON
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Perception +30; darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Goblin, Jotun, Orcish

Skills Acrobatics +25, Arcana +26, Athletics +32, Deception +29, Intimidation +29,
Stealth +27

Str +8, Dex +5, Con +6, Int +4, Wis +5, Cha +5

AC 39; Fort +30, Ref +27, Will +29; +1 status to all saves vs. magic

HP 325; Immunities acid, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 35

Tail Lash 2 As young black dragon.

Speed 60 feet, fly 150 feet, swim 60 feet

Melee *® jaws +33 (acid, magical, reach 15 feet), Damage 3d10+14 piercing plus 2d6 acid
and 2d6 persistent acid

Melee *¥ claw +33 (agile, magical, reach 10 feet), Damage 3d8+14 slashing

Melee *¥ tail +31 (magical, reach 20 feet), Damage 3d10+12 bludgeoning

Melee *¥ horns +31 (magical, reach 15 feet), Damage 2d10+12 piercing

Arcane Innate Spells DC 37; 2nd darkness (at will)

Breath Weapon *®® (acid, arcane, evocation); The dragon breathes a spray of acid that
deals 17d6 acid damage in a 100-foot line (DC 39 basic Reflex save). It can't use Breath
Weapon again for 1d4 rounds.

Corrupt Water *¥ (arcane, concentrate, necromancy); As adult black dragon, but
DC 35.

Draconic Frenzy *®® As young black dragon.

Draconic Mementum As young black dragon.

BLUE DRAGON

Blue dragons are the sleek and poised cosmopolitans of the chromatic dragons.

CREATURE 16

Their brand of evil is organized, manipulative, and regal. Blue dragons often
lair near or within cities and set out to bend the population to their will and
gather hordes of servants. These dragons love spinning webs of conspiracy. A blue
dragon’s lackeys typically don’t even realize that they serve a dragon, but instead
think the protection money, tariffs, or taxes they are amassing is treasure for a
cruel but legitimate master. In some ways, blue dragons even see their servants as
a living hoard and value them like treasure. These dragons have been known to
use these tactics even with their own chromatic cousins.

Not all blue dragons work clandestinely. Some lord over desert tribes and
hill people like vengeful gods, demanding both tribute and worship. No matter
how blue dragons manage their underlings, their bearing is regal and their lairs
palatial; they’re universally intolerant of insubordination, incompetence, and
embezzlement, and punish perpetrators with murderous efficiency.



Blue dragons are also known for their use and mastery of illusion magic. They @
make use of illusions to augment their manipulations and bewilder their foes in : INTRODUCTION
battle. Blue dragons also have some control over water, but use this ability to DEYRUBRUJAN
destroy water, something quite dangerous for those who encounter them in their Responsible for destroying three A-C
desert lairs. separate villages in Avistan after

The ideal lair for a blue dragon contains multiple passages, rooms, and a lengthy raid to seek hidden
secret chambers. As social creatures, blue dragons prefer to host guests in information, this great wyrm blue
comfort—but their dwellings should not be so public that just anyone can dragon maintains a fortress lair in E-B
come calling. A force of guards keeps out intruders, and clever illusions the desert nation of Thuvia. Called
conceal the edifice from prying eyes. Rather than a pile of coins or gems, a Hidden Nest, Deyrubrujan’s lair H-K
blue dragon’s true hoard is the rich furnishings in its citadel— . '1' is a factory where Usij cultists
expensive art, ornate furniture, and architectural marvels. \ ll manufacture all manner of

potions, drugs, and poisons, while
ultimately seeking a way to make
a counterfeit Sun Orchid Elixir.

T

YOUNG BLUE DRAGON CREATURE 9

Perception +18; darkvision, scent (imprecise) 60 feet

Languages Common, Draconic

Skills Acrobatics +15, Arcana +16, Deception +18, Diplomacy +18,
Intimidation +18, Society +16, Stealth +15, Survival +16

Str +5, Dex +2, Con +3, Int +1, Wis +3, Cha +3

Sound Imitation The dragon can mimic any sound it has heard. It must
succeed at a Deception check with a +4 circumstance bonus to do so.

AC 28; Fort +19, Ref +18, Will +19

HP 170; Immunities electricity, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 26

Wing Deflection D Trigger The dragon is targeted with an attack.
Effect The dragon raises its wing, gaining a +2 circumstance bonus
to AC against the triggering attack. If the dragon is Flying, it descends
10 feet after the attack is complete.

