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INTRODUCTION

Welcome to the Pathfinder Roleplaying Game Bestiary 2!
Within the pages of this tome you will encounter a wide
range of monsters to pit against your players as they
explore your world. The creatures featured herein have
been drawn from a wide range of sources, from real-world
legends and myths (where we get our chupacabras and
wendigos, our charybdises and scyllas), to the traditions
of the RPG’s rich history (such as the blink dog and the
hellcat), to the inventions of writers old and new (such as
Frank Belknap Long’s hounds of Tindalos, Lewis Carroll’s
jabberwock, or H. P. Lovecraft’s Leng spiders, gugs, and
more). In order to fully use the creatures in the Pathfinder
RPG Bestiary 2, you'll need a copy of the Pathfinder RPG Core
Rulebook and the Pathfinder RPG Advanced Player’s Guide.
Additional monsters can be found in the first Pathfinder
RPG Bestiary.

While each monster is a unique creature, many possess
similar special attacks, defenses, and qualities. Unique
abilities are described below the monster’s stat block.
Many abilities common to several monsters appear in
the universal monster rules in Appendix 3. If a monster’s
listed special ability does not appear in its description,
you'll find it there. Check pages 294-303 of this book for
the complete universal monster rules.

This book’s appendices also contain a wealth of other
information—you’ll find charts organizing the monsters
into several different categories, new templates and
variants, and more.

Each monster description on the following pages is
presented in the same format, split into three specific
areas: Introduction, Stat Block, and Description.

Introduction

Each monster is presented alphabetically. In the case of a
group of monsters sharing similar traits (such as outsider
races and some animals or vermin), the monster’s basic
name is listed first.

Stat Block

This is where you'll find all of the information you need to
run the monster in an encounter. A stat block is organized
as follows. Note that in cases where a line in a stat block has
no value, that line is omitted.

Name and CR: The monster’s name is presented first,
along with its challenge rating (CR) and three icons
you can use to quickly identify the creature’s role in the
game. Challenge rating is a numerical indication of how
dangerous a monster is—the higher the number, the
deadlier the creature. Challenge rating is detailed on page
397 of the Pathfinder RPG Core Rulebook.

XP: Listed here are the total experience points that PCs
earn for defeating the monster.

MONSTER ICONS

Each monster in this book is presented with three visual
cues to help you quickly identify the monster’s role and
niche in the game. The first of these icons indicates the
monster’s type. The second indicates the terrain where the
creature can normally be encountered. The third shows
what sort of climate the creature prefers. More precise
notes on each monster’s type (and subtypes), preferred
terrain, and climate appear elsewhere in its stat block,
but these three icons can help you recognize this basic
information at a glance.

Terrain

@ Desert

@ Forest/Jungle
@ il

@ Mountain
@ Plain

@ Ruins/Dungeon
@ Sky

@ Swamp

Q Underground
@ Urban

@ Water

Creature Type

@ Aberration
@ Animal

'@ Construct
@ Dragon

@ Fey

@ Humanoid
@ Magical Beast

@) Monstrous Humanoid
@ Ooze

@ Outsider

@) Plant

@ Undead
@ Vermin

Climate

@ Cold @ Extraplanar @ Temperate @ Tropical

Race, Class, and Level: Some monsters do not possess
racial Hit Dice and are instead defined by their class levels.
For these monsters, their race, class, and level appear here.
Unless otherwise noted, the first class listed is the class
chosen by the monster as its favored class.

Alignment, Size, and Type: While a monster’s size and
type remain constant (unless changed by the application of
templates or other unusual modifiers), alignment is far
more fluid. The alignments listed for the monsters in this
book represent the norm for those monsters—they can
vary as you require them to in order to serve the needs of
your campaign. Only in the case of relatively unintelligent
monsters (creatures with an Intelligence of 2 or lower are
almost never anything other than neutral) and planar
monsters (outsiders with alignments other than those
listed are unusual and typically outcasts from their kind)
is the listed alignment relatively unchangeable.

Init and Senses: The creature’s initiative modifier followed
by any special senses and its Perception check modifier.




Aura: If the creature has a particular magical or
exceptional aura, it is listed here along with its radius
from the creature and, as applicable, a save DC to resist
the aura’s effects.

AC: The creature’s Armor Class, touch Armor Class, and
flat-footed Armor Class. The modifiers that generate its AC
are listed parenthetically at the end of this entry.

hp: The creature’s hit points, followed by its Hit Dice
(including modifiers from Constitution, favored class
levels, creature type modifiers, and the Toughness feat).
Creatures with PC class levels receive maximum hit points
for their first HD, but all other HD rolls are assumed to
be average. Fast healing and regeneration values, if any,
follow the creature’s HD.

Saving Throws: The creature’s Fortitude, Reflex, and
Will saves, followed by situational modifiers to those rolls.
Defensive Abilities/DR/Immune/Resist/SR: All of the
creature’s unusual defensive abilities. Damage reduction,
immunities, resistances, and spell resistance are called
out separately as necessary.

Weaknesses: All of the creature’s unusual weaknesses
are listed here.

Speed: The creature’s land speed, and additional speeds
as necessary for the creature.

Melee: The creature’s melee attacks are listed here, with
its attack roll modifier listed after the attack’s name,
followed by the damage in parentheses.

Ranged: As Melee above, but for ranged attacks.
Space/Reach: The creature’s space and reach—if the
creature’s space and reach are standard (one 5-foot square
and a reach of 5 feet), this line is omitted.

Special Attacks: The creature’s special attacks. Full
details for these attacks are given at the end of the stat
block or in the universal monster rules appendix.
Spell-Like Abilities: After listing the caster level of the
creature’s spell-like abilities, this section lists all of the
creature’s spell-like abilities, organized by how many times
per day it can use the abilities. Constant spell-like abilities
function at all times but can be dispelled. A creature can
reactivate a constant spell-like ability as a swift action.
Spells Known/Prepared: If the creature can actually
cast spells, its caster level is indicated here, followed
by the spells it knows or typically has prepared. Unless
otherwise indicated, a spellcasting creature does not
receive any of a spellcasting class’s other abilities, such as
a cleric’s ability to spontaneously convert prepared spells to
cure or inflict spells.

Ability Scores: The creature’s ability scores are listed
here. Unless otherwise indicated, a creature’s ability scores
represent the baseline of its racial modifiers applied to
scores of 10 or 11. Creatures with NPC class levels have stats
in the standard array (13, 12, 11, 10, 9, 8), while creatures
with character class levels have the elite array (15, 14, 13, 12,

10, 8); in both cases, the creature’s ability score modifiers
are listed at the end of its description.

Base Atk/CMB/CMD: These values give the creature’s
base attack, its Combat Maneuver Bonus, and its Combat
Maneuver Defense score.

Feats: The creature’s feats are listed here. A bonus feat is
indicated with a superscript “B.”

Skills: The creature’s skills are listed here. Racial
modifiers to skills are indicated at the end of this entry.

Languages: The languages most commonly spoken by
the creature are listed here. For unusual creatures, you can
swap out the languages known for other choices as needed.
A creature with a higher than normal Intelligence score
receives the appropriate number of bonus languages.

SQ: Any special qualities possessed by the creature.

Environment: The regions and climates in which the
creature is typically encountered are listed here; these
often present wider ranges than the icons at the top of the
stat block indicate. In this case, the icon listed at the top of
the stat block indicates the creature’s preferred terrain.

Organization: This lists how the creature is organized,
including number ranges as appropriate.

Treasure: The exact value of the creature’s treasure
depends on whether you're running a slow, medium, or
fast game, as summarized on Table 12—5 on page 399 of the
Pathfinder RPG Core Rulebook. In cases where a creature has
specific magical gear assigned to it, the assumption is a
medium game—ifyou play a fast or slow game, you'll want
to adjust the monster’s gear as appropriate. “Standard”
treasure indicates the total value of the creature’s treasure
is that of a CR equal to the average party level, as listed on
Table 12—5 on page 399 in the Pathfinder RPG Core Rulebook.
“Double” or “triple” treasure indicates the creature has
double or triple this standard value. “Incidental” indicates
the creature has half this standard value, and then only
within the confines of its lair. “None” indicates that the
creature normally has no treasure (as is typical for an
unintelligent creature that has no real lair, although such
creatures are often used to guard treasures of varying
amounts). “NPC gear” indicates the monster has treasure
as normal for an NPC of a level equal to the monster’s CR
(see page 454 of the Pathfinder RPG Core Rulebook).

Special Abilities: Finally, any of the creature’s more
unique special abilities are detailed in full here.

Description

Here you'll find information on how the monster fits into
the world, notes on its ecology and society, and other bits
of useful lore and flavor that will help you breathe life into
the creature when your PCs encounter it. Some monsters
have additional sections that cover variant creatures, notes
on using the monsters as PCs, methods of constructing
the creature, and so on.



AICHATERA

This bird-like beast is mostly head, lunging forward on four scaly
legs. Wisps of noxious black vapor trail from its hooked beak.

ACHAIERAI
XP 1,600

LE Large outsider (evil, extraplanar, lawful)

Init +1; Senses darkvision 60 ft.; Perception +12
DEFENSE

AC 20, touch 11, flat-footed 18 (+1 Dex, +1 dodge, +9 natural,
-1 size)

hp 52 (7d10+14)

Fort +7, Ref +6, Will +4

SR 20

OFFENSE

Speed 50 ft.

Melee bite +10 (2d6+4), 2 claws +10 (1d6+4)
Space 10 ft.; Reach 10 ft. with claw

Special Attacks black cloud

STATISTICS

Str 19, Dex 13, Con 14, Int 11, Wis 14, Cha 16

Base Atk +7; CMB +12; CMD 24 (28 vs. trip)

Feats Combat Reflexes, Dodge, Mobility, Spring Attack

Skills Acrobatics +11 (+19 jump), Climb +14, Perception +12,
Sense Motive +12, Stealth +7, Swim +14

Language Infernal

ECOLOGY

Environment any land (Hell)
Organization solitary or flock (5-8)
Treasure standard

SPECIAL ABILITIES

Black Cloud (Su) An achaierai can exhale a cloud of choking,
toxic smoke three times per day. All creatures within
10 feet of the achaierai immediately take 2d6 points of
damage as their flesh melts and rots away. The cloud
erodes sanity as
well as
flesh, and
anyone
who takes
damage from
the black cloud must
also make a DC 15 Fortitude
save or become confused. Every
round, the victim may attempt another DC 15 Fortitude
save to recover from the confusion; otherwise it persists,
lasting indefinitely until the condition is removed or the
victim eventually makes her saving throw. The confusion
element of a black cloud is a mind-affecting effect. The
save DC is Constitution-based. This is a poison effect.
Achaierais are immune to this ability.

An achaierai is a predator and scavenger of the lower
planes that looks like a 15-foot-tall flightless bird, though
its head and body are fused into one large unit, with
four legs and atrophied wings. The thick, oily plumage
covering its body all but conceals these tiny wings. An
adult achaierai weighs roughly 750 pounds.

Though not devils themselves, achaierais live and hunt
on the scorched and blasted plains of Hell, where they
make excellent use of their long, stilt-like legs in running
down any lost souls or lesser devils who stumble into
their feeding grounds. Once it has closed with its target,
an achaierai attacks with its two front legs, punching
or slashing, as well as biting with its powerful beak.
Far smarter than their animalistic form might suggest,
achaierais prefer to hunt in shrieking packs and use their
prey’s confusion and their own reach to their advantage,
circling their quarry and darting in to attack as soon as
the victim becomes distracted, then retreating again before
the prey has a chance to retaliate. They have been known
to wander through battlefields in the lower planes,
picking over dying and regenerating creatures and souls,
which has earned them the nickname “Hell’s vultures.”
As achaierais are immune to the toxic clouds of others of
their kind, they often work in conjunction to use these
clouds to herd or scatter enemies, form long lines of black
clouds to protect their retreat, or merely panic opponents
in large melees. Achaierais are fond of disemboweling
their targets and feasting on the hot entrails while their
mortally wounded prey screams itself'to death. Of course,
as outsiders, achaierais have no need to eat, and their
elaborate hunting routines are simply the bird-beasts’
sick form of entertainment.




Beyond passion, beyond mercy, beyond reason, the faceless
caretakers of reality toil without end, silently struggling
to preserve the tenuous balance upon which all existence
depends. These voiceless forces are the aeons, inscrutable
shapers and eliminators of the multiverse. They exist
beyond the understanding of most mortals, endlessly
striving toward goals unfathomable even to many of the
planes’ eldest inhabitants. Aeons build order from the
chaos of the Maelstrom, seed new life upon barren worlds,
and halt the rampages of forces grown overbold. They rend
nations to vapor, dismantle planets into cosmic dust, and
pave the way for calamities. Their ways are at one moment
beneficent and in the next utterly devastating, but
always without ardor, compassion, or malice. Every aeon
dispassionately but determinedly strives toward the same
objective—an ever changing, amending, and readjusting
pursuit of multiplanar equilibrium. United in this
eternal and perhaps impossible pursuit, aeons embody
the planes-spanning hand of a metaphorical omnipotent
clockmaker, endlessly tuning and adjusting the myriad
gears of reality in pursuit of ultimate perfection.

The balance aeons seek in all things begins with
themselves. Most aecons embody a powerful dichotomy
sustained in equilibrium. From the potency of birth and
death meeting in akhanas to the philosophies of fate and
freedom embodied by theletos, the workings of existence
take on form and will within their living manifestations.
Even the lesser paracletus unite diverse elements of
creation in their intricate orbits. Such stability reaches
beyond the shapes of aeons to inspire and direct their
minds, imbuing each with a singular purpose and area
of control. Thus, each embodies the realm of reality it
would seek to balance, attempting to enforce a harmony
as perfect as that of its physical form upon all things.
The forms of various types directly suggest their
abilities and objectives, with pleroma aeons, for example,
exhibiting the power to create or annihilate, and using
such influence to alter that which has grown either too
abundant or sterile.

While aeons are not malicious creatures, they care
nothing for individual beings or the struggles and emotions
central to most life. The ruin of an entire city or burning
of a vast forest means equally little in their manipulation
of symmetry. By the same right, creating new life or
constructing defenses against impending calamities are
equally characteristic acts. For aeons, only the final tally
matters, and a land overpopulated by humanoids is just
as much in need of culling as a land overrun by ravenous
fungi. Just as a body’s natural defenses have neither
mercy nor malice for invading parasites, aeons don’t
muddy their objectives with emotion. Such impartiality

extends to the interactions between aeons as well. Without
culture, society, or even memory beyond the immediate
needs of the multiverse, they build no relationships and,
in general, have no personalities beyond an automaton-
like directness. A vague caste system exists, with aeons
that hold influence over greater multiversal principles
acknowledged as superior by their lesser brethren. This
caste system rarely translates to actual direction and
obedience, though. Should the acts of a greater aeon
jeopardize the works or even lives of a multitude of lesser
aeons, the efforts of the more potent aecon proceed without
hesitation. Only in matters of great existential concern
do multiple aeons cooperate, directed into doing so by
the united consciousness of their race and the multiverse
itself, and even then rarely for long.

Many mistake aeons for friends or allies of nature and
its creatures. While this might be true at times—and is
definitely true if reality as a whole is considered a vast,
united organism—aeons care no more for the trees of the
forest than for the towers of civilization. For them, all life
is life and all death is death, to be preserved or scoured
regardless of its arbitrary shape.

In rare cases, aeons have been known to deviate from
the whims of the multiverse. Such rogue aeons typically
arise from interacting with other races excessively, living
beyond their intended times, being exposed to unusual
ideas, or being forced to perform acts they otherwise
wouldn’t contemplate. These aeons typically take on
extreme personalities, coming to favor one aspect of
their being over the other—an akhana is just as likely
to become an artist of life as a mass murderer. Normal
aeons perceive their rogue brethren as high-priority
disturbances in the balance of the multiverse and seek
the destruction of such rarities with all haste.

MONAD, THE CONDITION OF ALL

All aeons are bound in a state they know as “the condition
of all” or “monad,” a supreme oneness with all members
of their race and the multiverse itself. Therefore, aeons
exist as an extension of the multiverse; in a fashion
similar to the way bones, muscle, and the various humors
create a mortal, they exist as part of a greater being. When
destroyed or upon accomplishing specific goals, their
energies simply dissipate and become reabsorbed into the
monad. They do not die, but are instead recycled. They
have no discernible memories and seem to exist only in
the present, arriving to repair balance. Relationships
with non-aeons are generally nonexistent, and they feel
no sense of affection, remorse, vengeance, or similar
emotions. Aeons deal with each task as its own action,
independent from all other tasks. Thus, an individual
once at violent odds with an aeon may, upon their next
encounter, have the aeon’s full and undaunted support.



CEOD, SUHAN

Four gray arms project from a swirling mass resembling a giant
eye, from which a tail-like appendage dangles.
AKHANA

@G
XP 19,200 @ S

N Medium outsider (aeon, extraplanar)
Init +10; Senses darkvision 6o ft., deathwatch; Perception +19
DEFENSE

AC 27, touch 18, flat-footed 21 (+2 deflection, +6 Dex, +9 natural)

hp 148 (11d10+88); fast healing 5

Fort +17, Ref +11, Will +14

Immune cold, critical hits, poison; Resist electricity 10, fire 10;
SR 23

OFFENSE

Speed 30 ft., fly 40 ft. (poor)

Melee 4 claws +16 (1d4+5 plus grab)

Special Attacks soul siphoning

Spell-Like Abilities (CL 11th; concentration +15)
Constant—deathwatch
At will—cure serious wounds, gentle repose, inflict serious
wounds (DC 17), sanctuary (DC 15)
3/day—restoration, slay living (DC 19)
1/day—raise dead
STATISTICS
Str 21, Dex 23, Con 26, Int 16, Wis 21, Cha 18
Base Atk +11; CMB +16 (+20 grapple); CMD 34 (38 vs. trip)
Feats Combat Reflexes, Great Fortitude, Hover, Improved Initiative,

Iron Will, Lightning Reflexes
Skills Bluff +18, Fly +2, Heal +19, Intimidate +18,
Knowledge (planes) +22, Knowledge
(religion) +22, Perception +19,
Sense Motive +19, Spellcraft +17,
Stealth +20
Languages envisaging
SQ extension of all, void form
ECOLOGY

Environment any (Outer Planes)
Organization solitary, pair, or collective (3—6)
Treasure none
SPECIAL ABILITIES

Soul Siphoning (Su) As a swift action, an akhana can use its tail
to siphon life essence from a grappled foe. At the start of
the aeon’s turn, the victim gains 1d4 negative levels (a DC
23 Fortitude save negates and grants immunity to this
akhana’s soul siphoning ability for 24 hours). When the
number of negative levels equals the target’s Hit Dice, the
target’s soul tears free from its mortal body and gets
stored within the body of the akhana as a trap the
soul spell. The victim’s body remains preserved
as if via a gentle repose spell for as long as the
soul is held by the akhana. The akhana can keep
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the soul indefinitely, or can release it as a full-round action.
Upon doing so, the released soul immediately returns to its
body if the body is within 300 feet, at which point the body
returns to life and any negative levels imparted to it by the
akhana are removed. If the body is not within 300 feet (or if it
has been destroyed), then the creature dies when its soul is
released. A miracle, limited wish, or wish can force a displaced
soul to return to its proper body. If an akhana is slain, any
soul it contains is released automatically. An akhana can only
hold one soul at a time. The save DC is Constitution-based.

Akhanas bear charge over the duality of birth and death.
They perceive the existence of living things as crucial to
maintaining cosmic balance. They also understand the
profound influence living things have on the cosmos, and
ifleft untended, its ability to create terrible consequences.
In this circumstance, life must give way to death.

Akhanaswander the byways of the multiverse, constantly
on the hunt for imbalances in life. How they judge these
imbalances is not well-understood by non-aeons, and
the aeons are singularly unmotivated to justify akhanas’
decisions when inquired about them. As a result, the focus
of akhanas’ attacks and attentions usually seems arbitrary
or even random to most creatures—they do not always
focus their attentions on the strongest or the weakest
members of a group.

An akhana stands 5 feet in height and weighs 120
pounds. Its strange central body seems vaporous, but is
weirdly solid (and slimy) to the touch.



E(’D BYTHOS SPECIAL ABILITIES
) Aging Strike (Su) If a bythos strikes a living target with two

A shimmering, colorless mass congeals to form a four-armed slam attacks in a single round, the bythos ages the creature,
humanoid shape with an eye-like pattern in its torso. causing it to advance to the next age category (Pathfinder
RPG Core Rulebook 169) if it fails a DC 24 Fortitude save. The

BYTHOS CR 16 @ victim gains all of the penalties from this aging and none of
XP 76,800 — the bonuses. A venerable victim targeted by this ability dies
N Large outsider (aeon, extraplanar) if it fails a DC 24 Fortitude save. This process is reversible
Init +8; Senses blindsense 60 ft., darkvision go ft., low-light with greater restoration, limited wish, miracle, or wish. The
vision; Perception +30 save DC is Constitution-based.

DEFENSE Confusion Gaze (Su) Confusion for 1d4 rounds, 30 feet,

AC 31, touch 18, flat-footed 26 (+4 deflection, +4 Dex, +1 dodge, Fortitude DC 24 negates. The save DC is Charisma-based.