Speed 30 feet, burrow 15 feet, fly 100 feet

Melee *¥ jaws +21 (electricity, reach 10 feet), Damage 2d8+11 piercing plus
1d12 electricity

Melee *¥ claw +21 (agile), Damage 2d8+11 slashing

Melee *¥ tail +19 (reach 15 feet), Damage 2d8+9 bludgeoning

Melee *¥ horns +19 (reach 10 feet), _
Damage 1d8+9 piercing .

Arcane Innate Spells DC 28; 1st create
water (at will; see desert thirst);
Cantrips (4th) ghost sound

Breath Weapon ¥¥ (arcane, -
electricity, evocation); The dragon
breathes lightning that deals 5d12
electricity damage in an 80-foot line (DC
28 basic Reflex save). It can't use Breath
Weapon again for 1d4 rounds.

Desert Thirst (arcane, transmutation) When casting
create water, the dragon can attempt to destroy
liquid instead of creating it, turning an equal
amount of liquid into sand. This destroys liquid
magic or alchemical items if they're of a lower level
than the dragon (a creature can attempt a DC 26
Will save to protect all liquids in its possession).
This doesn't affect the liquids in a creature’s body.

Draconic Frenzy *¥® The dragon makes two claw Strikes
and one horns Strike in any order.

Draconic Momentum The dragon recharges its Breath Weapon
whenever it scores a critical hit with a Strike.

v
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GREEN DRAGON
SPELLCASTERS

Green dragon spellcasters tend to
cast the following spells.

YOUNG GREEN DRAGON
Arcane Prepared Spells DC 26,
attack +20; 3rd dispel magic,
locate, mind reading; 2nd humanoid
form, mirror image, see invisibility;
st illusory object, true strike,
ventriloguism; Cantrips (3rd)
dancing lights, detect magic, ghost
sound, read aura, shield

ADULT GREEN DRAGON
Arcane Prepared Spells DC 33,
attack +26; As young green
dragon, plus 5th cloudkill, dispel
magic, tongues; 4th clairvoyance,
dimension door, stoneskin; Cantrips
(5th) dancing lights, detect magic,
ghost sound, read aura, shield

ANCIENT GREEN DRAGON
Arcane Prepared Spells DC

39, attack +33; As adult green
dragon, plus 8th mind blank,
prismatic wall; 7th contingency,
prismatic spray, spell turning; 6th
feeblemind, teleport, true seeing;
Cantrips (8th) dancing lights, detect
magic, ghost sound, read aura, shield

DER{} BESTIARY

ADULT BLUE DRAGON

1 | Huce |

Perception +24; darkvision, scent (imprecise) 60 feet

Languages Auran, Common, Draconic, Jotun

Skills Acrobatics +22, Arcana +25, Deception +26, Diplomacy +26, Intimidation +24,
Society +23, Stealth +20, Survival +22

Str +6, Dex +3, Con +4, Int +4, Wis +3, Cha +5

Sound Imitation The dragon can mimic any sound it has heard. It must succeed at a
Deception check with a +4 circumstance bonus to do so.

AC 34; Fort +24, Ref +23, Will +23; +1 status to all saves vs. magic

HP 260; Immunities electricity, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 32

Wing Deflection 2 As young blue dragon.

Speed 40 feet, burrow 20 feet, fly 150 feet

Melee *¥ jaws +27 (electricity, magical, reach 15 feet), Damage 3d8+12 piercing plus 1d12
electricity

Melee *¥ claw +27 (magical, agile, reach 10 feet), Damage 3d8+12 slashing

Melee *¥ tail +25 (magical, reach 20 feet), Damage 3d8+10 bludgeoning

Melee *® horns +25 (magical, reach 15 feet), Damage 2d8+10 piercing

Arcane Innate Spells DC 33; 6th illusory creature, illusory object, ventriloquism (at will);
1st create water (at will; see desert thirst); Cantrips (6th) ghost sound

Breath Weapon *¥¥ (arcane, electricity, evocation); The dragon breathes lightning that
deals 9d12 electricity damage in a 100-foot line (DC 33 basic Reflex save). It can't use
Breath Weapon again for 1d4 rounds.

Desert Thirst (arcane, transmutation); As young blue dragon, but DC 32.

Draconic Frenzy *®® As young blue dragon.

Draconic Momentum As young blue dragon.

ANCIENT BLUE DRAGON

| uncommon | € | huce | oracon | evecrRicity

Perception +31; darkvision, scent (imprecise) 60 feet

Languages Auran, Common, Draconic, Jotun, Ignan, Infernal

Skills Acrobatics +28, Arcana +33, Deception +35, Diplomacy +35, Intimidation +33,
Society +35, Stealth +28, Survival +29

Str +7, Dex +4, Con +6, Int +7, Wis +5, Cha +7

Sound Imitation The dragon can mimic any sound it has heard. To do so, it must succeed
at a Deception check with a +4 circumstance bonus.

AC 42; Fort +32, Ref +30, Will +33; +1 status to all saves vs. magic

HP 370; Immunities electricity, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 39

Wing Deflection 2 As young blue dragon.

Speed 50 feet, burrow 30 feet, fly 200 feet

Melee ¥ jaws +35 (electricity, magical, reach 20 feet), Damage 3d10+15 piercing plus
2d12 electricity

Melee *¥ claw +35 (agile, magical, reach 15 feet), Damage 3d10+15 slashing

Melee *¥ tail +33 (magical, reach 25 feet), Damage 3d10+13 bludgeoning

Melee *® horns +33 (magical, reach 20 feet), Damage 2d10+13 piercing

Arcane Innate Spells DC 43; 8th hallucinatory terrain (at will), illusory creature (at will),
illusory object (at will), ventriloquism (at will); 7th project image (see mirage); 1st create
water (at will; see desert thirst); Cantrips (8th) ghost sound

Breath Weapon (arcane, electricity, evocation); The dragon breathes lightning that
deals 12d12 electricity damage in a 120-foot line (DC 40 basic Reflex save). It can't
use Breath Weapon again for 1d4 rounds.

Each time the dragon uses Breath Weapon, a 20-foot-radius storm cloud appears

80 feet above a point of the dragon's choosing along the Breath Weapon's path. Clouds
last for 10 minutes and allow the dragon to use Storm Breath.

Desert Thirst (arcane, transmutation); As young blue dragon, but DC 37.

CREATURE 13

CREATURE 18




Draconic Frenzy *¥® As young blue dragon. @
Draconic Momentum As young blue dragon. . INTRODUCTION
Mirage Whenever the dragon uses Breath Weapon while the illusory image from its ATHERVOX
innate project image spell persists, it can cause the Breath Weapon to originate from As green dragons are A-C
itself or the image. contemplative and seek scholarly
Storm Breath ¥ (arcane, concentrate, electricity, evocation); Frequency Once per round; endeavors, Athervox is no
Requirement A storm cloud created by Breath Weapon is within 500 feet, and the different. An astronomer by trade,
dragon can see the cloud. Effect The dragon calls down a lightning bolt from a storm this great wyrm green dragon
cloud created by its Breath Weapon. This creates a vertical line of lightning to the ground maintains an observatory near
that deals 6d12 electricity damage to all enemies in its path (DC 40 basic Reflex save). Senara in the Whisper Woods of H-K
Cheliax. There, she struck a deal i
GREEN DRAGON with House Thrune where she
Green dragons are the most contemplative of the chromatic dragons as well as agreed to instruct a handful of £ L-N
the most approachable. The key to understanding green dragons is to understand apprentices. After a few years of
their obsession with knowledge and self-discipline. Any careful approach that instruction, these "apprentices" i 0-R
takes advantage of a green dragon’s fixations may end in a diplomatic outcome, vanished one night, taking :
but any misstep or slight can provoke a savage attack. Like most chromatic volumes of the dragon’s crucial | Il
dragons, green dragons do not suffer fools—and the threshold for what they notes—a slight she has not

consider foolish is very low. forgotten and plans to seek : U-Z

Though more open than their chromatic cousins to dealing with other creatures vengeance for.
and dragons, green dragons prefer an isolated and quiet life. They tend to lair in the

most forbidding parts of a forest, surrounded by tangled thickets, or else at the heart