+13 natural, —1 size) Temporal Strike (Su) As a standard action, a bythos can

hp 207 (18d10+108); fast healing 10 touch a creature or object to displace it from time. If the

Fort +18, Ref +12, Will +20 target fails a DC 24 Fortitude save, it disappears from the

Immune cold, critical hits, poison; Resist electricity 10, fire present moment and reappears in the same location 1d4
10; SR 27 rounds later as if no time had passed. If an object occupies

OFFENSE that space, the creature appears in the closest available

Speed fly 40 ft. (good) space to its original location—this displacement does not

Melee 4 slams +23 (1d6+6 plus 1d6 cold and aging strike) cause the creature any additional harm. The save DC is

Space 10 ft.; Reach 10 ft. ... . Charisma-based.
Special Attacks confusion gaze, temporal strike :
Spell-Like Abilities (CL 18th; concentration +23)
At will—
augury,
greater
teleport,
slow (DC 18)
3/day—
dimensional

The Dbythos
are guardians of
time and planar
travel —indeed,
to bythos, the act of
aging is nothing more than

a highly specialized method
of travel. Although bythos
anchor, themselves have no additional method
haste, plane
shift (DC 20)
1/day—dimensional

of traveling through

time, they scour the
multiverse, hunting
for creatures that do
have the ability to

time-travel and may have abused this ability.

lock, moment of prescience,

temporal stasis (DC 23)

STATISTICS

Str 22, Dex 19, Con 21, Int 24, Wis 28, Cha 21

Base Atk +18; CMB +25; CMD 44 (can’t be
tripped)

Feats Combat Casting, Combat Reflexes, Dodge,

Far more often, though, bythos seek out abuses
of planar travel, such as tears in reality, regions
where planes overlap, or creatures that abuse
the use of planar travel. In some cases, such
Great Fortitude, Hover, Improved Initiative, distortions are ignored, but in others, a bythos
Lightning Reflexes, Mobility, Toughness
Skills Bluff +26, Fly +6, Heal +30, Intimidate +26,

Knowledge (arcana, nature, religion) +33, Knowledge

or even a full tribunal comes to assess and repair
the damage. In most cases, “repair” is analogous to
the death of the creature responsible for the
(history, planes) +36, Perception +30, Sense Motive distortions, but placing such creatures
+30, Spellcraft +28, Stealth +21, Use Magic Device +23 in temporal stasis can also solve the
Languages envisaging

SQ extension of all, void form
ECOLOGY

Environment any (Outer Planes)

problem.
"" While a bythos’s body may seem
to be made of smoke and vapor, it is

strangely solid to the touch, feeling not
Organization solitary, pair, or tribunal (3 bythos) dissimilar to dry stone. A bythos is 13 feet

Treasure none tall and weighs 600 pounds.
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fIEON, PARACLETUS

A small cluster of shimmering lights floats in the air, orbited by
multiple vibrant crystals and gemstones.
PARACLETUS

CR2 .
XP 600

N Small outsider (aeon, extraplanar)

Init +2; Senses darkvision 60 ft.; Perception +7
Aura emotion aura (DC 12, 30 ft.)

DEFENSE

AC 14, touch 13, flat-footed 12 (+2 Dex, +1 natural, +1 size)

hp 13 (3d10-3)

Fort +4, Ref +3, Will +6

Immune cold, critical hits, poison; Resist electricity 10,
fire 10; SR 7

OFFENSE

Speed fly 40 ft. (good)

Melee slam +3 (1d3-1 plus
1d6 electricity)

Spell-Like Abilities (CL 3rd;
concentration +4)

At will—sanctuary (DC 12)
3/day—calm emotions (DC 13)
1/week—commune (6 { _
questions, CL 12th) {‘} i
STATISTICS

Str 8, Dex 14, Con 9, Int 11, Wis 13,
Cha 12

Base Atk +3; CMB +1; CMD 13 (can’t be tripped)

Feats Great Fortitude, Iron Will

Skills Fly +8, Intimidate +7, Knowledge (arcana) +7,
Knowledge (planes) +7, Perception +7, Sense Motive +7,
Stealth +12

Languages envisaging

SQ extension of all, void form

ECOLOGY

Environment any (Outer Planes)

Organization solitary, pair, or commune (3-12)
Treasure none

SPECIAL ABILITIES

Emotion Aura (Sp) Each paracletus exists as the embodiment
of a specific emotive duality. Three times per day, a
paracletus can create an aura representing one of its two
programmed emotions. Creatures in the area must make a
DC 12 Will save to resist the aura. A creature that makes its
save against the aura is unaffected by that aeon’s aura for
the next 24 hours. The paracletus can choose one creature
in the area to ignore its effects. The effect of the aura
lasts for 10 minutes, and ends if a creature moves more
than 30 feet from the aeon. The aura is a mind-affecting
compulsion effect. The save DC is Charisma-based. Specific
emotive dualities and their powers follow—any single

o and purposes, a matter of random chance—even

paracletus can only use one of these three dualistic options
and cannot change to a different one.
Courage/Fear: The aura acts as bless or bane.
Empathy/Apathy: The aura gives creatures a +2 bonus or a
—2 penalty on Bluff, Diplomacy, and Intimidate checks.
Hope/Despair: The aura gives creatures a +2 morale bonus on
Will saving throws or a —2 penalty on Will saving throws.

While mortals possess the gift of free will, both logic
and emotion influence their decisions. The paracletus
serve the aeons as agents who connect with mortals
and study the influence of emotions (particularly the
dualistic nature of raw emotion) upon mortal
behavior. They wander the planes

. 2 seeking mortals with particularly
strong emotional or logical
capabilities (characters with
high Charisma or Intelligence
scores). Once a paracletuslocates
such a creature, the paracletus
remains nearby, studying the target’s
v, relationship with emotional and
SIL logical input and choices.

] Often, the paracletus will
use its emotion aura on

the target in order to study

how outside influences affect
the subject. Unfortunately for
the target creature, whether or not the paracletus
uses a helpful or harmful effect is, for all intents

though to the paracletus’s complex reasoning, nothing
is left to actual random chance.

If presented the option, a paracletus avoids direct
combat, and uses its emotion aura to influence situations.
If pressed to defend itself; it flies at opponents, slamming
into them and discharging an electrical jolt of energy in
addition to buffeting with its crystalline components.
The crystals that orbit a paracletus are solidified aspects
of logic, while the swirling vapors and lights that make
up its central mass are manifestations of raw emotion—
when a paracletus is slain, both the crystals and vapors
fade away into nothingness.

A paracletus can be chosen as a familiar by a 7th-
level neutral spellcaster who has the Improved
Familiar feat. A paracletus familiar does not abandon
its mission to observe emotions and logic at play, but
it does follow its master’s orders—this is one situation
where the application of a paracletus’s emotion aura
need not be random.

Although the central mass of a paracletus’s body
appears to be made of light and energy, it is in fact solid,
and feels strangely like electrified flesh to the touch.



" flE0n, PLEROMA

Within the shadows of this vaguely humanoid figure stir swirling
colors and spheres, as if it encompassed all the night sky.
PLEROMA

@IS
XP 307,200 @ -y

N Large outsider (aeon, extraplanar)

Init +12; Senses blindsight 120 ft., darkvision 120 ft., true
seeing; Perception +41

DEFENSE

AC 36, touch 24, flat-footed 27 (+6 deflection, +8 Dex, +1 dodge,

+12 natural, -1 size)

hp 324 (24d10+192); fast healing 10

Fort +24, Ref +18, Will +26

Immune cold, critical hits, poison; Resist electricity 10, fire 10;
SR 31

Base Atk +24; CMB +32; CMD 57 (can’t be tripped)

Feats Alertness, Combat Casting, Combat Reflexes, Dodge, Great
Fortitude, Improved Initiative, Improved Iron Will, Iron Will,
Lightning Reflexes, Lightning Stance, Mobility, Wind Stance

Skills Appraise +30, Bluff +32, Fly +16, Heal +30,

Intimidate +27, Knowledge (arcana) +47, Knowledge
(dungeoneering) +44, Knowledge (engineering) +44,
Knowledge (nature) +47, Knowledge (planes) +47,
Knowledge (religion) +47, Perception +41, Sense Motive +39,
Spellcraft +30, Stealth +27, Use Magic Device +27

Languages envisaging

SQ extension of all, void form

ECOLOGY

Environment any (Outer Planes)

Organization solitary or tribunal (1 pleroma, 3 akhanas, and
2—5 theletos)

Treasure none

OFFENSE

SPECIAL ABILITIES

Speed o ft., fly 60 ft. (perfect)

Melee touch +30 (20d8 energy)

Space 10 ft.; Reach 10 ft.

Special Attacks sphere of creation, sphere of oblivion
Spell-Like Abilities (CL 20th; concentration +27)

At will—create food and water, mending, rusting grasp (DC 21),
stone shape, wood shape (DC 19)

7/day—fabricate, plant growth, sculpt sound, shout (DC 21)
5/day—break enchantment, daylight, deeper darkness, freedom
of movement, major creation

3/day—disintegrate (DC 23), horrid wilting (DC 25)
1/day—mage’s disjunction (DC 26), wish (DC 26)

Cleric Spells Prepared (CL 20th; concentration +30)
oth—astral projection, gate, implosion (3, DC 29)
8th—cloak of chaos (DC 28), holy aura (DC 28), shield of law
(DC 28), summon monster VI, unholy aura (DC 28)
7th—Dblasphemy (DC 27), destruction (DC 27), dictum (DC 27),
holy word (DC 27), word of chaos (DC 27)
6th—banishment (DC 26), forbiddance (DC 26), geas, legend
lore, repulsion (DC 26), veil (DC 26)

sth—contact other plane, dispel chaos (DC 25), dispel evil
(DC 25), dispel good (DC 25), dispel law (DC 25), teleport
4th—chaos hammer (DC 24), holy smite (DC 24), order’s wraith
(DC 24), restoration, scrying (DC 24), unholy blight (DC 24)
3rd—clairaudience/clairvoyance, magic circle against chaos,
magic circle against evil, magic circle against good, magic
circle against law, suggestion (DC 23)

2nd—align weapon, detect thoughts (DC 22), enthrall (DC
22), make whole, see invisibility, undetectable alignment,
zone of truth (DC 22)

1st—detect chaos, detect evil, detect good, detect law,
identify, magic aura, true strike

o—create water, detect magic, guidance, read magic
STATISTICS

Str 24, Dex 27, Con 26, Int 26, Wis 31, Cha 25

Energy Touch (Su) A pleroma’s touch deals 20d8 points of
damage from positive or negative energy, depending upon
which type of energy would harm the creature touched. A
pleroma’s touch never heals damage.

Spells A pleroma casts spells as a 2oth-level cleric, but does
not have access to domains. A pleroma can cast certain
sorcerer/wizard spells as divine spells.

Sphere of Creation (Su) Three times per day, the pleroma
can manifest a 2-foot-diameter sphere of white energy
that hovers above its left hand. By concentrating, the
pleroma can control this sphere, causing it to fly slowly at
a speed of 10 feet per round. The sphere can travel in any
direction, but must remain within 300 feet of the pleroma
or it immediately dissipates. Wherever the sphere travels,
it leaves behind a 5-foot-wide path of new matter, creating
either new terrain (such as swamp, tundra, desert, or forest)
or a 10-foot-square wall composed of a single natural
substance (such as clay, wood, or stone). Any existing
matter, either living or nonliving that comes in contact
with the sphere must make a DC 30 Fortitude save or be
absorbed and incorporated into the new substance (only
freedom, miracle, or wish can rescue creatures so trapped).
Creatures that save are pushed to the nearest unoccupied
location adjacent to the newly created substance. The
sphere is highly unstable and only lasts 1d4 minutes before
exploding with a blinding flash. All creatures within 30
feet of the flash must make a DC 30 Fortitude save or be
permanently blinded. The save DCs are Constitution-based.

Sphere of Oblivion (Su) Three times per day, the pleroma
can manifest a 2-foot-diameter sphere of complete and
utter darkness that hovers above its right hand. The sphere
is an empty void similar to a sphere of annihilation. Any
matter (living or nonliving) that touches the sphere must
succeed on a DC 30 Fortitude save or be sucked into the
sphere and destroyed. Larger objects (such as ships or



buildings) are destroyed at a rate of one 10-foot cube per
round of contact with the sphere. By concentrating, the
pleroma can control this sphere, causing it to fly slowly at
a speed of 10 feet per round. The sphere can travel in any
direction, but must remain within 300 feet of the pleroma
or it immediately dissipates. The sphere is highly unstable
and only lasts 1d4 minutes before harmlessly imploding
upon itself. Alternatively, the pleroma may hurl the sphere
as a ranged touch attack (with a 10-foot range increment)
against a single creature. When thrown in this manner, the
sphere implodes immediately after the attack is resolved.
The save DCs are Constitution-based.

The pleroma is the most powerful of all the aeons. As
a manifestation of the opposing acts of creation and
destruction, a pleroma exists in a state of flux, its very
form shifting between creation and oblivion within the
ebon folds of its vaporous cloak. One who gazes upon a
pleroma could spend days studying the continual changes
of its form, which most resemble the shifting of celestial
bodies within the universe sped up

to a pace at which the swirling
of galaxies and the tumble of
planets form a strange dance.
Pleromas view the concepts
of creation and oblivion not so
much as separate processes, but
rather as two parts of a cyclical
passage that everything in existence
must explore. Pleromas guide this
progression, ensuring everything
remains balanced, such that whatever
is created can be destroyed, and that
nothing becomes so static that
these two processes slow to
a halt. For everything
that attains a state
of semi-permanence,
there must be many
more things that do
not, or rather that
cannot ever be reformed
into a state of permanence.
While pleromas believe in
eternity, they understand that
eternity is cyclical and infinity
is something that repeats itself.
Therefore, eternity and infinity are
states that can be changed, or altered,
if only slightly. Pleromas maintain such
changes are necessary to keep the cosmos from
becoming static and unbalanced, a state they refer to
as apocalypse, or the end of everything.

Of all the aeons, pleromas possess the strongest
connection to the entity or concept they refer to as Monad.
All aeons believe themselves to be extensions of this
entity, and while they act freely and independently of the
entity, they always act within the constricts of its will or
needs. This behavior is not so much a state of servitude
as a symbiosis in which the actions of the pleromas are
universally beneficial to both themselves and the entity
they are part of. Pleromas describe Monad as the sentience
of the multiverse, from which all things are created
through the recycling of everything that ever existed.

Pleromas typically travel alone. Their arrival in a region
almost always heralds some sort of dramatic change. They
pay little mind to the wants and needs of other creatures,
and remain entirely focused upon their primary task.
They avoid conflicts of ethics, wars, and similar pursuits,
save when manipulating such events would help to restore
the balance between creation and oblivion. Should any
be so foolish as to attempt to interfere with or sway their
work, pleromas immediately retaliate by bringing all of
their significant powers and devastating abilities to bear
until the intervention is destroyed.




flEOD, THELETOS

Four bandy limbs, each splitting at the elbow into two three-
fingered forearms, emerge from this creature’s crystalline body.

THELETOS CR7 @ m
Crlox

XP 3,200

N Medium outsider (aeon, extraplanar)

Init +6; Senses darkvision 60 ft.; Perception +16

DEFENSE

AC 20, touch 15, flat-footed 17 (+2 deflection, +2 Dex, +1 dodge,

+5 natural)

hp 76 (9d10+27); fast healing 5

Fort +9, Ref +5, Will +12

Immune cold, critical hits, poison; Resist electricity 10, fire 10;
SR 18

OFFENSE

Speed 30 ft., fly 30 ft. (poor)

Melee 2 slams +13 (1d6+4), 2 tentacles +8 (1d4+2 plus fate drain)

Space 5 ft.; Reach 5 ft.

Special Attacks wreath of fate

Spell-Like Abilities (CL gth; concentration +10)

At will—augury, command (DC 12), doom (DC 12), sanctuary

(DC12)

3/day— bestow curse

(DC 14), enthrall

(DC 13), touch of

idiocy (DC 13), dispel

magic, remove curse,

suggestion (DC 14)

1/day—charm monster (DC 15),

lesser geas (DC 15)

STATISTICS

Str 18, Dex 14, Con 17, Int 11, Wis 19,
Cha12

Base Atk +9; CMB +13; CMD 28 (can’t

be tripped)

Feats Dodge, Hover, Improved

Initiative, Improved Iron Will,
Iron Will

Skills Fly —2, Intimidate +13, Knowledge
(planes) +16, Perception +16, Sense
Motive +16, Spellcraft +12, Stealth +14
Languages envisaging

SQ extension of all, void form
ECOLOGY

Environment any (Outer Planes)

Organization solitary, pair, or
collective (3-12)
Treasure none

SPECIAL ABILITIES

Fate Drain (Su) A
theletos possesses a

pair of flexible crystalline tentacles with which it can drain
a creature’s sense of fate and destiny. Whenever it strikes
a foe with these tentacles, the creature struck must make
a DC 17 Will save or take 1d4 points of Charisma damage.
Until a creature’s Charisma damage from this ability is
healed, the victim takes a —2 penalty on all saving throws
(regardless of the actual total amount of Charisma damage
it takes). The save DC is Constitution-based.

Wreath of Fate (Su) As a full-round-action every 1d4 rounds,

a theletos can release a 6o0-foot cone of energy from its
chest. Any intelligent creature struck by this cone must
make a DC 15 Will save or become nearly overwhelmed with
the knowledge of various fates that destiny has in store for
him—there is no way to make sense of these myriad dooms
and boons, and as a result, the victim is staggered. As long
as this condition persists, the victim may choose to make
two rolls when attempting an attack roll, a saving throw,

or a skill check—he must accept the worse of the two rolls,
but in so doing the wreath of fate passes from his soul and
he is no longer staggered by this ability. Wreath of fate is a
curse effect, and as such can be affected by remove curse or
break enchantment—the effective caster level of this curse is
equal to the theletos’s HD (CL gth in
most cases). The save DC is
Charisma-based.

The strange theletos
is the guardian of the duality
between freedom and fate. Slavery
is no more of an issue to a theletos
than is true freedom, but without
one, the other cannot exist. In
areas where slavery is rife, a theletos
might aid in freeing some slaves,
while in regions where slavery has been
abolished, this strange being works
to subjugate many creatures with its
own mind-controlling spell-like
abilities—often encouraging them
to further undertake acts of slavery
themselves. The theletos is also a
guardian of fate and prophecy, and
while for some creatures it might allow
glimpses of futures, others who peer
into the future almost seem to cause
the aeon physical pain. The theletos
cannot explain why one seer might
be allowed to divine futures while
another should not—it knows
onlythatsome prophets should
be denied this pursuit.
A theletos is 5 feet tall
and weighs 100 pounds.



AGATHION

Agathions are a race of beast-aspect outsiders native to
the plane of Nirvana, a realm of pure good unconcerned
with the dogma of law (represented by Heaven) or chaos
(represented by Elysium). Though Nirvana is a place of
rest where blessed souls seek enlightenment, agathions
are aggressive and interventionist in the mortal world
when it comes to dealing with evil. Created from the
souls of good mortals who have managed to achieve the
enlightenment they sought in life (or in some cases, after
death), agathions embody the principles of a peaceable
kingdom while marshaling their strength to defend
that kingdom from any who would despoil it. Because
they strike an ethical balance between the chaotic, fey-
like azatas and the lawful, rigid process of the archons,
agathions are often liaisons between the celestial races,
soothing hot tempers and working toward mutual goals
of vanquishing evil and protecting good.

All agathions have an animal-like aspect. Some are
more humanoid in appearance, while others spend their
entire existence in a form nearly identical to that of a true
animal. Each type of agathion serves a particular role
in Nirvana, and their duties on other planes echo these
responsibilities: leonals watch over Nirvana’s portals and
have a guardian-like aspect in other worlds, draconals
carry the wisdom of the ages and observe and guide
exceptional mortals, vulpinals are bards and messengers
and bear important news to celestial generals and mortal
heroes, and so on. Agathions are proud of their feral
aspects and don’t take kindly to the suggestion that
they are cursed folk like lycanthropes or nothing more
than magical talking beasts. Every agathion was once
a mortal who aspired to goodness and was rewarded
in the afterlife with a form suiting her talents and
personality; suggesting that an agathion’s form is a kind
of punishment is a terrible insult.

The following pages describe only a few of the best-
known kinds of agathions, but other types exist,
corresponding to other conventional animals (bears,
dinosaurs, fish, wolves, and so on), with a few having
shapes that resemble insects (particularly beetles,
butterflies, and mantises); a handful resemble stranger
creatures (such as basilisks and owlbears) or unique
“animals” native to extreme environments on distant
worlds. Certain animals, particularly those associated
with scavenging activities (such as hyenas, buzzards, or
jackals) or parasitism (like lampreys or ticks) specifically
do not have agathions associated with them—these
animals are not intrinsically evil, but their habits and
ecological niches are far from the noble and proud
traditions that most of the souls who seek enlightenment
upon Nirvana would associate with themselves.
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Individual agathions may be male or female, but they
do not reproduce among their own kind—every agathion
is a unique individual made from the soul of a good
mortal. This does not prevent them from falling in love
or having affairs with mortals, and a few aasimar and
celestial sorcerer bloodlines derive from past contact with
agathions, particularly among communities not averse to
anthropomorphic humanoids. Indeed, many mythologies
tie numerous races of this kind to the inevitable result of
human tribes forming strong emotional attachments to
visiting agathions.