APPENDIX
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of some dismal gulch. If the terrain is suitable, some green dragons make their home
in natural caves, which they expand to suit their needs.
Green dragons’ pride leads them to see to the preservation of

their forest homes. They feel that a verdant and lush forest is ' .
_BQN
-

something that they alone have cultivated. This leads some
green dragons to follow the path of druidism, though most
prefer to study the arcane arts and occult lore. Most of
them delve deeply into one particular field of study, and 4
correspond with other scholars in the field by adopting
a pen name that hides their true nature. Regardless
of their chosen focus, green dragons seek to improve y
themselves, and their desire for knowledge makes
them more likely to deal diplomatically with other
creatures in order to obtain new information.
Their hoards are typically well kept,
organized, and filled with tomes of lore and
scrolls of magic along with antiquities they
collect for their own inscrutable reasons.
Many of these treasures come from across
the globe, and many an adventurer has
survived an encounter with a green dragon
by stroking its ego and plying it with rare
artifacts or lost lore from ancient cultures.

YOUNG GREEN DRAGON CREATURE 8

Perception +16; darkvision, scent (imprecise)
60 feet

Languages Common, Draconic

Skills Acrobatics +13, Arcana +16, Athletics +17,
Deception +14, Diplomacy +16, Intimidation
+16, Nature +14, Occultism +17, Society +14,
Stealth +15

Str +5, Dex +1, Con +3, Int +2, Wis +2,
Cha +4
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DRAGONS ON OTHER

WORLDS

On the planet Triaxus the
Wanderer, the seventh world from
Golarion’s sun, dragons rule entire
continents. There, ancient dragons
maintain city-states and nations.

In a vast region known as the
Drakelands, chromatic dragons
have subjugated the humanoid
inhabitants and frequently war
among themselves. However, a few
good dragons maintain holdings
there. In the region knowns as

the Skyfire Mandate, a different
dynamic exists: good dragons who
chose to work in harmony with the
humanoid inhabitants have created
a buffer against the tyrants of

the Drakelands. There, creatures
known as dragonkin work
alongside humanoids to patrol

the border, making up a group
known as the Dragon Legion.

DER{} BESTIARY

AC 28; Fort +16, Ref +16, Will +17

HP 135; Immunities paralyzed, poison, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 24

Twisting Tail D Trigger A creature within reach of the dragon’s tail uses a move action or
leaves a square during a move action it's using. Effect The dragon makes a tail Strike
at the creature with a -2 penalty. If it hits, the dragon disrupts the creature’s action.

Speed 30 feet, fly 120 feet, swim 30 feet; woodland stride

Melee *® jaws +20 (poison, reach 10 feet), Damage 2d10+8 piercing plus 2d4 poison

Melee *¥ claw +20 (agile), Damage 2d8+8 slashing

Melee *¥ tail +18 (reach 15 feet), Damage 2d8+7 bludgeoning

Melee *® horn +18 (reach 10 feet), Damage 1d12+7 piercing

Arcane Innate Spells DC 26; 2nd entangle; 1st charm (x2)

Breath Weapon *¥® (arcane, evacation, poison); The dragon breathes a toxic cloud that
deals 9d6 poison damage in a 40-foot cone (DC 25 basic Fortitude save). It can't use
Breath Weapon again for 1d4 rounds.

Draconic Frenzy ¥ The dragon makes two claw Strikes and one horn Strike in any order.

Draconic Momentum The dragon recharges its Breath Weapon whenever it scores a
critical hit with a Strike.

Woodland Stride The green dragon ignores difficult terrain and greater difficult terrain
from non-magical foliage.

ADULT GREEN DRAGON

1 | huce |

Perception +22; darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Elven, Sylvan

Skills Acrobatics +19, Arcana +22, Athletics +24, Deception +19, Diplomacy +23,
Intimidation +23, Nature +20, Occultism +24, Society +22, Stealth +21

Str +6, Dex +3, Con +3, Int +4, Wis +4, Cha +5

AC 34; Fort +20, Ref +22, Will +23; +1 status to all saves vs. magic

HP 215; Immunities paralyzed, poison, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 31

Twisting Tail D As young green dragon.