Agathions speak Celestial, Draconic, and Infernal,
though they can communicate with any intelligent
creature because of their truespeech ability. They can
also communicate with animals using a similar, silent
ability. Even the weakest agathion is able to heal itself or
others using a power similar to a paladin’s ability to lay
on hands. All agathions have a number of similar traits,
as detailed in Appendix 3 of this book.

Agathions serving a particular deity or empyreal lord
may have additional abilities depending on the role their
deity assigns them. For example, a cetaceal serving a
goddess of volcanic islands may be able to change shape
into a more human-like form to walk on land, and may
be immune to fire to tolerate and tend to the life-rich
thermal vents at the ocean floor.

AGATHION LEADERS

Though agathions lack an organized hierarchy, each type
of agathion has a few individuals invested with power by
the gods of Nirvana or the plane itself. Common agathions
look to these exceptional examples for leadership, wisdom,
and inspiration; these enlightened folk do not openly
claim any responsibilities or rank over their fellows, but
welcome the obligations this added power places upon
them and do not deny their status or shirk their duties. Part
of a category of powerful outsiders known collectively as
empyreal lords, these leaders are often significantly larger
than common agathions (up to double the normal size, in
some cases), and have unusual coloration (such as iron-
gray fur) or unique sensory manifestations associated with
their presence (such as illusory birds, a constant melody,
the scent of oranges, or a calming aura). No agathion fails
to recognize their presence when not disguised. Agathion
leaders can serve as heralds for deities, although they tend
not to encourage religions based on their teachings. The
following is but a selection of notable agathion leaders.

Chavod Broken-Spear (cetaceal)

Kelumarion the King Over the Mountain (leonal)

Korada of the Dream Lotus (avoral)

Lady Taramyth the Singing Flame (vulpinal)

Sixlife the Violet Fury (silvanshee)

Walks with Golden Stars (draconal)



AGATHION, HUORAL

Great feathers sweep back from this fierce bird-man’s brow, and
long, clawed hands grow from the end of his wings.
AVORAL

D) 18R ¢
XP 6,400 . \“:"

NG Medium outsider (agathion, extraplanar, good)

Init +6; Senses darkvision 60 ft., detect magic, low-light vision,
see invisibility, true seeing; Perception +23

Aura fear aura (20 ft., DC 17)

DEFENSE

AC 25, touch 17, flat-footed 18 (+6 Dex, +1 dodge, +8 natural)

hp 94 (9d10+45)
Fort +11, Ref +12, Will +6; +4 vs. poison

DR 10/evil or silver; Immune electricity, petrification; Resist
cold 10, sonic 10; SR 20

OFFENSE

Speed 40 ft., fly 9o ft. (good)

Melee 2 claws +16 (2d6+3), 2 wings +10 (2d6+1)

Spell-Like Abilities (CL gth; concentration +12)
Constant—detect magic, see invisibility, speak with animals
At will—aid, blur (self only), command (DC 14), detect magic,
dimension door, dispel magic, gust of wind (DC 15), hold
person (DC 16), light, magic circle against evil (self only)
3/day—lightning bolt (DC 16), empowered magic missile
STATISTICS

Str 17, Dex 23, Con 20, Int 15, Wis 16, Cha 16

Base Atk +9; CMB +12; CMD 29

Feats Dodge, Empower Spell-Like Ability

(magic missile), Flyby Attack, Weapon
Finesse, Weapon Focus (claw)

Skills Bluff +10, Diplomacy +7, Fly +22,
Handle Animal +9, Intimidate +15,
Knowledge (any one) +14, Perception
+23, Ride +7, Sense Motive +15,
Spellcraft +11, Stealth +18; Racial Modifiers
Perception +8

Languages Celestial, Draconic, Infernal; speak with
animals, truespeech

SQ lay on hands (4d6, 7/day, as a gth-level paladin)
ECOLOGY

Environment any air (Nirvana)

Organization solitary, pair, or squad (3—6)
Treasure standard

SPECIAL ABILITIES

True Seeing (Su) This ability works like the spell (caster level

14th), except it only affects the avoral, the avoral must
concentrate for 1 full round before it takes effect, and it
remains as long as the avoral concentrates.

Avorals are generally human-shaped, but their upper
limbs are great wings with a human-like hand at the
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end of each, allowing avorals to use tools and weapons,
though in battle they prefer to attack from the air and
slash with the large claws on their feet and buffets from
their great wings. An avoral’s head has a feathery cowl
instead of hair, typically brown, white, gray, or golden,
and its facial features are bird-like, with a large nose and
piercing eyes. Its bones are hollow but strong, making
it ideal for flying. Like eagles, avorals have phenomenal
vision, and can see fine details even at great distances.
Though on their home plane they are content to soar
among the clouds and challenge each other to diving
contests among the mountain peaks, in war avorals are
the scouts, spies, and messengers of the agathions. With
their incredible speed, phenomenal eyesight, and magical
powers, they can sneak into an area, spy on whatever
lives there, silently converse
with the local fauna for

additional information, and
fly or teleport out again
with a comprehensive report.
They are experts at hit-and-
run attacks and are often
responsible for ferrying other
celestial soldiers to battle.

A typical avoral is 7 feet tall but
weighs only 120 pounds.

W'/
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AlGATHION, CETACEAL

This mermaid-like creature has the torso and head of a long-
haired woman and the lower half of a sleek killer whale.

CETACEAL

XP 51,200

NG Medium outsider (agathion, aquatic, extraplanar, good)

Init +8; Senses blindsense 60 ft., darkvision 60 ft., low-light
vision; Perception +28

Aura protective aura (20 ft.)

DEFENSE

AC 30, touch 135, flat-footed 25 (+4 Dex, +1 dodge, +15 natural;
+4 deflection vs. evil)

hp 212 (17d10+119); regeneration 5 (evil weapons and spells)

Fort +17, Ref +16, Will +9; +4 vs. poison, +4 resistance vs. evil

DR 10/evil and silver; Immune cold, electricity,
petrification; Resist sonic 10; SR 26

OFFENSE

Speed 10 ft., swim 8o ft.

Melee +1 shocking burst shortspear
+28/+23/+18/+13 (1d6+14 plus 1d6
electricity), tail slap +22 (1d6+4 plus
push and stun)

Special Attacks shockwave, push
(tail slap, 10 ft.)

Spell-Like Abilities (CL 15th;
concentration +18)
Constant—speak with animals
At will—detect thoughts (DC 15)

light, hghtnmg bolt

(DC 16), hold monster (DC 18),
message, greater teleport (self
plus 50 Ibs. of objects only)
7/day—break enchantment, cure
serious wounds, neutralize
poison, remove disease
3/day—cone of cold (DC 18),
cure critical wounds, greater
restoration, heal
1/day—awaken, summon monster
VIII (water elementals only)
STATISTICS

Str 29, Dex 19, Con 24, Int 14, Wis 18,
Cha 17

Base Atk +17; CMB +26; CMD 41
(can’t be tripped)

Feats Combat Casting, Dodge,
Improved Initiative, Lightning
Reflexes, Mobility, Spell Penetration,
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Weapon Focus (shortspear, tail slap), Wind Stance
Skills Diplomacy +12, Handle Animal +14, Heal +21,

Knowledge (arcana) +22, Knowledge (nature) +19,
Knowledge (planes) +22, Perception +28, Sense Motive +24,
Stealth +24, Swim +17; Racial Modifiers +4 Perception
Languages Celestial, Draconic, Infernal; speak with
animals, truespeech
SQ ampbhibious, lay on hands (8d6, 11/day, as a 17th-level paladin)
ECOLOGY

Environment any water (Nirvana)

Organization solitary, pair, or pod (3-6)
Treasure double (+1 shocking burst shortspear, other treasure)
SPECIAL ABILITIES

Protective Aura (Su) Against attacks made or effects created by
evil creatures, this ability provides a +4 deflection bonus to
AC and a +4 resistance bonus on saving throws to

anyone within 20 feet of the cetaceal. Otherwise,
it functions as a magic circle against evil effect
and a lesser globe of invulnerability, both
with a radius of 20 feet (caster level equals
cetaceal’s HD). The defensive benefits
from the circle are not included in the
above stat block.
Shockwave (Su) Once

v~ per day, a cetaceal can
' release a 100-foot-

All creatures in the area take

radius burst of energy.

17d6 damage; half of this damage
is cold, and half'is electricity (DC 25
Reflex save halves). The save DC is
Constitution-based.
Stun (Ex) Any creature moved by a
cetaceal’s push attack must make
a DC 25 Fortitude saving throw or
be stunned for 1 round. The DC is
Constitution-based.

Cetaceals are great water-
dwelling agathions who swim

the planar seas and commune

with the creatures of the deeps.
Rarely seen by landwalkers, they
defend the waters against aquatic evils
such as aboleths. Their spirits usually were
those of great mortal leaders of aquatic or
coastal tribes, or good folk who died underwater
serving some great cause, reborn in a celestial form that is
part humanoid, part orca. They are social beings and
develop close friendships with other celestials and
marine creatures.

A cetaceal is 8 feet long and weighs 400 pounds,
although some grow quite a bit larger than that.



- (IGATHION, DRACODAL

This noble creature seems to be part serpent, part humanoid, and
part dragon, with great wings and a crown of horns.
DRACONAL

CR 20
XP 307,200

NG Large outsider (agathion, extraplanar, good)

Init +6; Senses blindsense 60 ft., darkvision 120 ft., low-light
vision; Perception +48

Aura protective aura (20 ft.)

DEFENSE

AC 36, touch 18, flat-footed 33 (+2 Dex, +1 dodge, +6 insight,

+18 natural, —1 size) (+4 deflection vs. evil)

hp 324 (24d10+192); regeneration 10 (evil weapons and spells)
Fort +22, Ref +16, Will +17; +4 vs. poison, +4 resistance vs. evil,
DR 15/evil and silver; Immune one energy type (see Celestial
Focus), electricity, petrification; Resist cold 10, sonic 10; SR 31
OFFENSE

Speed 4o ft., fly 120 ft. (average)

Melee bite +36 (2d6+13 plus 1d6 energy), 2 claws +31 (1d8+6
plus 1d6 energy)

Space 10 ft.; Reach 10 ft.

Special Attacks breath weapon (120-ft. line, 20d6 energy
damage, Reflex DC 30 half, usable once every 1d4 rounds)
Cleric Spells Prepared (CL 17th; concentration +23)
gth—implosion (DC 26), storm of vengeance® (DC 26)
8th—demand®, earthquake, quickened holy smite (DC 21)
7th—empowered breath of life, empowered flame strike
(DC 22), holy word (DC 24), quickened invisibility purge,
repulsion®(DC 24)

6th—animate objects, blade barrier® (DC 23), find the path,
heal, heroes’ feast, quickened remove paralysis
sth—breath of life, dispel evil®, flame strike (DC 22), greater
command (DC 22), spell resistance, true seeing
4th—cure critical wounds (3), freedom of movement, holy
smite® (DC 21), repel vermin (DC 21)

3rd—bestow curse (DC 20), daylight, dispel magic, helping
hand, magic vestment®, prayer, protection from energy
2nd—align weapon® (good only), calm emotions (DC 19),
enthrall, hold person (DC 19), lesser restoration (2), shield other
1st—bless, detect undead, divine favor®, obscuring mist,
remove fear, sanctuary (DC 18), shield of faith

o—detect poison, guidance, purify food and drink, stabilize
D domain spell; Domains Good, Nobility

Spell-Like Abilities (CL 24th; concentration +30)
Constant—speak with animals

At will—beast shape Il, command (DC 17), detect thoughts,
elemental body Il (air or water elementals only), greater
teleport (self plus 50 Ibs. of objects only), gust of wind,
hold monster (DC 20), identify, light, lightning bolt (DC 19),
mage hand, message

7/day—break enchantment, cure serious wounds, neutralize

poison, remove disease
3/day—control water, control weather, control winds, heal,
plane shift (DC 23)
STATISTICS

Str 36, Dex 15, Con 27, Int 24, Wis 24, Cha 23

Base Atk +24; CMB +38; CMD 57 (can’t be tripped)

Feats Alertness, Combat Casting, Dodge, Empower Spell,
Greater Spell Penetration, Improved Initiative, Iron
Will, Mobility, Power Attack, Quicken Spell, Skill Focus
(Perception), Spell Penetration

Skills Acrobatics +25, Bluff +29, Diplomacy +26, Escape Artist +22,
Heal +27, Intimidate +29, Knowledge (arcana) +30, Knowledge
(nature) +27, Knowledge (planes) +34, Knowledge (religion) +31,
Perception +48, Sense Motive +34, Spellcraft +27, Stealth +21,
Use Magic Device +26; Racial Modifiers +4 Perception

Languages Celestial, Draconic, Infernal; speak with
animals, truespeech

SQ celestial focus, divine insight, lay on hands (10d6, 16/day,
as a 2oth-level paladin)

ECOLOGY

Environment any air (Nirvana)
Organization solitary, pair, or flight (3-6)
Treasure double

SPECIAL ABILITIES

Celestial Focus (Ex) A draconal’s color indicates aspects
of its power and attunement to the powers of the good
planes. These determine the draconal’s breath weapon,
the additional energy damage of its claw and bite attacks,
additional resistances and immunities, and its additional
domain choices (see Spells, below).

Divine Insight (Su) A draconal adds its Charisma bonus as an
insight bonus to Armor Class.

Protective Aura (Su) Against attacks made or effects created
by evil creatures, this ability provides a +4 deflection bonus
to AC and a +4 resistance bonus on saving throws to anyone
within 20 feet of the draconal. Otherwise, it functions
as a magic circle against evil effect and a lesser globe of
invulnerability, both with a radius of 20 feet (caster level
equals draconal’s HD). (The defensive benefits from the
circle are not included in a draconal’s stat block.)

Spells Draconals cast spells as 17th-level clerics. Like
clerics, they have access to two domains, selecting from
the following list: Air, Good, Nobility, Weather, and two
additional domain options based on their color (see facing
page). The majority of draconals choose Good and Nobility
as their domains (as represented by this stat block).
Draconals have a domain spell slot at each spell level but do
not gain the granted powers of their chosen domains, nor
do they gain access to other cleric abilities.

Draconals are mighty agathion lords, few in number and
greatly removed from mortal affairs. They watch over
powerful magic and are direct agents of the gods and



the needs of the good planes. Patient and ageless, they
plan for the long term, which often frustrates mortal
creatures who seek to gain their assistance with a threat
in the here and now. A draconal would rather support or
enhance a group of heroes than tackle a problem directly,
maintaining its focus on planar matters.

Draconals are attuned to nature and believe in cycles
of life and death. Though they are good, they understand
that the presence of evil gives good creatures something
to strive against, preventing stagnation and complacency.
This means their outlook sometimes appears almost
neutral, though they hate suffering and needless death.

DRACONAL COLORS

A draconal’s coloration represents mystical elements
relating to energy, life, and the natural world. These
colors are normally chromatic rather than metallic, and
an ignorant person seeing a draconal’s colors may
mistake her for an evil half-dragon. However, some
draconals have metallic or gem-like coloration; for @i
example, a yellow draconal may appear mustard &
yellow or metallic gold, while a white draconal 4
may be chalk white, pearlescent white, or metallic
silver. Draconals can change their coloration after
a lengthy period of meditation, but normally
only do this in response to some horrible evil
that requires their direct intervention. This
change affects the draconals’ personality,
and may alter their physical shape or
apparent gender.

Black: Blackis a balance between male
and female energy, and represents the
sky, stars, immortality, and leadership.
Black draconals are immune to fire
damage, and their breath weapon
is fire. A black draconal adds Fire,
Glory, and Luck to its list of
possible domains.

Green: Green is slightly
skewed toward masculinity. It
represents wood, plants, and
flowers. Green draconals
are immune to cold
damage, and their breath
weapon is cold. A green
draconal adds Animal,

Plant, and Water to its list
of possible domains.

Red: Red is a strongly
masculine color, and
most red draconals are male
or have aggressive or gregarious
personalities. Red represents fire,

)
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light, and warding against bad luck. Red draconals are
immune to fire damage, and their breath weapon is fire.
A red draconal adds Fire, Protection, and Sun to its list of
possible domains.

White: White is slightly skewed toward femininity,
and most white draconals are female or have protective
or serene personalities. White represents brightness,
fulfillment, metal, mourning, and purity. White draconals
are immune to cold damage, and their breath weapon
is cold. A white draconal adds Artifice, Liberation, and
Repose to its list of possible domains.

Yellow: Like black, yellow is a balance between male
and female energy. Yellow represents earth, oracles,
stone, and luck. Yellow draconals are immune to acid,
and their breath weapon is acid. A yellow draconal adds
Earth, Glory, and Luck to its list of possible domains.



" AGATHION, LEOD

This lion-headed humanoid has golden fur, sharp teeth, and long
cat-like claws on its hands and feet.

LEONAL
XP 19,200
NG Medium outsider (agathion, extraplanar, good)
Init +7; Senses darkvision 60 ft., low-light vision, scent;
Perception +19
Aura protective aura (20 ft.)
DEFENSE
AC 27, touch 14, flat-footed 23 (+3 Dex, +1 dodge, +13 natural)
(+4 deflection vs. evil)
hp 147 (14d10+70)
Fort +14, Ref +12, Will +6; +4 vs. poison, +4 resistance vs. evil

DR 10/evil and silver; Immune electricity, petrification; Resist

cold 10, sonic 10; SR 23

OFFENSE

Speed 60 ft.

Melee bite +23 (1d8+8 plus grab), 2 claws +23 (1d6+8)

Special Attacks roar, pounce, rake (2 claws
+23, 1d6+8)

Spell-Like Abilities (CL 14th; concentration +16)

Constant—speak with animals

At will—detect thoughts, fireball (DC 15),

hold monster (DC 17)

3/day—cure critical wounds,

neutralize poison, remove disease,
wall of force
1/day—heal

STATISTICS

Str 27, Dex 17, Con 20, Int 14,
Wis 14, Cha 15

Base Atk +14; CMB +22 (+26
grapple); CMD 36

Feats Ability Focus (roar),

Dodge, Improved Initiative, J
Mobility, Spring Attack, (1
Weapon Focus (bite, claw)
Skills Acrobatics +24 (+36
jump), Handle Animal +19, Intimidate
+19, Knowledge (any one) +19,
Perception +19, Sense Motive +19,
Spellcraft +16, Stealth +24; Racial
Modifiers +4 Acrobatics, +4 Stealth
Languages Celestial, Draconic, Infernal;
speak with animals, truespeech

SQ lay on hands (7d6, 9/day, as a 14th-
level paladin)

ECOLOGY

Environment any land (Nirvana)
Organization solitary, pair, or pride (3-8)

%

Treasure standard
SPECIAL ABILITIES

Protective Aura (Su) Against attacks made or effects created
by evil creatures, this ability provides a +4 deflection bonus
to AC and a +4 resistance bonus on saving throws to
anyone within 20 feet of the leonal. Otherwise, it functions
as a magic circle against evil effect and a lesser globe of
invulnerability, both with a radius of 20 feet (caster level
equals leonal’s HD). The defensive benefits from the circle
are not included in a leonal’s stat block.

Roar (Su) Up to three times per day, a leonal can emit a
powerful roar as a standard action. Each roar affects a 60-
foot cone with the effects of a holy word spell and also deals
2d6 points of sonic damage to all creatures in the area (DC
21 Fortitude negates). This is a sonic effect. The save DC is
Charisma-based.

Aleonal is a lion-like agathion, noble and fierce. Though
gentle with their families and patient with strangers on
their home plane, in battle leonals are deadly foes of
evil and cruelty. They hunt fiends and other evil

monsters, silently tailing their prey until they
\/ find the right time to leap and slash. Leonals
pride themselves on their hunting prowess,
and few land creatures can match their speed.
Although capable of using weapons, the
majority of leonals prefer to battle evil with

tooth and claw.
‘ Leonals like their battles to be

straightforward affairs. They begin

A
p

with a roar to put their foes off
balance, then follow up
with claw and bite attacks.
They closely coordinate
with others in their pride,
watching one another’s
flanks and

devastating attacks. They

setting up

mainly use their magical
abilities  against large

numbers of weaker foes and
against those they need to
capture or incapacitate without
dealing harm to them.

Leonals stand 6 feet tall and weigh
270 pounds on average. Males
usually have manes of either dark
gold or black hair, which may only

surround the head or may extend
onto the shoulders and chest.

Female leonals do mnot have

manes, but may have longer
hair on the back of the neck.



AGATHION, SILUANSHEE

This black cat has gray stripes, violet eyes, and an unusual white
SILVANSHEE

XP 600 " r\

NG Tiny outsider (agathion, extraplanar, good)

blaze on its chest.

Init +6; Senses darkvision 60 ft., low-light vision; Perception +10
DEFENSE

AC 15, touch 14, flat-footed 13 (+2 Dex, +1 natural, +2 size)

hp 13 (2d10+2)

Fort +5, Ref +6, Will +2; +4 vs. poison

DR s/evil or silver; Immune electricity, petrification; Resist
cold 10, sonic 10; SR 13

OFFENSE

Speed 30 ft., fly 9o ft. (good)

Melee bite +6 (1d3—4), 2 claws +6 (1d2—4)

Special Attacks heroic strength, pounce

Spell-Like Abilities (CL 2nd; concentration +3)
Constant—know direction, speak with animals
At will—dancing lights, prestidigitation, stabilize
1/day—dimension door (self plus 5 Ibs. of objects only)
1/week—commune (6 questions, CL 12th)

STATISTICS

Str 3, Dex 15, Con 12, Int 10, Wis 12, Cha 13

Base Atk +2; CMB +2; CMD 8 (12 vs. trip)

Feats Improved Initiative, Weapon Finesse®

Skills Acrobatics +11, Climb +7, Fly +6, Knowledge (arcana) +5,
Knowledge (planes) +5, Perception +10, Stealth +19; Racial
Modifiers +4 Acrobatics, +4 Perception, +4 Stealth

Languages Celestial, Draconic, Infernal; speak with animals,
truespeech

SQ cat’s luck, flight, lay on hands (1d6, 1/day, always as a 2nd-
level paladin), spectral mist

ECOLOGY

Environment any land (Nirvana)
Organization solitary, pair, or clowder (3-10)
Treasure standard

SPECIAL ABILITIES

Cat’s Luck (Su) A silvanshee adds its Charisma modifier as
a luck bonus on all its saving throws. Once per day as a
standard action, it can also grant this bonus to one ally
within 30 feet for 10 minutes.

Heroic Strength (Su) Once per day, a silvanshee can grant
itself a +8 enhancement bonus to Strength for 1 minute.

Spectral Mist (Su) A silvanshee can assume an eerie, mist-
like form roughly the size and shape of a cat. This ability
has the same effect as a gaseous form spell, except the
silvanshee retains its own DR and supernatural abilities and
can move at its normal speed. It can remain in mist form
up to 5 minutes per day. This duration does not have to be
consecutive, but it must be used in 1-minute increments.

Silvanshees are curious but reclusive cat agathions.
Unobtrusive and able to blend in among normal animals
(unlike the more anthropomorphic agathions), they are
the eyes and ears of the good planes in the mortal world.
Most roam hills, forests, and plains, keeping an eye out
for evil influences. They can be taken as familiars by
7th-level good spellcasters with the Improved Familiar
feat who meet the proper prerequisites. As familiars,
silvanshees act as moral guides and steer their mortal
allies toward corruptive forces that must be eliminated.
In some mortallands, theyare called cat sith or cath sidhe,
and are believed to be disguised witches or fairies—and
not necessarily benign creatures, which only encourages
silvanshees to avoid strangers.

Silvanshees are not fond of open combat, even against
demons, devils, or other fiendish threats, and they’re
likely to run away if confronted. When they must fight,
they prefer greater numbers and the element of surprise,
using their magic to temporarily overcome their physical
weaknesses, and melting away into mist if the battle
turns against them.

A silvanshee is the size of a large domestic cat, though
almost always sleek rather than fat, and weighs 20 pounds
on average.



AGATHION, DALPIDAL

This bright-eyed, anthropomorphic fox is dressed in simple
traveling clothes and carries a musical instrument in one hand.

VULPINAL
XP 2,400
NG Small outsider (agathion, extraplanar, good)
Init +7; Senses darkvision 6o ft., detect evil, low-light vision;
Perception +12
Aura calm emotions (30 ft.)
DEFENSE
AC 22, touch 14, flat-footed 19 (+4 armor, +3 Dex, +4 natural,

+1 size)
hp 59 (7d10+21)
Fort +5, Ref +10, Will +7; +4 vs. poison
DR 10/evil or silver; Immune electricity, petrification; Resist
cold 10, sonic 10; SR 17
OFFENSE
Speed 30 ft.
Melee bite +11 (1d4+1), 2 claws +11 (1d3+1)
Special Attacks pounce
Spell-Like Abilities (CL 7th; concentration +10)
Constant—detect evil, mage armor, speak
with animals

At will—invisibility (self only)
3/day—charm monster (DC 17), dispel evil
(DC 18), flame arrow, holy smite (DC 17),
dimension door (self plus 50 Ibs. of
objects only), remove disease
1/day—major image (DC 16)
STATISTICS

Str 12, Dex 16, Con 17, Int 19,
Wis 15, Cha 16

Base Atk +7; CMB +7; CMD 20
Feats Combat Reflexes,

Improved Initiative, Lightning
Reflexes, Weapon Finesse
Skills Acrobatics +10 (+18 jump),
Bluff +13, Knowledge (any one)
+21, Knowledge (arcana) +21,
Knowledge (planes) +21,
Perception +12, Perform
(any one) +13, Spellcraft

+14, Stealth +17, Use

Magic Device +10; Racial
Modifiers +8 Acrobatics
when jumping

Languages Celestial, Common,
Draconic, Infernal; speak with
animals, truespeech

SQ bardic knowledge +7, lay on hands
(3d6, 6/day, as a 7th-level paladin)

o

ECOLOGY

Environment any land (Nirvana)

Organization solitary, pair, or team (3-12)

Treasure standard (masterwork musical instrument, other treasure)
SPECIAL ABILITIES

Calm Emotions Aura (Su) A vulpinal’s aura acts like a calm
emotions spell with a radius of 30 feet. Any creature entering
this area must make a Will save (DC 16) to resist the effect. A
creature that makes its save is immune to that vulpinal’s aura
for 24 hours. The save DC is Charisma-based.

Among the smallest of the agathions, vulpinals tend to be
the most outspoken and friendly of their kind, and also
the most far-ranging across the planes. A vulpinal looks
like a humanoid fox, often with brilliantly colored fur
(usually red or red-brown, though silver is not uncommon)
and a tail as long as its height. As the bards and sages of
the agathions, they dress in functional clothing, typically
embellishing a single article to show their creativity and
personality. Most appear to be adults, though others look
more like fox kits (with shorter stature and larger eyes)
while some look much older
(leaner, with gray fur
_ on the muzzle,
> < chest, and tail).
Their hands are
humanoid in
shape, with tiny
clawed fingers.
A typical vulpinal
prefers a life of solitary
travel, though they have been
known to pair up or travel
in groups if they find like-
minded individuals who have
much to teach and share.
They are particularly fond
of lillends, and these winged
azatas can easily carry the
child-sized vulpinals, giving
vulpinals many opportunities
to share stories. Indeed, for a
vulpinal, there are few greater
pleasures than sharing their
knowledge—acting as sages of the
planes, teaching songs and dances
from exotic places, and composing
poems about beautiful places in the natural
world. Though they are gentle by nature, they
fight to defend beauty, especially if their magic
can bolster the more martial celestial races.
A vulpinal stands about 3 feet in height
and weighs 50 pounds.



ﬂTﬂ Void Bite (Ex) Akatas hold hundreds of invisibly small larval
young within their mouths, spreading these parasitic

This hairless blue lion has twin tentacular tails. Dozens more creatures to hosts through their bite. Only humanoids make

thick tentacles quiver and twitch where its mane should be. suitable hosts for akata young—all other creature types
are immune to this parasitic infection. The disease itself is

known as void death.

XP 400 Disease (Ex) Void Death: Bite—injury; save Fort DC 12; onset 1
N Medium aberration hour; frequency 1/day; effect 1d2 Dex and 1d2 Con damage; an
Init +6; Senses darkvision 120 ft., scent; Perception +1 infected creature who dies rises as a void zombie 2d4 hours
DEFENSE later (see below); cure 2 consecutive saves.

AC 13, touch 12, flat-footed 11 (+2 Dex, +1 natural)
hp 15 (2d8+6) Akatas hail from a strange, distant planet that long ago
Fort +3, Ref +2, Will +4 succumbed to a cataclysmic end. Countless akatas clung
Defensive Abilities no breath; Immune cold, disease, poison; to fragments of the dead planet, entering hibernation

Resist fire 30 and riding these asteroids until they eventually crashed
Weaknesses deaf, vulnerable to salt water upon a new planet—akatas’ cocoons protected them from

OFFENSE the impact, and they soon awoke to seek out suitable hosts

Speed 4o ft., climb 20 ft. to spawn their young. Left untended, an akata scourge
Melee bite +2 (1d6+1 plus void bite), 2 tentacles —3 (1d3) can quickly grow into a significant threat. A typical akata

STATISTICS stands 3-1/2 feet tall and weighs 400 pounds.

Str 12, Dex 15, Con 16, Int 3, Wis 12, Cha 11

Base Atk +1; CMB +2; CMD 14 (18 vs. trip) VOID ZOMBIE (CR +1)
Feats Improved Initiative A humanoid killed by void death becomes a void zombie. A
Skills Acrobatics +6 (+10 jump), Climb +9, Stealth +10; Racial void zombie is a fast zombie (Pathfinder RPG Bestiary page
Modifiers +4 Stealth 289) that gains a secondary “tongue” attack (actually the
SQ hibernation larval akata’s feeding tendril), dealing 1d6 points of damage.
ECOLOGY A void zombie also gains the following special attack.
Environment any Blood Drain (Ex) If a void zombie hits a living creature
Organization solitary, pair, or pack (3—30) with its tongue attack, it drains blood, dealing 2 points of’
Treasure standard Strength damage before the tongue detaches.

SPECIAL ABILITIES

Deaf (Ex) Akatas cannot hear. They are immune to spells
and effects that rely on hearing to function, but they
also cannot make Perception checks to listen.

Hibernation (Ex) Akatas can enter a state of hibernation
for an indefinite period of time when food is scarce.
When an akata wishes to enter hibernation, it
seeks out a den and surrounds itself in a layer of
fibrous material excreted from its mouth—these
fibers quickly harden into a dense, almost metallic
cocoon. While hibernating, an akata does not need to
drink or eat. The cocoon has hardness 10 and 60 hit
points, and is immune to fire and bludgeoning (including
falling) damage. As long as the cocoon remains intact,
the akata within remains unharmed. The akata remains in
a state of hibernation until it senses another living creature
within 10 feet or is exposed to extreme heat, at which point
it claws its way to freedom in 1d4 minutes as its cocoon
degrades to fragments of strange metal.

Salt Water Vulnerability (Ex) Salt water acts as an extremely
strong acid to akatas. A splash of salt water deals 1d6
points of damage to an akata, and full immersion in salt
water deals 4d6 points of damage per round.



— (Imoese, G

This blob of protoplasm is somewhat transparent, allowing the
bones of undigested meals and a dark nucleus to be seen within.

AMOEBA, GIANT
~ XP 400

N Small ooze (aquatic)

Init —5; Senses blindsight 30 ft.; Perception —5

AMOEBA SWARM

Thousands of tiny gelatinous clots of animate ooze swarm in a
wet mound, surrounded by a cloying stink of rancid vinegar.

AMOEBA SWARM
XP 400

N Fine ooze (swarm)
Init —5; Senses blindsight 30 ft.; Perception —5

Fort +3, Ref —5, Will —5

Defensive Abilities ooze traits

OFFENSE

Speed 10 ft., climb 10 ft., swim 20 ft.

Melee slam +3 (1d3+1 plus 1d3 acid and grab)
Space 5 ft.; Reach 5 ft.

Special Attacks constrict (1d3+1 plus 1d3 acid)
STATISTICS

Str 12, Dex 1, Con 16, Int —, Wis 1, Cha 1
Base Atk +1; CMB +1 (+5 grapple); CMD 6 (can’t be tripped)
Skills Climb +9, Swim +9

SQ amphibious

ECOLOGY

Environment any land or underground

Organization solitary or colony (2—9)
Treasure none

A giant amoeba is a shapeless mass of living, liquid
protoplasm. Though naturally translucent with darker
interior spots, its surface is slightly sticky and tends
to collect dirt and other debris from its environment;
therefore, a moving giant amoeba looks like muddy
water. A weaker cousin of creatures such as

the gray ooze and black pudding, a giant
_ amoeba is actually a mutated version “
.::,:h of a harmless creature too small to
be seen by the naked eye, grown
__dangerously large in size. =
~ Although happy to prey on
E‘ creatures smaller than it,

~ the giantamoeba’s constant

hunger often drives it to
attack larger prey, such
as humanoids.

DEFENSE DEFENSE
AC 6, touch 6, flat-footed 6 (-5 Dex, +1 size) AC 13, touch 13, flat-footed 13 (—5 Dex, +8 size)
hp 15 (2d8+6) hp 9 (2d8)

Fort +o, Ref —5, Will —5

Defensive Abilities ooze and swarm traits; Immune
weapon damage

OFFENSE

Speed 10 ft., climb 10 ft., swim 20 fi.

Melee swarm (1d6 acid plus distraction)
Space 10 ft.; Reach o ft.

Special Attacks distraction (DC 11)
STATISTICS

Str 1, Dex 1, Con 10, Int —, Wis 1, Cha 1
Base Atk +1; CMB —; CMD —

Skills Climb +3, Swim +3

SQ amphibious

ECOLOGY

Environment any land or underground
Organization solitary or colony (2-5)
Treasure none

An amoeba swarm is a mobile group of amoebas, each
about the size of a coin. Giant amoebas may cleave off
tiny portions of their substance, which can then become
amoeba swarms. At other times, a giant amoeba

can spontaneously transform into a

swarm, usually if the giant amoeba
is starving or in an area with a

K‘\ \‘.

high concentration of magic.

Likewise, a well-fed amoeba

swarm may fuse into a single
giant amoeba.

When an amoeba swarm

is found in the vicinity of

a giant amoeba, the two

oozes ignore each other. A

giant amoeba in the space
\ of an amoeba swarm

takes no damage from
the swarm’s attacks and
does not run the risk of
becoming distracted
as a result of being

in the swarm.




Y

ANPHISBAEDA

This large snake has two heads, one at each end ofits long, coiling
body. Both display large sets of fangs.

AMPHISBAENA

XP 1,200

N Large magical beast

Init +2; Senses all-around vision, darkvision 60 ft., low-light
vision, scent; Perception +11

DEFENSE

AC 19, touch 11, flat-footed 17 (+2 Dex, +8 natural, —1 size)

hp 45 (6d10+12)

Fort +6, Ref +7, Will +3

Defensive Abilities split; Immune petrification; Resist cold 10
OFFENSE

Speed 20 ft., climb 20 ft., swim 20 ft.
Melee 2 bites +8 (1d8+2 plus poison)
Space 10 ft.; Reach 5 ft.

STATISTICS

Str 14, Dex 15, Con 13, Int 2, Wis 13, Cha 4

Base Atk +6; CMB +9; CMD 21 (can’t be tripped)

Feats Skill Focus (Stealth), Toughness, Weapon Focus (bite)

Skills Acrobatics +10 (+6 jump), Climb +10, Perception +11,
Stealth +11, Swim +10; Racial Modifiers +8 Acrobatics, +4
Perception, +4 Stealth

ECOLOGY

Environment temperate hills or underground
Organization solitary or pack (2—5)

Treasure incidental

SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 14;
frequency 1/round for 6 rounds; effect 1d3
Con; cure 1 save.

Split (Su) An amphisbaena functions
normally even if cut in half. If dealt a critical
hit with a slashing weapon, the
creature is cut in half but
continues to function as
two separate creatures, each
with half the original
amphisbaena’s
current hit points
(rounded down)
after the damage
from the critical
hit is applied. Once
split, an amphisbaena
cannot be split again. If
left alone for 1 minute, the
split amphisbaena can rejoin its
two halves and become a single
whole creature again (add the two

AMOESAARAISHAEN

-

creatures’ hit points together). If one of the split creatures is
slain, the amphisbaena can regrow the lost portion over the
course of 1d3 weeks.

The reclusive amphisbaena is a dreaded viper with a head
at either end of its thick, serpentine coils. It travels in a
strange, undulant crawl akin to that of a sidewinder, looping
the coils of its long body back and forth and keeping both of
its heads at the alert. Amphisbaenas are said to have formed
from the blood of medusas, and while such stories are
highly suspect, the creatures possess a natural immunity to
petrification, which make them favored pets of medusas or
other creatures with the petrification ability.
Adult amphisbaenas can grow up to 14 feet in length
and weigh as much as 250 pounds. While their thick coils
twitch and ripple with muscle, they are not constrictors;
their attacks rely on speed and their deadly venom. Most
amphisbaenas have dark, bluish-black scales with lighter
bands; however, they can be encountered in a variety of
colors appropriate to their habitats. Some reports even
claim lizard-like versions of this beast exists, with short
legs and long curved talons.
The amphisbaena's two heads can act independently, and
the creature can move freely in either direction. In combat,
it uses this ability to its utmost advantage, constantly
spinning about to change up the direction ofits strikes and
guarding against enemies attempting to sneak closer or
flank it. Unlike most snakes, amphisbaenas are aggressive,
attacking anything that enters their territory. While they
prefer smaller prey, they have been known to hunt gnomes,
halflings, and other Small humanoids, and will
sometimes attack larger foes if they'’re
starving or preparing to shed.
Amphisbaenas reproduce
infrequently, laying small
clutches of up to a dozen
dark onyx eggs at a time.
Avidly sought by animal
trainers and collectors,
amphisbaena eggs can
fetch between 300 to 500
gp on the market. Despite
minimal intelligence,
amphisbaenas are
driven  primarily
by their instincts
and are extremely
difficultand dangerous
to train. All attempts to train
an amphisbaena take a -8 penalty on
any Handle Animal checks as a result.
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This finely crafted golden helm is decorated with intricate filigree,
and flutters gracefully through the air on feathered wings.

CASSISIAN

XP 600

NG Small outsider (angel,
extraplanar, good)

Init +0; Senses darkvision 60 ft., detect
evil, low-light vision; Perception +5
Aura lesser protective aura

DEFENSE

AC 14, touch 11, flat-footed 14 (+3 natural,

+1 size) (+2 deflection vs. evil)

hp 13 (2d10+2)

Fort +4, Ref +3, Will +2; +4 vs. poison;

+2 resistance vs. evil

DR 5/cold iron or evil; Immune acid, cold,
petrification; Resist electricity 10, fire 10
OFFENSE

Speed fly 60 ft. (perfect)

Melee slam —1 (1d3—4)

"

Special Attacks breath weapon (15-ft. line, 1d6
cold or1dé fire, Reflex DC 12 half, usable every
1d4 rounds)

Spell-Like Abilities (CL 3rd; concentration +3)

) R 11

N
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Constant—detect evil, know direction
1/day—aid, daylight
1/week—commune (six questions, CL 12th)

g

STATISTICS

Str 3, Dex 11, Con 12, Int 6, Wis 11, Cha 10

Base Atk +2; CMB —3; CMD 7 (can't be tripped)

Feats Iron Will

Skills Diplomacy +2, Fly +10, Knowledge (planes) +2, Knowledge
(religion) +2, Perception +5, Sense Motive +4, Stealth +8
Languages Celestial, Draconic, Infernal; truespeech

SQ change shape (2 of the following forms: Small human-like
angel, dove, dog, or Tiny fish, polymorph), perfect memory

ECOLOGY

Environment any good-aligned plane
Organization solitary, pair, or squad (3—6)
Treasure none

SPECIAL ABILITIES

Perfect Memory (Ex) Though they are not particularly
intelligent, cassisians have perfect memories and
remember everything they see or hear. They can faultlessly
recite conversations they heard hundreds of years before.
They also have the power to erase portions of their own
memories, which they do (usually under orders from
superior angels) to protect sensitive information.

Lesser Protective Aura (Su) A cassisian has a lesser form of
the protective aura possessed by more powerful angels.

This protective aura grants the cassisian a +2 deflection
bonus to its AC against evil foes,
and a +2 resistance bonus on

all saving throws made against
evil effects or spells cast
by evil creatures. This aura
" extends to a radius of 5
feet, but can only benefit
one additional creature other
than the cassisian at any one
time. A cassisian’s protective
aura is fragile, and as soon as
an evil creature successfully strikes
the cassisian, or as soon as the cassisian
fails a saving throw against an evil source, its
protective aura fades away and is no
longer applicable. The cassisian
can reactivate its protective
aura by spending 1 minute
concentrating upon the task.

Cassisians are the weakest sort
of angel, but are absolutely dedicated to the
cause of good. They serve as messengers
for more powerful angels, and on the
Material Plane they are often bound
to good mortals to serve as familiars, acting as spiritual
guides, reciting platitudes and quoting scripture from
various benign faiths and philosophies (some forgotten
for centuries). A yth-level lawful good spellcaster with the
Improved Familiar feat can select a cassisian as a familiar.

A cassisian’s true form is a helmet possessing a pair
of bird’s wings. The exact style of helmet varies by the
deity the angel serves—most appear to be steel with
angular cheek-plates, though some resemble bascinets,
skullcaps, great helms, or even samurai helmets, and a
few older cassisians appear to be bronze or even leather.
Though cassisians can assume other forms (that of a
child-sized angelic humanoid wearing a proportional
helmet matching the cassisians’ true form, a dove, a
dog, or a fish), they find it strange and rarely stay in
that form for more than a few minutes.

Typically formed from the souls of trustworthy and
pious soldiers, some cassisians arise spontaneously
from the spiritual fragments of great angels destroyed
while defending the celestial planes against fiendish
incursions. In many cases, the lowly cassisian retains
fragments of its previous life’s memories, and friends of’
that old soul may visit with the cassisian to reminisce
with what remains. Unfortunately, the reincarnated
angel’s memories are more like something memorized
from a book, and lack the character and camaraderie the
friends expect.