Speed 40 feet, fly 160 feet, swim 40 feet; trackless step, woodland stride

Melee *¥ jaws +26 (magical, poison, reach 15 feet), Damage 3d10+12 piercing plus 3d4 poison

Melee *¥ claw +26 (agile, magical, reach 10 feet), Damage 3d8+12 slashing

Melee *¥ tail +24 (magical, reach 20 feet), Damage 3d8+10 bludgeoning

Melee *¥ horn +24 (magical, reach 15 feet), Damage 2d8+10 piercing

Arcane Innate Spells DC 32; 4th suggestion; 2nd entangle (x2); At Will charm

Breath Weapon *®® (arcane, evocation, poison) The dragon breathes a toxic cloud that
deals 13d6 poison damage in a 50-foot cone (DC 31 basic Fortitude save). It can't use
Breath Weapon again for 1d4 rounds.

Draconic Frenzy *¥® As young green dragon.

Draconic Momentum As young green dragon.

Trackless Step The green dragon always gains the benefits of Cover Tracks in natural
surroundings, even while moving at full speed.

Woodland Stride As young green dragon.

ANCIENT GREEN DRAGON

| uncommon | Le

Perception +30; darkvision, scent (imprecise) 60 feet

Languages Abyssal, Common, Draconic, Elven, Jotun, Sylvan

Skills Acrobatics +25, Arcana +32, Athletics +30, Deception +27, Diplomacy +31,
Intimidation +31, Nature +28, Occultism +34, Society +31, Stealth +29 (camouflage)

Str +7, Dex +4, Con +5, Int +6, Wis +5, Cha +6

Camouflage The dragon can Hide in natural environments even if it doesn't have cover.

AC 41; Fort +30, Ref +29, Will +32; +1 status to all saves vs. magic

HP 315; Immunities paralyzed, poison, sleep

CREATURE 12

CREATURE 17




Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 37 @

Miasma (aura, poison); 20 feet. After the dragon uses its Breath Weapon, a cloud of : INTRODUCTION
poison gas continues to emanate from its body for 1 round. Any creature that ends DARALATHXYL
its turn in the miasma takes 4d6 poison damage (DC 37 basic Fortitude save). Any Known as the Sixth King of the Five A-C
creature in the miasma is concealed and treats other creatures as concealed. The Kings Mountains, this red dragon
dragon can see through this concealment. has lived in Droskar's Crag for over

Twisting Tail 2 As young green dragon. two millennia. Thankfully, this

Speed 50 feet, fly 200 feet, swim 50 feet; trackless step, woodland stride powerful dragon slumbers for long

Melee *¥ jaws +33 (magical, poison, reach 20 feet), Damage 3d12+15 piercing plus 4d4 poison periods, but like a restless volcano,

Melee *¥ claw +33 (agile, magical, reach 15 feet), Damage 3d10+15 slashing he is due for a rampage. H-K

Melee *¥ tail +31 (magical, reach 25 feet), Damage 3d10+13 bludgeoning

Melee *¥ horn +31 (magical, reach 20 feet), Damage 2d10+13 piercing

Arcane Innate Spells DC 39; 6th dominate; 4th charm (at will), suggestion; 2nd
entangle (at will)

Breath Weapon *¥® (arcane, evocation, poison); The dragon breathes a toxic
cloud that deals 18d6 poison damage in a 60-foot cone (DC 37 basic
Fortitude save). The Breath Weapon also creates a miasma. The dragon
can't use Breath Weapon again for 1d4 rounds.

Draconic Frenzy *®® As young green dragon.

Draconic Momentum As young green dragon.

Trackless Step As adult green dragon.

Woodland Stride As young green dragon.

RED DRAGON

The largest and most powerful of the chromatic dragons,

B
i

red dragons are a menace to civilizations everywhere, and
their strength is rivaled only by their arrogance. Red dragons
see themselves as regents and overlords of all dragonkind.
With their crowns of crimson spikes and their command of
blistering flame, this is no haughty boast in their eyes—only
unquestioned fact.

Red dragons don’t deign to speak with lesser creatures; they
simply dominate and burn, enslaving weaker creatures to act as
servants and to look after their lairs while the dragons slumber
away. They take pleasure in dominating these creatures, and
they demand tribute from their supplicants. Those who anger or
disappoint end up eaten or reduced to ash. They command their
enslaved minions to constantly build onto their lairs, carving

P

out new tunnels and designing cunning traps that ensure the 4
dragon’s security. Vi

Driven by their arrogance, red dragons are the most
likely of the chromatic dragons to ravage settlements.
They want the world to see them in their rightful 285
place as powerful tyrants, and they delight in '
threatening all o