NGEL, MODADIC DEVA

This angelic being has smooth skin, a muscular body, and large
golden wings, and wields a large mace.
MONADIC DEVA

@I
XP 19,200 @ S

NG Medium outsider (angel, aquatic, extraplanar, good)

Init +8; Senses darkvision 60 ft., detect evil, low-light vision;
Perception +29

Aura protective aura

DEFENSE

AC 27, touch 14, flat-footed 23 (+4 Dex, +13 natural; +4 deflection
vs. evil)

hp 147 (14d10+70)

Fort +15, Ref +13, Will +10; +4 vs. poison; +4 resistance vs. evil

DR 10/evil; Immune acid, cold, electricity, fire, death effects,
energy drain, petrification; SR 23

OFFENSE

Speed 40 ft., fly 9o ft. (good)

Melee +3 morningstar +22/+17/+12 (1d8+10 plus solid blow) 9

Spell-Like Abilities (CL 10th; concentration +14)
Constant—detect evil
At will—aid, charm monster (DC 18, elementals only),
discern lies (DC 18), dispel evil (DC 19), dispel magic, holy
smite (DC 18), invisibility (self only), plane shift (DC 19),
remove curse, remove disease, remove fear
3/day—cure serious wounds, holy word (DC 21), mirror image
1/day—heal, hold monster (DC 19), holy aura (DC 22)
STATISTICS
Str 21, Dex 19, Con 18, Int 19, Wis 18, Cha 19
Base Atk +14; CMB +19; CMD 33
Feats Alertness, Cleave, Great Fortitude, Improved
Initiative, Iron Will, Power Attack, Toughness
Skills Diplomacy +21, Fly +25, Intimidate +21,

Knowledge (planes) +21, Knowledge (religion)
+21, Perception +29, Sense Motive +25,
Stealth +21, Survival +21, Swim +27; Racial
Modifiers +4 Perception
Languages Celestial, Draconic, Infernal; truespeech
SQ amphibious
ECOLOGY
Environment any good-aligned plane

Organization solitary, pair, or squad (3—6)

Treasure double (+3 morningstar, other treasure)

SPECIAL ABILITIES

Solid Blow (Su) If a monadic deva strikes an opponent twice in
1 round with its mace, that creature takes an extra 1d8+10

points of damage.

Monadic devas are stoic watchers of the Ethereal Plane and
the Elemental Planes. They search those planes for fiendish
enclaves, battle evil planar monsters such as xills, and act

AL, CASSSAN-AnGLL,

as celestial liaisons to the genies and elementals. They have
been known to broker temporary peace between warring
elemental factions, often using their inherent magic to end
hostilities long enough for negotiations to take place.
In the armies of the good planes, they are leaders and
officers, and after centuries of service to a deity, they may
be transformed into astral devas.

Monadic devas like giving their maces names and
proudly announcing them in battle with evil foes. Many of
these weapons have seen battle for thousands of years and
are quite battered. Younger devas may lend their weapons
to good churches on the Material Plane so they can be
used by great mortal heroes, though the angels eventually
reclaim them after no more than a year and a day.

A monadic deva is 7 feet tall
and weighs 220 pounds.



" DGEL, MOUADI DEUA

This angel is all sharp lines and angles, muscular but lean, with
large wings and a mighty flaming greatsword.
MOVANIC DEVA

@i
XP 9,600 @ -y

NG Medium outsider (angel, extraplanar, good)

Init +7; Senses darkvision 6o ft., detect evil, low-light vision;
Perception +26

Aura protective aura

DEFENSE

AC 24, touch 13, flat-footed 21 (+3 Dex, +11 natural; +4 deflection

vs. evil)
hp 126 (12d10+60)
Fort +12, Ref +11, Will +9; +4 vs. poison, +4 resistance vs. evil
Defensive Abilities nature’s pacifism, protected life force; DR 10/
evil; Immune acid, cold, electricity, fire, death effects, energy
drain, petrification; SR 21
OFFENSE
Speed 40 ft., fly 60 ft. (good)
Melee +1 flaming greatsword

+17/+12/+7 (2d6+7/19—20 plus

1d6 fire)

Spell-Like Abilities (CL 8th;

concentration +12)

Constant—detect evil

At will—aid, discern lies

(DC 18), dispel evil (DC

19), dispel magic, holy

smite (DC 18), invisibility

(self only), plane shift

(DC 19), remove curse,

remove disease, remove fear

7/day—cure serious wounds

1/day—antimagic field, awaken,

holy aura (DC 22)

STATISTICS

Str 19, Dex 17, Con 18, Int 17, Wis 17,
Cha 19

Base Atk +12; CMB +16; CMD 29

Feats Cleave, Improved Initiative, Iron Will,

Power Attack, Toughness, Vital Strike

Skills Diplomacy +19, Fly +22, Intimidate

+19, Knowledge (planes) +18, Knowledge
(religion) +18, Perception +26, Sense
Motive +22, Stealth +18, Survival +18;
Racial Modifiers +4 Perception
Languages Celestial, Draconic,
Infernal; truespeech
ECOLOGY

Environment any good-aligned
plane

Organization solitary, pair, or squad (3—6)
Treasure double (+1 flaming greatsword, other treasure)
SPECIAL ABILITIES

Nature’s Pacifism (Ex) Animals and plant creatures do not
willingly attack a movanic deva, though they can be forced
to do so by magic. If the deva attacks a plant or animal, its
protection against that creature ends.

Protected Life Force (Ex) Movanic devas are never harmed by
positive-dominant or negative-dominant planar traits.

Movanic devas serve as infantry in the celestial armies,
though they spend most of their time patrolling the
Positive, Negative, and Material Planes. On the Positive
Plane, they watch over wandering good souls, which
sometimes puts them into conflict with the jyoti. On the
Negative Plane, they battle undead, the sceaduinar, and
the other strange things that hunt in the hungry void.
Their rare visits to the Material Plane are usually to
help powerful mortals when a great menace threatens to
plunge an entire realm into evil.



ANGEL, MOUANIG DEUA-ANMATE DA

DIMHTE Eﬂm body—the act infusing the mortal with negative energy
that sates the animate dream’s unnatural hunger. But by

This indistinct figure suddenly takes on a nightmarish shape, not forcing a creature into a state of sleep, terror, or both,
quite human or animal or fiend. the animate dream can gain a much more satisfying
meal, feeding on the emotions released in such states. It

ANIMATE DREAM CR8 m uses its spell-like abilities to this end, for each creature
XP 4,800 it harms with its nightmares, drives temporarily insane

NE Medium outsider (extraplanar, incorporeal) with confusion or fear, or outright slays with phantasmal
Init +4; Senses darkvision 60 ft.; Perception +17 killer provides the monster with more nourishment. An

DEFENSE animate dream forced to go for a long period of time
AC 20, touch 20, flat-footed 15 (+5 deflection, +4 Dex, +1 dodge) without feeding does not starve to death, but does grow
hp 9o (12d10+24) increasingly feral and violent in nature.

Fort +10, Ref +8, Will +12 Animate dreams sometimes associate with other
Defensive Abilities incorporeal; SR 19 creatures from the Ethereal Plane or that have associations
OFFENSE with dreams and nightmares, such as night hags, phase
Speed fly 40 ft. (perfect) spiders, and xills. Sometimes these alliances are mutually
Melee incorporeal touch +16 (6d8 negative energy plus beneficial, but in many cases the animate dreams are

nightmare curse) treated as slaves. Night hags in particular like
Spell-Like Abilities (CL 12th; concentration +17) enslaving animate dreams, and

3/day—deep slumber (DC 18), dimension door, nightmare (DC 20) sometimes use their essence as
1/day—confusion (DC 19), fear (DC 19), phantasmal killer (DC 19) a component in creating

STATISTICS heartstones.

Str —, Dex 18, Con 15, Int 10, Wis 15, Cha 21

Base Atk +12; CMB +16; CMD 32

Feats Blind-Fight, Combat Casting, Dodge, Flyby Attack, Iron
Will, Mobility

Skills Bluff +20, Fly +12, Intimidate +20, Knowledge (planes) +15,
Perception +17, Sense Motive +17, Stealth +19

Languages telepathy 100 ft.

ECOLOGY

Environment any (Ethereal Plane)
Organization solitary

Treasure none

SPECIAL ABILITIES

Nightmare Curse (Ex) An animate dream’s touch puts
horrifying visions in the target’s mind. Curse—
incorporeal touch; save Will DC 21; frequency 1/day;
effect 1d4 Wisdom drain and target is fatigued; cure 3
consecutive saves or dispel evil, dream, or remove curse.

From time to time, when a powerfully imaginative
sleeper wakes from a particularly vivid or unusual dream,
afragment of that dream lingers on the Ethereal Plane.
To survive, this animate dream needs the power of
living will, imagination, and emotion to sustain
it. An animate dream seeks out mortal minds,
appearing as a shadowy and often frightful dream
figure. Its true appearance is vague and nebulous,
but it reacts to the fears and emotions of those
around it, taking on a nightmarish appearance that
differs for each viewer.

Ananimate dream can find satisfaction and sustenance
by passing one of its ghostly limbs through a mortal’s
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fIFAEA

This bloated spider has a hunchbacked body and a gleam of
intelligence in its multiple eyes.

ARANEA
XP 1,200
N Medium magical beast (shapechanger)
Init +7; Senses darkvision 6o ft., low-light vision; Perception +9
DEFENSE
AC 20, touch 13, flat-footed 17 (+4 armor, +3 Dex, +3 natural)
hp 37 (5d10+10)
Fort +6, Ref +7, Will +4
OFFENSE
Speed 50 ft., climb 30 ft.
Melee bite +8 (1d6 plus poison)

Special Attacks web (+8 ranged, DC 14, hp 5)

Sorcerer Spells Known (CL 5th; concentration +8)

2nd (s5/day)—invisibility, mirror image

1st (7/day)—charm person (DC 14), mage armor (1 already cast),
silent image (DC 14), sleep (DC 14)

o (at will)—daze (DC 13), detect magic, ghost sound (DC 13),
light, mage hand, resistance

STATISTICS

Str 11, Dex 17, Con 14, Int 14, Wis 13, Cha 16

Base Atk +5; CMB +5; CMD 18

Feats Eschew Materials®, Improved Initiative, lron Will,

Weapon Finesse
Skills Acrobatics +9 (+17 jump), Climb +14, Escape Artist +8,
Knowledge (arcana) +7, Perception +9, Stealth +9; Racial
Modifiers +2 Acrobatics, +2 Perception
Languages Common, Sylvan

SQ change shape (humanoid; alter self)
ECOLOGY

Environment tropical forests

Organization solitary or colony (2—6)

Treasure standard

SPECIAL ABILITIES

Change Shape (Su) An aranea can take the form

of a Small or Medium humanoid or spider-
humanoid hybrid. In humanoid form, an
aranea cannot use its bite, web, or poison.

In spider-humanoid hybrid form, an aranea
looks like a humanoid with spidery fangs

and spinnerets, with the latter typically located
at the small of its back. The aranea retains its
bite attack, webs, and poison in this form, and
can wield weapons and wear armor. When in
humanoid or hybrid form, an aranea’s speed is
30 feet and it has no climb speed.

Poison (Ex) Bite—injury; save Fort DC 14;
frequency 1/round for 6 rounds; effect 1d3
Strength; cure 1 save.

Spells An aranea casts spells as a sth-level sorcerer, but does not
gain any additional abilities, such as a sorcerous bloodline.

An aranea is an intelligent, shapechanging spider with
sorcerous powers. In its natural form, an aranea resembles
a humpbacked spider a little bigger than a human, and
weighs about 150 pounds. The hump on its back houses
the aranea’s brain. All araneas have a single alternate form
as well—this alternate form is that of a Small or Medium
humanoid. Although an aranea can assume a spider-hybrid
variant of this form, it cannot use its change shape ability
to assume multiple humanoid forms—this additional
shape is locked into one unique appearance.

Araneas typically gather in small colonies of two to
six individuals, making webbed nests high in trees.
These colonies work together to research magic, and may
change membership many times over as individuals leave
to pursue their own studies and are replaced by newer
members. A single aranea may take on humanoid form and
live for years in a humanoid community, never revealing
its true nature. Though araneas generally prefer to be left
alone, they often prove quite knowledgeable about the ways
of magic, and if approached peacefully may be willing to
share their expertise for the right price (typically a magic
item or some service).

Skilled spellcasters, araneas try to avoid physical combat
and use their webs and spells when they can. Rather than
kill their enemies, araneas often subdue opponents and

hold them for ransom.




CHO HIELD Stability (Ex) Shield archons receive a +4 racial bonus to CMD
) when resisting a bull rush or trip attempt.
This armored giant is sheathed in metal from head to toe. One Transpose Ally (Su) Once per day as a standard action, a

arm ends in a spear-like blade, the other in a massive shield. shield archon can teleport to the location of a willing (or
unconscious) ally and immediately teleport that ally to the

SHIELD ARCHON
XP 9,600
LG Large outsider (archon, extraplanar, good, lawful)

archon’s previous position, in effect switching places with the
ally. The archon must have line of effect to the target.

Init +5; Senses darkvision 60 ft., low-light vision; Perception +15 Shield archons are the mighty rocks of celestial armies,
Aura aura of menace (DC 18), magic circle against evil withstanding waves of demons and devils without

DEFENSE complaint. Though more than capable of tearing apart

AC 29, touch 10, flat-footed 28 (+9 armor, +1 Dex, +4 natural, lesser demons and devils, their true strength lies in
+6 shield, —1 size) (+2 deflection vs. evil) their ability to shrug off deadly attacks from superior

hp 112 (9d10+63) opponents, giving their offense-oriented allies time
Fort +13, Ref +7, Will +8; +4 vs. poison to flank and overwhelm *
DR 10/evil; Immune electricity, petrification; SR 21 their mutual foes. Shield [ l ' "
OFFENSE archons are 9 feet tall and

Speed 4o ft., fly 9o ft. (good); 30 ft., fly 60 ft. in armor
Melee +3 shortspear +16/+11 (1d8+10)

weigh 800 pounds.

Space 10 ft.; Reach 10 ft.
Special Attacks transpose ally
Spell-Like Abilities (CL gth; concentration +11)
Constant—magic circle against evil
At will—aid, greater teleport (self plus 5o Ibs. of objects
only), message
1/day—disrupting weapon, divine power, shield other
STATISTICS
Str 20, Dex 13, Con 25, Int 14, Wis 16, Cha 15
Base Atk +9; CMB +15; CMD 26 (30 vs. bull rush and trip)
Feats Combat Reflexes, Improved Initiative, Iron Will, Shield

Focus, Stand Still, Weapon Specialization (shortspear)®

Skills Diplomacy +14, Fly +o, Intimidate +14, Knowledge
(religion) +14, Perception +15, Sense Motive +15, Stealth —6,
Survival +15

Languages Celestial, Draconic, Infernal; truespeech

SQ spear and shield, stability

ECOLOGY

Environment any (Heaven)

Organization solitary, pair, or squad (3-5)

Treasure standard (full plate, other treasure)

SPECIAL ABILITIES

Spear and Shield (Su) At will as a free action, a shield archon

can transform his hands into a +1 tower shield and
a +3 shortspear, or either individually, or back to
hands again. He cannot transform both hands into
shields or both into shortspears. A shield archon
never takes the typical —2 penalty on attack rolls
while wielding a tower shield. A shield archon’s
weapons cannot be disarmed, but they can be
sundered. If a shield archon loses his spear or shield, he can
manifest a new one as a full-round action. When a shield
archon is slain, these two items fade away—they cannot be
looted or wielded by any other creature.



" lAcHon, SR

This powerful humanoid floats in the air on a nimbus of pearly
light. He grips a golden starknife in one hand.
STAR ARCHON

S
XP 204,800 @ —

LG Large outsider (archon, extraplanar, good, lawful)

Init +8; Senses darkvision 60 ft., low-light vision, detect evil,
true seeing; Perception +29

Aura aura of courage, aura of menace (DC 27), magic circle
against evil

DEFENSE

AC 34, touch 11, flat-footed 32 (+9 armor, +1 Dex, +1 dodge,

+12 natural, +2 shield, -1 size) (+2 deflection vs. evil)

hp 294 (19d10+190); regeneration 10 (evil weapons and effects)
Fort +21, Ref +17, Will +15; +4 vs. poison

Defensive Abilities explosive rebirth; DR 10/evil; Immune
electricity, fire, charm, compulsion, fear, petrification; SR 30
OFFENSE

Speed 4o ft., fly 120 ft. (good); 30 ft. (fly 9o ft.) in armor

Melee +5 holy starknife +29/+24/+19/+14 (1d6+12/x3)

Space 10 ft.; Reach 10 ft.
Special Attacks smite evil 1/day (+6 attack and AC, +19 damage)
Spell-Like Abilities (CL 19th; concentration +25)
Constant—detect evil, magic circle against evil, true seeing

At will—aid, continual flame, greater teleport (self plus 50 Ibs.

of objects only), message, sunbeam (DC 23)

1/day—meteor swarm (DC 25), polar ray (DC 24), prismatic
spray (DC 23), sunburst (DC 24)

Cleric Spells Prepared (CL 19th; concentration +26)
gth—implosion (DC 26), mass heal, miracle

8th—dimensional lock, fire storm (DC 25), holy aura (DC 25)
7th—destruction (2, DC 24), holy word (2, DC 24), resurrection ¢
6th—greater dispel magic, heal, mass cure moderate wounds (3)
sth—break enchantment (2), breath of life (2), flame strike (DC 22)
4th—cure critical wounds (3), death ward, divine power
3rd—cure serious wounds (3), dispel magic (2), invisibility purge
2nd—cure moderate wounds (4), eagle’s splendor, status
1st—cure light wounds (4), divine favor, sanctuary (DC 18)
o—guidance, resistance, stabilize, virtue

STATISTICS

Str 24, Dex 19, Con 31, Int 20, Wis 24, Cha 23

Base Atk +19; CMB +27; CMD 42

Feats Blind-Fight, Cleave, Combat Reflexes, Dodge,
Improved Initiative, Iron Will, Lightning Reflexes,
Mobility, Power Attack, Stand Still

Skills Diplomacy +28, Fly +20, Heal +16, Intimidate

+28, Knowledge (arcana and engineering) +14,
Knowledge (history and nature) +18, Knowledge
(religion) +24, Perception +29, Sense Motive +29,
Spellcraft +24, Stealth +14, Survival +17
Languages Celestial, Draconic, Infernal; truespeech

ECOLOGY
Environment any (Heaven)

Organization solitary or pair
Treasure double (full plate, heavy steel shield, +5 holy starknife)
SPECIAL ABILITIES

Explosive Rebirth (Su) When killed, a star archon explodes in a
blinding flash of energy that deals 50 points of damage (half
fire, half holy damage) to anything within 100 feet (Reflex DC
29 half). The save DC is Constitution-based. The slain archon
reincarnates 1d4 rounds later as an advanced shield archon.

Spells Star archons cast divine spells as 1g9th-level clerics. They
do not gain access to domains or other cleric abilities.

Star archons are the tacticians and strategists of
Heaven. Gifted with insight and powerful magic, they
spend much of their time steering long-term plans for
Heaven'’s armies and good folk in the world.




fTHACH

This giant’s maw contains a pair of dripping tusks, but it is its
gangly third arm that makes its appearance truly bizarre.

ATHACH
XP 19,200
CE Huge humanoid (giant)

Init +1; Senses darkvision 60 ft., low-light vision; Perception +12
DEFENSE

AC 26, touch g, flat-footed 25 (+2 armor, +1 Dex, +15 natural,
-2 size)

hp 161 (14d8+98)

Fort +16, Ref +5, Will +7

Resist cold 10

OFFENSE

Speed 50 ft.

Melee 2 slams +19 (1d8-+11), bite +19 (2d6+11 plus poison) or

heavy mace +19/+14 (3d6+11), bite +17 (2d6+5 plus poison)
Ranged rock +10/+5 (2d6+16)
Space 15 fi.; Reach 15 ft.
Special Attacks rock throwing (140 ft.), swift claw
STATISTICS

Str 32, Dex 13, Con 25, Int 7, Wis 12, Cha 6

Base Atk +10; CMB +23; CMD 34

Feats Cleave, Improved Iron Will, Iron Will, Lunge,
Multiattack, Power Attack, Vital Strike

Skills Acrobatics +1 (+9 jump), Climb +20,
Perception +12, Stealth —7

Languages Giant

ECOLOGY

Environment cold or temperate hills

Organization solitary, gang (2—4), or tribe (7-12)

Treasure standard (leather armor, heavy shield, heavy
mace, other treasure)

SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 24; frequency 1/round
for 6 rounds; effect 1d4 Str; cure 2 consecutive saves.

Swift Claw (Ex) An athach can attack with its claw as a swift
action, even when the creature’s movement would normally
restrict it to one attack. This attack is made at a +19 bonus
and deals 1d1o+11 points of damage, regardless of what
other attacks are made on the athach’s turn.

An athach is a twisted kind of giant, cruel and thuggish. It
lives to bring misery, ruin, and terror to weaker creatures.
An individual may be nearly any human color, though its
arms are often a darker color or even grayish. Its upper fangs
are long, extending from its mouth like those of a ferocious
beast, and it constantly drools a weakness-inducing poison.
A group of athachs is usually a family unit, with gangs
typically consisting of a group of siblings and full

tribes consisting of parents and young. -

Athachs thrive upon the fear of their victims,
preferring to play with their prey for some time before
indulging their vile and murderous natures. Tales tell of
how athachs cut down orchards and ruin crops by night,
leaving the ruins to be discovered by innocent villagers at
the dawning of the following day. Further tales tell of how
athachs desecrate graveyards by exhuming graves and
scattering the bones of the dead about. The motivation
behind these games seems to be sheer entertainment—
some athachs are unusually creative in their antics,
displaying ingenuity beyond their normal capacity, as if’
an athach in the throes of desecration and cruelty were
prone to some form of divine inspiration.

An athach is 18 feet tall and weighs 5,000 pounds.
Athachs dislike other giants (and other monsters of their
size) and either attack or flee from them, depending on
whether the odds are in their favor.



"~ ATTIC WHIPERER

This thing resembles a gray, emaciated child, with cobwebs and
dust for clothes and a fox skull for a head.

ATTIC WHISPERER

XP 1,200

NE Small undead

Init +8; Senses darkvision 60 ft.; Perception +12

Aura sobs (10 ft.)

DEFENSE

AC 19, touch 16, flat-footed 14 (+4 Dex, +1 dodge, +3 natural, +1 size)
hp 45 (6d8+18)

Fort +5, Ref +6, Will +8

Immune undead traits

OFFENSE

Speed 20 ft.

Melee bite +9 (1d4-1 plus steal breath), touch +4 melee touch
(steal voice)

STATISTICS

Str 9, Dex 19, Con —, Int 14, Wis 16, Cha 17

Base Atk +4; CMB +2; CMD 17

Feats Dodge, Improved Initiative, Weapon Finesse

=

= /(5

Skills Bluff +9, Climb +8, Knowledge (history) +8, Knowledge
(local) +8, Perception +12, Stealth +17
Languages Common (plus any 2d4 from victims)
ECOLOGY

Environment any urban or ruins

1) R 1

Organization solitary, pair, or chorus (3-8)
Treasure incidental

SPECIAL ABILITIES

Aura of Sobs (Su) All of the voices that an
attic whisperer steals linger around it in

an invisible but audible aura of unnerving
childlike whimpers, songs, and sobs. Any
living creature that enters this area loses the
benefit of all bardic performances affecting
it and takes a —1 penalty on all attack rolls,
damage rolls, and Will saving throws.
The attic whisperer can suppress or
reactivate its aura as a free action.
This aura is a sonic, mind-

affecting effect.

Steal Breath (Su) A creature bit by an
attic whisperer must make a DC 16 Will
save or become fatigued for 1 hour.
A fatigued creature that is bitten is
instead exhausted for 1 hour, and an
exhausted creature falls asleep for

1 hour if bitten. The sleeper can
only be roused by killing the attic
whisperer or by using dispel magic, remove curse, or
similar effects. The save DC is Charisma-based.

Steal Voice (Su) Any creature hit by an attic whisperer’s touch
must make a DC 16 Will save or lose its ability to speak
for 1 hour. During that time, the creature cannot talk,
cast spells with verbal components, use auditory bardic
performances, or use any other ability that requires speech.
Once an attic whisperer has stolen a creature’s voice, it can
perfectly mimic that voice at any time, even after its victim’s
voice has returned, and while using that voice can speak
any languages the victim knew. Those familiar with an
individual’s voice can make a Sense Motive check opposed
by the attic whisperer’s Bluff check to realize a mimicked
voice is inauthentic. The save DC is Charisma-based.

An attic whisperer spawns as the result of a lonely or
neglected child’s death. Rather than animating the body
of the dead youth, the creature rises from an amalgam
of old toys, clothing, dust, and other objects associated
with the departed—icons of the child’s neglect. The
widely varying materials that fuse together to form these
creatures lead to attic whisperers with vastly different
appearances. Attic whisperers linger in the places where
they were formed, typically old homes, orphanages,
schools, debtors’ prisons, workhouses, and similar
places where children might be discarded. When an attic
whisperer first forms, it does so without a skull—this
does not impact the creature’s abilities in any way, but
. it usually seeks out a small animal’s skull as a form
\ of decoration soon after it manifests.

An attic whisperers haunts shadowy, forgotten
places like old buildings and dilapidated
young children and subtle evils. Hiding in

drafty attics and moldy basements, an attic

whisperer might lie dormant for decades
while the quick go about their lives—often
a scant floor away. The coming of a new
child, though, rekindles some hope in the
creature, its animating spirits motivated
by loneliness, and ever seeking comfort
and companionship. Once an attic
whisperer finds a potential playmate,
it does all it can to ensure it will never
be lonely again by attempting to lure
its friend to it, singing nursery rhymes,
leaving trails of old toys, or calling out in
the stolen voices of other children.
Destroying an attic whisperer reduces it to
its component parts, usually consisting of dusty
junk left to molder in the attics of old houses,
though a few items, such as china dolls, small
lockets, music boxes, precious marbles, fine
teacups, sculpted metal soldiers, or the like, may
have some value.



AURUMUORAX

Powerful muscles ripple beneath the golden fur of this small yet
fearsome eight-legged beast.

AURUMVORAX
XP 6,400

N Small magical beast

Init +8; Senses darkvision 60 ft., low-light vision, scent;
Perception +13

DEFENSE

AC 23, touch 13, flat-footed 19 (+4 Dex, +8 natural, +1 size)

hp 114 (12d10+48)

Fort +14, Ref +12, Will +7

Defensive Abilities ferocity; DR 10/piercing or slashing;
Immune poison; Resist fire 10

OFFENSE

Speed 30 ft., burrow 10 ft.
Melee bite +18 (1d6+5 plus grab), 4 claws +18 (1d4+5 plus grab)
Special Attacks rake (4 claws +18, 1d4+5)

STATISTICS

Str 21, Dex 18, Con 18, Int 2, Wis 13, Cha 11

Base Atk +12; CMB +16 (+24 grapple); CMD 30 (42 vs. trip)

Feats Bleeding Critical, Critical Focus, Great Fortitude,
Improved Initiative, Iron Will, Skill Focus (Perception)

Skills Perception +13, Stealth +17

ECOLOGY

Environment temperate plains, hills, or forests
Organization solitary or pair
Treasure standard

SPECIAL ABILITIES

Grab (Ex) An aurumvorax can grab a foe of up to one
size category larger than itself (Medium size for most
aurumvoraxes). It gains a +8 racial bonus on grapple
attempts rather than the normal +4 racial bonus afforded by
the grab ability.

Aurumvoraxes are very aggressive creatures, and lead
solitary lives except when they mate. Adults typically
claim the hunting area within a mile of their
warrens, ruthlessly driving away other predators.
In addition to fresh meat, aurumvoraxes are
fond of gnawing on metals (particularly gold

and copper), though whether they do this &
to sharpen their teeth or because of some
nutritional need is unknown. Aurumvorax
warrens can stretch for thousands of feet,
often winding deep into the earth. The
avaricious appetite of aurumvoraxes has
earned them the appellation "golden
gorger" among dwarves, who have lost
more than a few miners to the
dangerous beasts.

In battle, an aurumvorax latches onto its victim with
its jaws and gouges savage wounds with its claws. It rarely
looses its grip before it or its foe is dead. It typically
attacks the nearest living creature regardless of size, and
ignores any wounds it suffers at the hands of others until
its prey is dead.

A typical aurumvorax is only 3 feet long but weighs
more than 200 pounds, for it is densely packed with
muscle and thick, sturdy bones. Its fur is golden, while its
claws are black and sharp. Its weight relative to its body
size makes it a poor swimmer, and most dislike crossing
water, though they can trundle along the bottom of still
or slow water if necessary.

Adult aurumvoraxes are impossible to train, but
their offspring are valued for training as guard beasts.
A healthy aurumvorax kit can be sold for 5,000 gp or
more to a discerning buyer. Female aurumvoraxes rarely
give birth to more than one offspring at a time, and are
ferociously protective of their young.

An aurumvorax drags its prey back to its lair to consume
at its leisure, and its bone-midden often contains valuable
belongings from past kills. Uneaten precious metals,
discarded gems, and well-chewed metal items can also be
found in its warrens. Despite its metallic coloration, an
aurumvorax is not vulnerable to attacks that target metal,
such as heat metal or the touch of a rust monster—in
fact, aurumvoraxes easily kill and eat rust monsters, and
some dwarf clans use aurumvorax pets to protect their
storehouses against them.



XIOMITE of golden, crystalline dust as a free action once per round.
In dust form, the axiomite looks like a shifting mass of

As this lithe humanoid moves, its flesh shimmers and wavers, glowing mathematical symbols and equations. In this form

temporarily breaking apart into motes of shimmering light. it can fly and gains the incorporeal quality; it can use spell-
like abilities but cannot make physical attacks. In its solid

AXIOMITE P R form, an axiomite cannot fly. Both shapes are the axiomite’s
true form, and it does not revert to a different form if killed.

LN Medium outsider (extraplanar, lawful) A true seeing spell reveals both forms simultaneously.

Init +8; Senses darkvision 60 ft.; Perception +18 Summon Inevitable (Sp) Once per day, four axiomites may

DEFENSE join hands to summon a single zelekhut inevitable as a full-

AC 21, touch 13, flat-footed 16 (+4 Dex, +1 dodge, +6 natural) round action.

hp 85 (10d10+30); regeneration 5 (chaotic or magic)

Fort +6, Ref +11, Will +14 Stewards of ancient, colossal cities on lawful planes,

DR 10/chaotic; Immune disease, electricity, mind-affecting axiomites represent the fundamental search for order.

effects; Resist cold 10, fire 10; SR 19
OFFENSE

Speed 30 ft., fly 30 ft. (good)

Melee +1 longsword +16/+11 (1d8+7/19—20)

According to their own history, the first axiomites

sprang from the raw mathematical underpinnings

of the cosmos long before the first gods began to
stir—they are personifications of a primordial
Spell-Like Abilities (CL gth; concentration +14) reality made flesh in an attempt to understand
3/day—dispel chaos, haste, hold monster itself. New axiomites are formed from souls
(DC 20), lightning bolt (DC 18),

empowered order’s wrath (DC 19),

much like celestials or fiends, with
spirits drawn across the planes to one
telekinesis (DC 20), true strike of the axiomites’ humming crystal
1/day—summon inevitable (level 6, monoliths, emerging later as purified
1 zelekhut, see below), true seeing
STATISTICS
Str 21, Dex 19, Con 16, Int 21, Wis 20, Cha 20
Base Atk +10; CMB +15; CMD 30

Feats Dodge, Empower Spell-Like Ability (order’s wrath),

creatures of law and theory.

A particular axiomite may look

like any humanoid-shaped creature,
though the particular form does
not affect its abilities in any way.
Improved Initiative, Iron Will, Mobility Beneath this form, all axiomites
Skills Craft (any one) +18, Diplomacy +18, Fly +8, are the same—clouds of glowing,
Knowledge (any three) +15, Knowledge (planes) +18, crystalline dust that constantly
Perception +18, Sense Motive +18, swirl and congeal into complex
Spellcraft +18, Stealth +17, tangles of symbols and equations,
Survival +18 making them literally creatures of
pure mathematical law.
= . Axiomite society is broken
Languages Abyssal, Celestial, into three divisions, each with
Common, Draconic, Inferral its own duty and purpose. One
SQ crystalline dust form devotes itself to the construction
ECOLOGY
Environment any (lawful
plane)

Organization solitary, pair,

and maintenance of inevitables,

another to the expansion and
construction of their capital city,
and the third to continuing the
or team (3-12) exploration and calculation of the
Treasure standard (+1 laws and constants that underlie
longsword, other treasure)
SPECIAL ABILITIES

Crystalline Dust Form

all of reality. Their leader is a

gestalt mind formed by the

greatest individuals of their
(Su) An axiomite can race, forming when needed
shift between .
its solid body ‘¢_

and one made

and then dispersing into
its component axiomites to
put the god-mind’s plans into action.

o
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AZATA, BRLIDINE

This beautiful woman has flesh made of lava. She soars through
the sky on a trail of fire.

BRIJIDINE

XP 102,400

CG Medium outsider (azata, chaotic, earth, extraplanar, fire, good)

Init +5; Senses darkvision 60 ft., low-light vision, tremorsense
60 ft.; Perception +26

Aura flaming body, holy aura

DEFENSE

AC 32, touch 19, flat-footed 27 (+4 deflection, +5 Dex, +13 natural)

hp 256 (19d10+152)

Fort +22, Ref +15, Will +21

DR 10/cold iron and evil; Immune electricity, fire,
petrification; Resist cold 10; SR 28

Weaknesses vulnerable to cold

OFFENSE

Speed 4o ft., fly 60 ft. (good)

Melee +1 flaming burst keen longsword +25/+20/+15/+10
(1d8+8/17—20 plus 1dé6 fire and burn) "

Ranged lava blast +24 (16d6 fire plus burn and entrap)

Special Attacks entrap (DC 26, instantaneous,
hardness 8, hp 30), burn (2d6, DC 26), trample
(1d8+7, DC 24)

Spell-Like Abilities (CL 19th;
concentration +25)

Constant—holy aura (DC 24)

At will—flaming sphere (DC 18), heat
metal (DC 18), meld into stone
(self only), soften earth and
stone, stone shape

5/day—cure serious
wounds, flame strike
(DC 21), move earth,
spike stones (DC 20),
stone tell, summon nature’s
ally V (earth and fire elementals
only), wall of stone (DC 22)

3/day—earthquake, fire storm (DC 23),
heal, stoneskin, wall of fire

STATISTICS

Str 20, Dex 21, Con 24, Int 15, Wis 18, Cha 23
Base Atk +19; CMB +24; CMD 43
Feats Cleave, Combat Expertise, Combat Reflexes,
Critical Focus, Improved Bull Rush, Iron Will, Lunge,
Power Attack, Staggering Critical, Toughness
Skills Craft (any one) +24, Escape Artist +27, Fly +9, Heal
+26, Knowledge (nature) +24, Knowledge (planes) +24,
Perception +26, Perform (oratory) +25, Sense Motive +26
Languages Celestial, Draconic, Ignan, Infernal, Terran; truespeech
SQ heat stone, obsidian blade

ECOLOGY

Environment any (Elysium)
Organization solitary or team (2—5)
Treasure double (no flammable items)
SPECIAL ABILITIES

Flaming Body (Su) A brijidine’s body is molten rock covered
in dancing flames. Anyone striking a brijidine with a natural
weapon or unarmed strike takes 1d6 points of fire damage. A
creature that grapples a brijidine or is grappled by one takes
6d6 points of fire damage each round the grapple persists.
Heat Stone (Su) Whenever a brijidine uses her meld into stone,
soften earth and stone, spike stones, stone shape, or wall of
stone spell-like abilities, she can have the affected stone
radiate intense heat for 1 minute. Any

. creature within 5 feet of the
stone takes 1d6 fire damage

per round.
Lava Blast (Su) A brijidine can
hurl a glob of lava at a target as
a standard action. This attack has
a range increment of 30 feet.

Obsidian Blade (Ex) At will as a free
action, a brijidine can create a blade of
jagged volcanic glass that functions as
a +1 flaming burst keen longsword. One
round after it leaves the brijidine’s grasp,
the weapon decays into useless powder.

Brijidines are passionate, powerful azatas
attuned to the powers of earth and fire.
They love basking in volcanoes, writing
poetry, tending to sick creatures, and pursuing
spicy recipes. The quickest way to befriend a
brijidine is to present her with a fireproof

copy of an exotic poem or a bag of rare
peppers. Though their power is tied

to primal destruction, they are quick-

witted and love clever wordplay, whether in

a sonnet or a dirty limerick.
The brijidine sees fire as a form of purity, a
marked difference from its classical association
with devastation and destruction. To a brijidine,
the existence of hellfire is the rankest blasphemy,
and while many azatas look to the demons of the
Abyss as their greatest enemies, it is among the
devils of Hell that most brijidines find focus for
their anger. The fact that devils are immune to
fire, the brijidine’s greatest strength, frustrates
and angers these azatas all the more, forcing
them to become far more imaginative and
creative in their tactics when facing such

foes. A brijidine stands 5-1/2 feet tall and
weighs 150 pounds.



" AIATA, LYRAHED

This tiny woman has a lithe form with delicate butterfly wings.
She is surrounded by sparkling lights and gentle rainbow arcs.

LYRAKIEN
XP 600
CG Tiny outsider (azata, chaotic, extraplanar, good)
Init +8; Senses darkvision 6o ft., detect evil, detect magic, low-
light vision; Perception +9

DEFENSE

AC 16, touch 16, flat-footed 12 (+4 Dex, +2 size)

hp 19 (3d10+3)

Fort +2, Ref +7, Will +6

DR s5/evil; Immune electricity, petrification; Resist cold 10, fire 10

OFFENSE

Speed 30 ft., fly 8o ft. (perfect)
Melee slam +2 (1d2-3)
Space 2-1/2 ft.; Reach o ft.
Special Attacks starlight blast
Spell-Like Abilities (CL 3rd; concentration +8)
Constant—detect evil, detect magic, freedom of movement
At will—dancing lights, daze (DC 15), summon instrument,
ventriloquism (DC 16)
1/day—cure light wounds, lesser
confusion (DC 16), silent image

(DC 16)
1/week—commune (6 questions, CL 12th)
STATISTICS
Str 5, Dex 19, Con 12, Int 14, Wis 17, Cha 20
Base Atk +3; CMB +5; CMD 12
Feats Agile Maneuvers, Improved Initiative

Skills Acrobatics +10, Bluff +11, Diplomacy +11,

Fly +16, Knowledge (any one) +8, Perception +9,
Perform (any one) +11, Spellcraft +5, Stealth +18
Languages Celestial, Draconic, Infernal; truespeech
SQ traveler’s friend

ECOLOGY

Environment any (Elysium)

Organization solitary, band (2—5), or company (6—24)
Treasure none

SPECIAL ABILITIES

Starlight Blast (Su) As a standard action once every 1d4

rounds, a lyrakien can tap into the divine power of Elysium,
unleashing a blast of holy starlight in a 5-foot burst. All
creatures in this area take 1d4 points of holy damage, plus

1 point for each step their alignment deviates from chaotic
good. For example, a chaotic neutral or neutral good
creature would take 1d4+1 points of damage, a neutral
creature would take 1d4+2 points of damage, and a lawful
evil creature would take 1d4+4 points of damage. A DC 12
Reflex save negates this damage. Chaotic good creatures are
unaffected by this ability. The save DC is Constitution-based.

Traveler’s Friend (Su) The performances and company of a
lyrakien ease the burden of travel. Once per day, a creature
may spend a minute listening to a lyrakien’s performance—
doing so removes the effects of exhaustion and fatigue
from the listener.

Lyrakien are divine musicians and messengers, mainly
in the employ of deities of travel and natural wonders.
They love to explore and visit beautiful places, especially
locations with excellent views of rainbows, moonlight,
and the stars. Whimsical and joyous, they love contests
of song, dance, and knowledge, and keep journeys happy
by distracting their companions from weary feet and
stale food. Mortals who please them with excellent tales
and new songs may be rewarded with elaborate maps,
forgotten shortcuts, or rambling directions to hidden
locations that hold lost magic.

Lyrakien are light-hearted creatures, but they are very
protective of breathtaking natural locations. Often called
“glistenwings” by gnomes and halflings, lyrakien are
frequently mistaken for fey—while they are generally
friendly with true fey, their origin is the plane of Elysium.
Like other azatas, they grow restless if they stay in one

place too long. A chaotic good 7th-level spellcaster
can gain a lyrakien as a familiar if she has ;
the Improved Familiar feat.



(ILER

Heat ripples the air near this squat, brass-skinned humanoid. Its

head and shoulders blaze with a mane of fire.
AZER
L3

XP 600 "

LN Medium outsider (extraplanar, fire)

Init +1; Senses darkvision 60 ft.; Perception +6
DEFENSE

AC 18, touch 11, flat-footed 17 (+5 armor, +1 Dex, +2 natural)
hp 15 (2d10+4)

Fort +5, Ref +1, Will +4

Immune fire; SR 13

Weaknesses vulnerability to cold

OFFENSE

Speed 30 ft. (20 ft. in armor)

Melee mwk warhammer +4 (1d8+1/x3 plus 1d6 fire)

Ranged light hammer +3 (1d4+1 plus 1d6 fire)
Special Attacks heat (1d6 fire)
STATISTICS

Str 13, Dex 12, Con 15, Int 12, Wis 12, Cha g

Base Atk +2; CMB +3; CMD 14

Feats Power Attack

Skills Acrobatics +o, Appraise +6, Climb +3,
Craft (any two) +6, Knowledge (nobility) +6,
Perception +6

Languages Common, Ignan

ECOLOGY

Environment any land (Plane of Fire)

Organization solitary, pair, team (3-6), squad
(11—20 plus 2 sergeants of 3rd level and 1
leader of 3rd—6th level), or clan (30100 plus
50% noncombatants plus 1 sergeant of 3rd
level per 20 adults, 5 lieutenants of sth level,
and 3 captains of 7th level)

Treasure standard (masterwork scale mail,
masterwork warhammer, light hammer,
other treasure)

A proud and hardworking race from the
Plane of Fire, azers toil in their bronze and brass
fortresses, always ready for their long, simmering
war against the efreet. Azers live in a society
where every member knows his place. Born into a
particular duty, usually the trade of his father or
mother, an azer continues this task his entire life.
A caste system further keeps azer society in line.
Nobles, ruling without question, wear decorated
brass kilts as their symbol of caste, while merchants
and business proprietors wear stout bronze. Copper
kilts designate the working class, made up of
servants, artisans, and laborers.
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Able to channel heat through metal weapons and tools,
azers almost never use nonmetallic weapons, and usually
engage in close melee rather than using ranged attacks.
Azers frequently take prisoners, bringing them back to their
fortresses and forcing them to labor for a year and a day.

The legendary City of Brass boasts an azer population
over half a million strong. Most of these unfortunate
azers live a life of servitude to their efreet masters. Azers
subjected to this slavery still perform their duties without
question, preferring to wait out their contracts or hoping
their masters die or get overthrown. A dedication to order
burns strong in this race, to the extent that some enslaved
azers act as taskmasters over their own kin. Beyond the City
of Brass, azers are free to live their own lives, often in other

planar metropolises crafting goods,

selling wares, and running taverns.

. e Azers look strikingly similar to

one another to the unfamiliar eye.

They are 4 feet tall, but weigh
200 pounds.



The squat, waddling badger trudges forth. Thrusting its flattened
nose about the ground, it sniffs incessantly.

BADGER
XP 200
N Small animal
Init +1; Senses low-light vision, scent; Perception +5

PADGER, DIRE

A tremendous badger snarls and scrapes its wicked, shovel-like
claws. Stocky muscles ripple beneath its streaked and shaggy fur.

BADGER, DIRE
XP 600

N Medium animal

Init +6; Senses low-light vision, scent; Perception +10

DEFENSE

DEFENSE

AC 13, touch 12, flat-footed 12 (+1 Dex, +1 natural, +1 size)
hp 9 (2d8+5)

Fort +4, Ref +3, Will +1

OFFENSE

Speed 30 ft., burrow 10 ft.

Melee bite +1 (1d3), 2 claws +1 (1d2)

Special Attacks blood rage

STATISTICS

Str 10, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +0; CMB —1; CMD 10 (14 vs. trip)
Feats Toughness

Skills Escape Artist +5, Perception +5; Racial Modifiers +4
Escape Artist

ECOLOGY

Environment temperate forests

Organization solitary, pair, or clan (3-6)

Treasure incidental

The squat, burrowing badger is plentiful in most
temperate forests. Most species are carnivorous,
though some eat a variety of meat, insects, and
vegetables. The badger possesses a fierceness
and natural tenacity, while its stubby legs
and wide, seemingly portly stature
belie the creature’s actual strength
and speed.

A  typical badger has dark
brownish-gray fur highlighted with
white markings, such as bands or
striped masks about the eyes.
These markings are distinct
and vary by species. While
friendly, if
threatened or otherwise

generally

provoked, badgers can
become fierce combatants.
Once engaged with an
opponent, they typically
fight until slain. In combat,
they fight with their sharp,
needle-like teeth and long,
curved claws, which they
otherwise use for digging.

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 22 (3d8+9)

Fort +6, Ref +5, Will +2

Defensive Abilities ferocity

OFFENSE

Speed 30 ft., burrow 10 ft.

Melee bite +4 (1d4+2), 2 claws +4 (1d3+2)
Special Attacks blood rage

STATISTICS

Str 14, Dex 15, Con 17, Int 2, Wis 12, Cha g

Base Atk +2; CMB +4; CMD 16 (20 vs. trip)

Feats Improved Initiative, Skill Focus (Perception)

Skills Escape Artist +6, Perception +10; Racial Modifiers +4
Escape Artist

ECOLOGY

Environment temperate forests
Organization solitary, pair, or clan (3-5)

Treasure incidental

A relentless predator, the violent
and territorial dire badger hunts
frequently, killing and devouring a
variety of easy prey such as rabbits,
deer, and occasionally livestock.
These creatures are unafraid of
attacking creatures larger than
they are, drawing upon an almost
legendary tenacity that has won them
honor and respect among many races,
particularly forest-dwelling gnomes.
Dire badgers reside in deep
burrows and warrens dug with their
monstrous claws—Dbut unlike typical
badgers, a dire badger’s claws are
capable of tunneling through
solid rock. Dire badgers possess
little patience for disturbances
or interruptions. Utterly fearless
creatures, when confronted they
attack brutally, and if injured, they
violently erupt into a killing frenzy.
Dire badgers stand 4 feet tall at the
shoulder, and weigh 500 pounds.



PADSHEE

This beautiful, ghostly elven woman glides through the air, her
long hair flowing around a face knotted into a mask of rage.

BANSHEE
XP 25,600
CE Medium undead (incorporeal)

Init +15; Senses darkvision 60 ft., hear heartbeat; Perception +31
DEFENSE

AC 26, touch 26, flat-footed 14 (+4 deflection, +11 Dex, +1 dodge)
hp 161 (19d8+76)

Fort +10, Ref +19, Will +18

Defensive Abilities incorporeal; Immune undead traits
Weaknesses sunlight powerlessness

OFFENSE

Speed fly 60 ft. (perfect)

Melee incorporeal touch +26 (14d6 negative energy plus terror)

Special Attacks wail

STATISTICS

Str —, Dex 32, Con —, Int 5, Wis 20, Cha 19

Base Atk +14; CMB +25; CMD 40

Feats Alertness, Combat Reflexes, Dodge, Improved
Initiative, Iron Will, Lightning Reflexes, Mobility,
Step Up, Weapon Focus (touch), Wind Stance

Skills Fly +19, Perception +31, Sense Motive +7

Languages Common, Elven
ECOLOGY
Environment any

Organization solitary

Treasure standard

SPECIAL ABILITIES

Hear Heartbeat (Ex) A banshee can sense the
beating hearts of living creatures within 6o
feet, as if it had the blindsight ability.

Terror (Su) A creature damaged by the banshee’s

touch attack must make a DC 23 Will save.
Failure means that the victim cowers in

fear for 1d3 rounds. If a target is protected
against fear by a dispellable effect (such as t-
heroes’ feast or mind blank), the banshee’s

touch attempts to dispel one such effect

with greater dispel magic (CL 14th). Negative
energy damage caused by a banshee’s touch
can only harm the living; it cannot heal undead.
This is a mind-affecting fear effect. The save DC
is Charisma-based.

Wail (Su) Once per minute, a banshee may wail as a
full-round action. The wail lasts until the beginning
of her next turn. All creatures within 40 feet of
the banshee when she begins her wail, as well as all
creatures that end their turn within that radius, must
make a DC 23 Fortitude save. (This save is only required
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once per wail.) Creatures under the effects of a fear effect
take a —4 penalty on this save. Creatures that make their save
are sickened for 1d6 rounds. Those that fail take 140 points
of damage (as if affected by a CL 14 wail of the banshee). If a
wailing banshee is damaged during a wail, she must make

a Will save (DC 15 + damage taken) to maintain the wail;
otherwise it ends. This is a sonic death effect. Banshee wails
are supernaturally powerful, and penetrate the effect of any
spell of 3rd level or lower that creates silence. The save DC is
Charisma-based.

A banshee is the enraged spirit of an elven woman who
either betrayed those she loved or was herself betrayed.
Maddened by grief, a banshee visits her vengeance on all
living creatures—innocent or guilty—with her fearsome
touch and deadly wails.



BT, MoT

This bat has a wingspan the length of two humans, over-sized
ears, and a squat, upturned snout with rows of needle-like teeth.

XP 800
N Large magical beast
Init +2; Senses blindsense 120 ft., low-light vision; Perception +6

PAT, SHAVELING

This monstrously sized, undead bat has mottled, decayed flesh
and eyes that smolder with an unholy green glow.

SKAVELING
XP 1,600

CE Large undead

Init +7; Senses blindsense 120 ft.; Perception +14

DEFENSE

DEFENSE

AC 19, touch 13, flat-footed 13 (+2 Dex, +4 natural, —1 size)
hp 34 (4d10+12)

Fort +7, Ref +6, Will +2
OFFENSE

Speed 20 ft., fly 40 ft. (good)
Melee bite +6 (2d6+4)

Space 10 ft.; Reach 5 ft.

Special Attacks screech

STATISTICS

Str 17, Dex 15, Con 16, Int 6,
Wis 13, Cha 6

Base Atk +4;
CMB +8;
CMD 26

Feats Flyby
Attack, Skill

Focus (Stealth)

Skills Fly +8, Perception

+6 (+10 when using

blindsense), Stealth +5; Racial

Modifiers +4 Perception when using blindsense
Languages Undercommon (cannot speak)

AC 19, touch 13, flat-footed 15 (+3 Dex, +6 natural, —1 size)
hp 58 (9d8+18)

Fort +5, Ref +6, Will +8
Immune undead traits
OFFENSE

Speed 20 ft., fly 40 ft.

(good)
Melee bite +10 (2d8+7

plus disease and paralysis)
Space 10 ft.; Reach s ft.
Special Attacks screech,
paralysis (1d4+1 rounds, DC 16)
STATISTICS

Str 21, Dex 17, Con —, Int §,
Wis 15, Cha 14
Base Atk +6; CMB +12; CMD 26
Feats Dodge, Flyby Attack, Improved
Initiative, Mobility, Skill Focus (Stealth)
Skills Fly +13, Perception +14 (+18 when using
blindsense), Stealth +14; Racial Modifiers +4
Perception when using blindsense
Languages Undercommon

ECOLOGY

ECOLOGY

Environment temperate or warm forests, hills, or underground
Organization solitary or colony (2—8)
Treasure incidental

Environment any underground
Organization solitary or colony (2—8)
Treasure incidental

SPECIAL ABILITIES

SPECIAL ABILITIES

Screech (Su) Once per day as a standard action, a mobat can

produce an ear-splitting screech that stuns non-mobats in
a 20-foot-radius burst. All creatures within the area must
make a DC 15 Fortitude save or be staggered for 1d3 rounds.
Other mobats and urdefhans (see page 276) are immune to
this effect. This is a sonic mind-affecting effect. The save DC
is Constitution-based.

Mobats are magical giant bats with wolfish grins and
immense wingspans. Survivors of a lost era, they are rarely
seen beyond the dark forests and deep caves they haunt.
Although mobats are omnivores, they vastly prefer the
flavor of fresh meat over that of other prey.

Mobats’ fur varies in coloration, from deep auburn to
almost black, and their skin is black. A mobat’s wingspan
is 15 feet across, and it weighs 250 pounds.
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Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 16; onset
1 day; frequency 1/day; effect 1d3 Con and 1d3 Dex damage;
cure 2 consecutive saves. The save DC is Charisma-based.

A humanoid who dies of ghoul fever rises as a ghoul at the
next midnight (Pathfinder RPG Bestiary 146).

Screech (Su) Once per day as a standard action, a skaveling
can screech as a mobat, save that those who are affected are
stunned for 1d3 rounds unless they make a DC 16 Fortitude
save. The save DC is Charisma-based.

Known in some circles as ghoul bats, skavelings are the
hideous result of necromantic manipulation by urdefhans,
who create them from mobats specially raised on diets
of fungus and humanoid flesh. Upon reaching maturity,
urdefhans ritually slay the bats using necrotic poisons,
then raise the corpses to serve as mounts and guardians.
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DEE, GIfINT

Striking yellow and black markings and a coat of bristling hairs cover
this immense bee. Its stinger is the size of a dagger blade.

GIANT BEE
XP 400

N Medium vermin

Init +2; Senses darkvision 60 ft.; Perception +1

PEE, GIADT QUEED

This giant bee is as large as a horse and unusually fat, with light
brown stripes on her body.

GIANT QUEEN BEE
XP 1,600
N Large vermin
Init +0; Senses darkvision 60 ft.; Perception +1

DEFENSE

DEFENSE

AC 13, touch 12, flat- T
footed 11 (+2 Dex, :
+1 natural)

hp 16 (3d8+3)

Fort +4, Ref +3, Will +2

Immune mind-affecting
effects

Weaknesses vulnerable to smoke

OFFENSE

Speed 20 ft., fly 60 ft. (good)

Melee sting +2 (1d4 plus poison)

STATISTICS

Str 11, Dex 14, Con 13, Int —, Wis 12, Cha ¢
Base Atk +2; CMB +2; CMD 14 (22 vs. trip)
Skills Fly +6

ECOLOGY

Environment temperate or warm plains
Organization solitary, group (2—5), or nest (6-19)
Treasure incidental

SPECIAL ABILITIES

Poison (Ex) Sting—injury; save Fort DC 12; frequency 1/round
for 4 rounds; effect 1d2 Str; cure 1 save.

Vulnerable to Smoke (Ex) Smoke from particularly smoky
fires or effects (such as that created by a pyrotechnics spell)
causes a giant bee to become nauseated if it fails a DC 14
Fortitude save. This condition persists as long as the giant
bee remains in the smoke, plus 1d4 rounds.

Like their smaller cousins, giant bees fill their ecological
niche by playing matchmaker for a vast array of flowering
plant life. As a giant bee feeds on plant nectars, clumps of
pollen attach to the coarse hairs covering its body and legs.

Giant bees grow to approximately 5 feet in length, with
a similar wingspan. These creatures weigh 6o pounds
and live in their adult form for nearly 10 years. Giant bees’
stingers are not barbed like those of their diminutive
counterparts, so these creatures can sting foes repeatedly
and do not die after one sting.

Giant Bumblebee (CR 2)

These bulky and aggressive giant bees have the advanced
creature simple template. Their venom is deadly, and deals
Constitution damage rather than Strength damage.

AC 17, touch 9,
flat-footed 17 (+8
natural, -1 size)
hp 59 (7d8+28)
Fort +9, Ref +2, Will +3
Immune mind-
affecting effects
Weaknesses vulnerable to smoke
OFFENSE

Speed 20 ft., fly 60 ft. (good)
Melee sting +8 (1d8+6 plus poison)

Space 10 ft.; Reach s ft.
STATISTICS

Str 19, Dex 11, Con 18, Int —, Wis 12, Cha 13
Base Atk +5; CMB +10; CMD 20 (28 vs. trip)
Skills Fly +2

ECOLOGY

Environment temperate or warm plains
Organization solitary or colony (1 queen and 3-18 giant bees)
Treasure incidental (royal jelly)
SPECIAL ABILITIES

Poison (Ex) Sting—injury; save Fort DC 17; frequency 1/round
for 4 rounds; effect 1d2 Con; cure 2 consecutive saves.

Bulbous and robust in comparison to others of the same
species, giant queen bees are immense, fertile females,
easily identified by their larger size and lighter stripes.
They grow to 12 feet in length and weigh 140 pounds.

Royal Jelly
When a hive of bees needs a new queen to replace one that
has died, they feed specially selected larvae royal jelly to
trigger the larvae’s transformation into new queens. The
first queen to hatch then kills any other new queens.

Royal jelly has remarkable effects on other creatures if
eaten. A pound of royal jelly provides enough nourishment
for a full day, and grants a +4 resistance bonus on all
saving throws against disease for the next 24 hours. If a
creature sleeps enough to heal damage within 24 hours
of eating at least a pound of royal jelly, it heals twice the
hit points and ability damage as it otherwise would. A
typical bee hive contains 2d6 pounds of royal jelly—a
single pound sells for 100 gp.



- BEETLE, GOLIATH STAG

This massive beetle is the size of a small house. Its immense,
horn-like mandibles clash with a hungry fervor.

GOLIATH STAG BEETLE

XP 4,800

N Huge vermin

Init +0; Senses darkvision 60 ft.; Perception +o

PEETLE, SLICER

This squat but nevertheless large beetle moves with a swift
scuttling motion. Its mandibles appear to be remarkably sharp.

SLICER BEETLE
XP 1,200

N Large vermin
Init +0; Senses darkvision 60 ft.; Perception +o

DEFENSE

DEFENSE

AC 21, touch 8, flat-footed 21 (+13 natural, —2 size)
hp 104 (11d8+55)
Fort +12, Ref +3, Will +3

=

Immune mind-affecting effects

AC 17, touch o, flat-footed 17 (+8 natural, —1 size)
hp 39 (6d8+12)

Fort +7, Ref +2, Will +2

Immune mind-affecting effects

OFFENSE

OFFENSE

Speed 30 ft., fly 30 ft. (poor)

Melee bite +17 (3d8+16)

Space 15 ft.; Reach 10 fi.

Special Attacks trample (3d8+16, DC 26)

Speed 4o ft., fly 20 ft. (poor)
Melee bite +8 (2d6+7/19—20)
Space 10 ft.; Reach 5 ft.
Special Attacks crippling bite

STATISTICS

STATISTICS

76

Str 32, Dex 10, Con 21, Int —, Wis 10, Cha 4
Base Atk +8; CMB +21; CMD 31 (39 vs. trip)
Skills Fly -8

ECOLOGY

Environment warm forests or plains

Organization solitary, pair, or herd (3—8)
Treasure none
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Making its home in tropical and subtropical forests
across the globe, the goliath beetle is among the largest
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species of giant beetle. While its diminutive cousins
are primarily herbivores, the goliath stag beetle is
carnivorous, hunting herd animals, humanoids, and
even giants with ease. They typically use their

trample attack against creatures smaller
than themselves, returning after this /4

punishing assault to pick *
off anything that's still
moving with swift and
deadly bites.

A goliath stag beetle is
25 feet long and weighs

8,000 pounds.

Str 21, Dex 11, Con 15, Int —, Wis 10, Cha 6
Base Atk +4; CMB +10; CMD 20 (28 vs. trip)
Skills Fly -6

SQ compression

ECOLOGY

Environment temperate forests
Organization solitary or cluster (2—5)
Treasure none

SPECIAL ABILITIES

Crippling Bite (Ex) A slicer beetle’s bite attack threatens a
critical hit on a roll of 19—20. If a slicer beetle scores a
critical hit on a target, its mandibles cut deep, resulting in a
wound that causes 1d6 bleed and leaving its foe staggered
for 1d3 rounds from the tremendous pain dealt.

The slicer beetle sports specialized
mouthparts that scissor apart flesh for
easier consumption. Each
side of its horizontally
closing mandibles fits
. into the other with
- barely a hair’s breadth
3 These
creatures prefer to

: to spare.
dwell in compact
caves Or warrens.
A typical slicer
beetle measures
10 feet long
and weighs

800 pounds.



DELKER

Dull, red eyes, grasping claws, and leathery wings give a demonic
aspect to this creature’s smoky form.

BELKER
XP 2,400
NE Large outsider (air, elemental, evil)

Init +5; Senses darkvision 60 ft.; Perception +11

DEFENSE

AC 20, touch 14, flat-footed 15 (+5 Dex, +6 natural, -1 size)

hp 68 (8d10+24)

Fort +9, Ref +11, Will +2

DR 5/—

OFFENSE

Speed 30 ft., fly 50 ft. (perfect)

Melee bite +12 (1d6+2), 2 claws +12 (1d6+2), 2 wings +10 (1d6+1)

Space 10 ft.; Reach 10 ft.

Special Attacks smoke claws

STATISTICS

Str 14, Dex 21, Con 17, Int 6, Wis 11, Cha 10

Base Atk +8; CMB +11; CMD 26 (can’t be tripped)

Feats Combat Reflexes, Flyby Attack, Multiattack, Weapon Finesse

Skills Acrobatics +16, Fly +22, Perception +11, Stealth +16;
Racial Modifiers +4 Stealth

Languages Auran

SQ smoke form
ECOLOGY
Environment any (Plane of Air)

Organization solitary, pair, or clutch (3—4)

Treasure incidental

SPECIAL ABILITIES

Smoke Claws (Ex) A belker using its smoke form ability can
enter a target’s square as a standard action that does not

provoke attacks of opportunity. The target must make
a DC 17 Fortitude save or inhale part of the creature.
Smoke inside the victim solidifies into a claw and
attacks the target from within, dealing 3d4 points
of damage per round as a swift action. If the target
moves, the belker may automatically move with the
target (this movement does not count toward the
belker’s movement and does not provoke attacks
of opportunity against the belker). Each round,
the target can attempt another DC 17 Fortitude
to cough out the belker’s smoke, which ends
the smoke claws attack and forces the belker
into an adjacent square. Creatures that do not
need to breathe are immune to this attack.
The save DC is Constitution-based.

Smoke Form (Su) A belker can switch from its
normal form to one of pure smoke or back
again a swift action. It can spend up to 20 rounds
per day in smoke form. In smoke form, the belker

acts as if under the effects of a gaseous form spell, except that
it retains its natural fly speed of 5o feet (perfect).

Belkers are hateful elemental air creatures resembling
fiends made of smoke. Xenophobic in the extreme, they
see most non-elemental creatures as threats, and stalk
and kill any such intruders in their territory. Among
their elemental kin, they especially hate djinn and jann.
They tolerate air mephits, dust mephits, steam mephits,
air elementals, and fire elementals, but given the choice,
prefer the company of their own kind.

Belkers create no permanent lairs, but do claim
and defend large territories from other living things,
particularly areas ravaged by frequent storms, volcanic
eruptions, hot springs, or forest fires. Some sages believe
the belkers worship these dangerous natural phenomena;
others speculate the elementals somehow feed on the
unusual air from these sites. Still other scholars theorize
that the reclusive beasts require the energy from these
phenomena to feed or reproduce.
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DLINDHEIT

The size of a short, stocky humanoid with webbed feet and claws,
this frog-like creature has glowing white eyes.

BLINDHEIM
XP 600
N Small magical beast
Init +2; Senses darkvision 60 ft., low-light vision; Perception +9
DEFENSE
AC 16, touch 14, flat-footed 13 (+2 Dex, +1 dodge, +2 natural,

+1 size)
hp 22 (3d10+6)
Fort +5, Ref +5, Will +2
Immune blindness
OFFENSE
Speed 30 ft., climb 20 ft., swim 20 ft.

Melee bite +5 (1d4+1), 2 claws +5 (1d3+1)

Special Attacks blinding gaze

STATISTICS

Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6

Base Atk +3; CMB +3; CMD 16

Feats Dodge, Skill Focus (Perception)

Skills Acrobatics +6 (+10 jumping), Perception +9, Swim +g;
Racial Modifiers +4 Acrobatics when jumping

ECOLOGY

Environment any underground

Organization solitary, pair, or family (3—5)

Treasure incidental

SPECIAL ABILITIES

Blinding Gaze (Ex) A blindheim’s eyes emit bright light to a
range of 30 feet. Any creature within the area must make a
DC 13 Fortitude save or be blinded for 1 hour. Blindheims
can see normally in the light generated by their eyes, which

illuminates a 30-foot spread with bright light. Creatures
with light blindness or light sensitivity take the normal
penalties within 30 feet of a blindheim that is using its
blinding gaze. A blindheim can activate or suppress this
ability as a free action. This save DC is Constitution-based.

Blindheims are grotesque, frog-like creatures that
dwell beneath the surface, subsisting on meals of fungi,
rodents, and other underground creatures. They live
in the darkest, dampest regions of cavernous sprawls,
particularly enjoying underground bogs, lakes, rivers, and
swamps. Although not aquatic, blindheims are excellent
swimmers. They prefer to latch onto branches or
rock outcroppings, where they maintain the high
ground while in pursuit of food. They use the light
from their eyes to attract prey, but go dark when
larger creatures approach. A blindheim uses its
blinding gaze to disorient both prey and possible
threats, then deactivates its gaze to scuttle away in

the dark if the threat is too great. In very large caverns
inhabited by blindheims, distant areas often flicker from
brightly lit to absolutely dark as the creatures feed and
flee. Though of animal-level intelligence, blindheims
are cunning enough to coordinate their hunting tactics
with others of their kind, using one creature to act as a
lookout and make hit-and-run attacks with its gaze until
its fellows can arrive to help finish off the prey.

Blindheims can convey simple information through
gestures and flashes of their lights, and tend to be rather
silent in combat, adding an eerie element to battles with
them. They cannot be taught to perform humanoid-
appropriate labors and thus make poor slaves, though
the duergar and drow sometimes use them as bait or
distractions when raiding. Other races have been known
to train these creatures as mobile light sources when
going on long underground expeditions.

Stout and thick-skinned, a blindheim is just under 4
feet in height and weighs 150 pounds. A blindheim gives
birth to small litters of three or four young. Though
gestation can last up to a full year, it only takes about 4
years for a blindheim to mature and become self-reliant, at
which point the creatures generally form broods that stick
together, only striking out on their own if their brethren
have perished. Blindheims can live for up to 25 years.




pLIDK POG

This sleek canine has a coarse, tawny coat, pointed ears, and pale
eyes. A faint blue nimbus seems to dance upon its fur.

BLINK DOG

XP 600

LG Medium magical beast

Init +2; Senses darkvision 60 ft., low-light vision, scent;
Perception +7

DEFENSE

AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 22 (3d10+6)
Fort +5, Ref +5, Will +4
OFFENSE
Speed 4o ft.
Melee bite +4 (1d6+1)
Spell-Like Abilities (CL 7th; concentration +7)
Constant—blink
At will—quickened dimension door (self only)
STATISTICS

Str 12, Dex 15, Con 14, Int 10, Wis 13, Cha 11

Base Atk +3; CMB +4; CMD 16 (20 vs. trip)

Feats Combat Reflexes, Iron Will

Skills Perception +7, Stealth +7, Survival +2 (+6 scent tracking)
Languages Sylvan

ECOLOGY

Environment temperate plains or forests
Organization solitary, pair, or pack (3—14)
Treasure incidental

Though they resemble sleek, long-eared canines, blink
dogs are as smart as humans. As social creatures, blink
dogs travel in large packs, roaming forests and plains,
running off evil creatures, and hunting for phase spiders—
one of their natural enemies. Despite their intelligence
and friendly natures, blink dogs tend to avoid humanoids,
keeping their packs either hidden or frequently
on the move. This shyness doesn’t keep the
blink dogs from helping out when
needed, however, and they have
been known to come to
the rescue of a prairie
village in their territory.

S

an older, experienced male \ i

Packs are typically led by

or female, called an alpha. \
Blink dogs are fiercely S

loyal, defending their own

pack or creatures they befriend to the death,

and maintaining oaths handed down from

litter to litter. Honor is paramount

to blink dogs, and different packs

often have unique traditions (such as whether a pack’s
alpha is male or female, or an oath to always protect and
aid a particular humanoid race like elves or halflings)
in addition to those shared by most blink dogs. Blink
dogs have a great interest in the stars and movements of
celestial bodies. Through their myths and folklore, blink
dogs have names for constellations, and through this
zodiac they note the seasons, births under auspicious
stars, and omens from unusual stellar conjunctions.
Blink dog names often contain a reference to a specific
constellation under which the dog was born.

Blink dogs stand nearly 3 feet at the shoulder and
weigh upward of 180 pounds. They can live up to 75 years.
They use their abilities to quickly surround prey, and
make use of flanking to deal with especially dangerous
opponents—particularly creatures like phase spiders.

Blink Dog Sages

A pack’s alpha selects the wisest and most intelligent
member of the pack to serve as its sage. This blink dog
often has sorcerer levels (typically with the celestial or
destined bloodline) and is charged with maintaining the
long-running oral histories of the pack, which extend
back for centuries and link the packs together. A blink
dog sage also decides when a pup is old enough to join his
first hunt, performs birth and burial rites, and counsels
the alpha on the meaning of omens or upon tactical
matters involving interactions with neighboring races
and creatures. In some packs, the sage is the alpha’s mate,
while in others the sage is always a gray-muzzled elder
hound beyond breeding age.



The flesh of this emaciated creature appears charred or dried, and
its empty eye sockets seep trails of smoke.

BODAK CR 8 m

P 4,800
CE Medium undead (extraplanar)
Init +6; Senses darkvision 6o ft.; Perception +14
DEFENSE
AC 21, touch 13, flat-footed 18 (+2 Dex, +1 dodge, +8 natural)
hp 85 (10d8+40)
Fort +6, Ref +5, Will +8
DR 10/cold iron; Immune electricity, undead traits; Resist

acid 10, fire 10

Weaknesses vulnerability to sunlight
OFFENSE

Speed 20 ft.

Melee 2 slams +9 (1d8+1)

Special Attacks death gaze
STATISTICS

Str 13, Dex 15, Con —, Int 6, Wis 13, Cha 16
Base Atk +7; CMB +8; CMD 21

Feats Dodge, Improved
Initiative, Mobility,
Toughness, Weapon

Focus (slam)
Skills Intimidate +11,

)7
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Perception +14,
Stealth +10
Languages Common
ECOLOGY
Environment any land
(evil Outer Plane)
Organization solitary, pair, or gang (3—4)
Treasure none
SPECIAL ABILITIES
Death Gaze (Su) 1d4 negative levels, 30 feet;
Fortitude DC 18 negates. The save DC is
Charisma-based. A humanoid slain by a

bodak’s death gaze rises as a bodak 24
hours later. This is a death effect.
Vulnerability to Sunlight (Ex) Bodaks
loathe sunlight, for its merest

touch burns their impure flesh.

Each round of exposure to direct
sunlight deals 2d6 points of

damage to a bodak.

When mortal humanoids
find themselves exposed
to profound, supernatural
evil, a horrific, occult
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transformation can strip them of their souls and damn
them to the tortured existence of a bodak. Changed into a
twisted, misanthropic husk, a bodak wanders the endless
tracts of evil-aligned planes, periodically stumbling
into other realms by passing through portals or otherwise
being conjured elsewhere. Possessing only fragmented
memories of its former existence, the bodak is driven by
profound emptiness, sorrowful longing, and vengeful
hatred of all life.

Abodak’sappearanceis profoundly disturbing. Its flesh
looks dried, taut, and desiccated, though it possesses a
strange, otherworldly sheen. Its body is disproportionate
and distinctly androgynous. Hairless and with only vague
hints of facial structure, the bodak’s eyes are deep set in

their sockets and constantly weep foul-smelling

smoky vapors. A planes-wise traveler who

recognizes its shape knows to flee,

for most travelers can outrun
J  the relatively slow bodak.

Bodaks vehemently despiseall

living creatures and immediately

seek to destroy any they encounter.

A bodak retains the ability to speak
one language it knew in life (typically
Common), but it rarely engages in

conversation, instead spitting out

an incomprehensible stream
of vile accusations, curses,
and threats. On occasion, a
- bodak might wield
weapons, but most
rely primarily upon the
effects of their deadly gaze.
Bodaks are

encountered outside of the Abyss.

rarely

As they are slow-witted, powerful
evil creatures such as liches and
nabasu demons sometimes use
bodaks as thralls, assassins, or
guardians. Bodaks encountered
on the Material Plane exude extreme
malevolence when forced to confront
the realization of their abhorrent
transformations. So great is their
desire to inflict their fate upon
others that many attempt to drag
off'the bodies of their slain victims
and guard them until they rise as undead.
A 20th-level spellcaster can use create
greater undead to create a bodak, but only
if the spell is cast while the spellcaster
is located on one of the evil outer planes
(traditionally the Abyss).




PROWNIE

Knee-high to a human, this large-headed creature has an almost Honest to a fault, brownies take freely, but always repay
manically friendly look on its expressive face. their debt through work or leave something behind as an
offering. They may eat an apple from a farmer’s orchard,

BROWNIE but will harvest the entire tree as repayment. A brownie

XP 400 might eat an entire pie left on a windowsill, only to
N Tiny fey straighten up the kitchen or wash the dishes. A brownie
Init +8; Senses low-light vision; Perception +8 can share a home with a family for years and years while
DEFENSE avoiding detection. A family that is aware of a brownie :
AC 17, touch 17, flat-footed 12 (+4 Dex, +1 dodge, +2 size) usually finds this a beneficial relationship and leaves
hp 4 (1d6+1) dishes of milk, pieces of fruit, trinkets, and sometimes qR
Fort +1, Ref +6, Will +4; +2 vs. illusions even wine as gifts. In exchange, the brownie keeps the fg. |
DR s5/cold iron; SR 12 home clean, mends clothes, repairs tools, and shoos away =
OFFENSE vermin and small predators. Bragging about having a * P L. =
Speed 20 ft. brownie in the house is the best way to lose one. Brownies 4 .
Melee short sword +6 (1d2—2/19—20) distrust foxes and fear wolves, and tend to avoid farms ; .
Space 2-1/2 ft.; Reach o ft. with dogs. 3 :
Spell-Like Abilities (CL 7th; concentration +10) A sth-level neutral spellcaster with the Improved f

At will—dancing lights, mending, prestidigitation Familiar feat can gain a brownie as a familiar. { ¢ _.:

1/day—lesser confusion (DC 14), dimension door (self only),

mirror image, ventriloquism (DC 14)
STATISTICS

Str 7, Dex 18, Con 12, Int 14, Wis 15, Cha 17

Base Atk +0; CMB +2; CMD 11

Feats Dodge, Improved Initiative®, Weapon Finesse®

Skills Acrobatics +8 (+4 jump), Bluff +7, Craft (any one) +6,
Escape Artist +8, Handle Animal +4, Perception +8, Sense
Motive +6, Stealth +16 (+20 in forest); Racial Modifiers
+2 Perception, +4 Stealth in forests

Languages Common, Elven, Gnome, Sylvan

ECOLOGY

Environment temperate forests or plains
Organization solitary, gang (2—5), or band (7-12)
Treasure standard

Brownies make their homes in the trunks of hollow
trees, small earthy burrows, and even under porches and
within the crawlspaces of farmhouses. Often attired
in clothes that appear to be made of plants or leaves,
brownies wear belts lined with pouches and tools.
Whatever language they choose to speak is often is
riddled with odd pronunciations and colloquialisms.
Brownies stand barely 2 feet tall and weigh 20 pounds.

When facing danger, brownies rarely engage in combat,
preferring instead to confound and confuse their attackers
in order to buy enough time for escape. Content with honest
toil and the love of their kin, brownies maintain a pacifist
nature, only harassing creatures to run them off or punish
them for an insult. Despite this nature, all brownies carry
a blade. They refer to their swords with a hint of disgust,
and jokingly call their blades the “final trick,” using them
only in the direst of consequences.



A disturbing combination of shark and seal, this brown-furred
creature has a wide mouth filled with razor-sharp teeth.

BUNYIP
XP 800
N Medium magical beast (aquatic)
Init +3; Senses darkvision 60 ft., low-light vision, keen scent
180 ft.; Perception +8
DEFENSE
AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural)
hp 32 (5d10+5)
Fort +5, Ref +7, Will +1
OFFENSE
Speed 10 ft., swim 5o ft.
Melee bite +7 (1d8+1/19—20 plus bleed)
Special Attacks bleed (1d6), blood frenzy, roar
STATISTICS
Str 13, Dex 16, Con 13, Int 2, Wis 11, Cha
Base Atk +5; CMB +6; CMD 19
Feats Improved Critical (bite)®, Skill Focus (Perception), Skill
Focus (Stealth), Weapon Focus (bite)
Skills Escape Artist +5, Perception +8, Stealth +10, Swim +9
SQ amphibious
ECOLOGY
Environment any aquatic

Organization solitary or pair

Treasure none

SPECIAL ABILITIES

Blood Rage (Ex) A bunyip’s blood rage ability activates

whenever it detects blood in the water using its keen scent,
but otherwise functions as the universal monster rule of the
same name.

Roar (Su) A bunyip’s roar is supernaturally loud and horrifying.
When a bunyip roars (a standard action the creature can
perform at will), all hearing creatures with 4 or fewer HD
within a 100-foot spread must succeed on a DC 13 Will
save or become panicked for 2d4 rounds. Whether or not
the save is successful, creatures in the area are immune to
the roar of that bunyip for 24 hours. This is a sonic, mind-
affecting fear effect. The save DC is Constitution-based.

The bunyip is a fierce and avid hunter, possessing a
primal ruthlessness that seems almost evil in its rapacity.
A bunyip typically inhabits large freshwater inlets or
sheltered coastal sea caves where food is plentiful—the
bunyip is equally at home in fresh or salt water. It prefers
feeding on animals of Small size or larger, though it
isn’t averse to eating humanoids when presented the
opportunity. Bunyips are quite territorial, and readily
attack when intruders threaten their hunting grounds.
Bunyips mate annually, during the late spring. During

this period, bunyips become even more aggressive.
After mating, couples split, with the female wandering
off to find a place to birth a small litter of four to six
pups. Females watch their pups for a few days, until they
become independent enough for the mothers to move on.

Reports of bunyip sightings come from every end of
the map. Though the accuracy of all such reports remains
doubtful, enough reliable accounts exist to confirm their
widespread adaptability. The species thrives in numerous
ecological climes, from frigid polar fjords to idyllic
tropical lagoons. The bunyip is not a deep-sea creature,
and even avoids larger freshwater lakes, as it prefers to lurk
near shorelines where its favorite food is more common.

While bunyips vary in appearance, all possess similar
basic physical structures. The bunyip's head exhibits
strong seal-like features, save for its shark-like jaws. Its
upper torso is thick and muscular, with long, fin-like
limbs. Some species even have a single, shark-like dorsal
fin. The remaining portion of the body extends into a long
tail. Those with fur usually only grow a short coat on the
upper body in shades of pale gray, brown, or black.

i "



(AEDIVOROUS BLOB

Rolling and twitching like a massive wad of translucent ooze, this
crimson blob reaches out amorphous pseudopods in all directions.

CARNIVOROUS BLOB
XP 25,600

N Colossal ooze

Init +0; Senses blindsight 60 ft., tremorsense 120 ft.; Perception —5
DEFENSE

AC 2, touch 2, flat-footed 2 (-8 size)

hp 184 (16d8+112)

Fort +12, Ref +5, Will +o

Defensive Abilities reactive strike, split (sonic or slashing, 32
hp); DR 10/—; Immune acid, ooze traits; Resist electricity 30,

CR13

fire 30
Weaknesses vulnerable to cold
OFFENSE
Speed 20 ft., climb 20 ft., swim 20 ft.
Melee slam +17 (8d6+19 plus 1d4 Con drain and grab)
Space 30 ft.; Reach 30 ft.
Special Attacks absorb flesh, constrict (8dé+19 plus 1d4 Con drain)
STATISTICS
Str 36, Dex 11, Con 24, Int —, Wis 1, Cha 1
Base Atk +12; CMB +33 (+37 grapple); CMD 43 (can’t be tripped)
Skills Climb +21, Swim +21
ECOLOGY
Environment any

Organization solitary

Treasure none

SPECIAL ABILITIES

Absorb Flesh (Ex) A carnivorous blob cannot eat
plant matter or inorganic matter, but it devours

living flesh with a voracious speed by dealing
Constitution drain on creatures it slams

or constricts. Whenever the blob deals -
Constitution drain in this manner, it heals ‘ :
10 hit points for each point of Constitution
it drains. Excess hit points above its normal
maximum are gained as temporary hit
points. As soon as a carnivorous blob has
at least 50 temporary hit points, it

loses those temporary hit points !

and splits as an immediate action. N

Reactive Strike (Ex) Whenever a
carnivorous blob takes damage,
it reflexively lashes out with a slam
attack. This ability effectively grants
the carnivorous blob an attack
of opportunity against any
adjacent foe that deals it
damage. These attacks of
opportunity do not count
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against the normal limit the creature can make in a
round. Attacks that deal sonic or slashing damage do not
trigger a reactive strike—rather, they cause the creature
to split. Whenever a carnivorous blob takes cold damage,
the creature cannot use its reactive strike ability until after it
takes its next action in combat.

Vulnerable to Cold (Ex) A carnivorous blob takes half again as
much damage (+50%) from cold attacks.

While sages debate whether the first carnivorous
blobs were created by a mad wizard, formed in foul
fleshwarping vats in some sinister city, or traveled to
this world trapped in the core of a meteor, there is one
thing they all agree on—none wish to get close enough to
study the monstrosity.

Carnivorous blobs move like a typical ooze, rolling out
blobs of its fleshy material in haphazard directions, and
pulling its bulk across the ground, up walls, and even
through the water. If a carnivorous blob goes for more
than 24 hours without a source of food, it drops into
a sort of hibernation, resembling nothing so much as a
= Pool of gelatinous blood. The creature
I springs to life quickly and hungrily as
soon as any living prey comes within
range of its senses.




(ATOBLEPAS

This ugly creature has a boar-like head with short antlers, a thick
bullish body covered in spines, and cloven hooves on its stumpy legs.

CATOBLEPAS

XP 19,200

N Large magical beast

Init —1; Senses darkvision 6o ft., low-light vision; Perception +25
Aura stench (30 ft., DC 23, 10 rounds)

DEFENSE

AC 27, touch 8, flat-footed 27 (-1 Dex, +19 natural, —1 size)
hp 161 (14d10+84)

Fort +15, Ref +8, Will +8

SR 23

OFFENSE

Speed 4o ft., swim 20 ft.

Melee bite +18 (3d6+5), gore +18 (2d8+5/19—20), 2 hooves
+16 (1d8+2)

Space 15 ft.; Reach 15 ft.

Special Attacks breath weapon (60-ft. cone, poison, Fortitude
DC 23, usable every 1d4 rounds), trample (4d6+7, DC 22)
STATISTICS

Str 20, Dex 8, Con 22, Int 5, Wis 15, Cha 10

Base Atk +14; CMB +20; CMD 29 (33 vs. trip)

Feats Diehard, Endurance, Improved Critical (gore), Improved
Iron Will, Iron Will, Multiattack, Skill Focus (Perception)
Skills Perception +25, Swim +13

Languages Aklo
ECOLOGY
Environment any swamps

Organization solitary, pair, or herd (3—6)
Treasure incidental

SPECIAL ABILITIES

Poison Breath (Ex) A catoblepas’s

horrid, stinking breath is 60-foot

cone of poison gas. Breath—contact;

save Fort DC 23; frequency/ . ’ ~
round for 6 rounds;

Y
effect 1d6 Con damage; \ r
cure 3 consecutive X ‘ <
saves. The save DCis . \m“‘ 4 Ky \
5 \ \\Q\_ =4

Constitution-based. &

The catoblepas is an
aggressive beast at the |
best of times, willing to

knock down trees, fences,

even small houses to eat whatever

it finds interesting, be that meal
plant or animal or human being.
Though it prefers swamps, the
catoblepas has been known

R

to forage in plains and forests for short periods before
returning to the buoyant support of water and mud. Few
creatures linger near a catoblepas’s feeding ground because
of the monster’s bad temper and poisonous breath, and
only rot-loving predators such as oozes or exceptionally
large otyughs have any interest in hunting them.

A catoblepas’ primary motivation is hunting and
exerting its dominance over lesser creatures in its
territory. Easily detected by its foul odor, the creature
tolerates the presence of wild animals, humanoid tribes,
and even predators that it can bully as long as these
things flee or act submissive when the poisonous brute
lumbers into view. The catoblepas is known to engage in
physical battles with other Large swamp creatures such as
crocodiles or even froghemoths. Some humanoid tribes
claim to know techniques to domesticate a catoblepas
for use as a guard animal, but the monster’s intractable
nature and not insignificant intelligence almost certainly
means magic is involved, as the creature has little need for
alliances and can wipe out entire villages with its breath.
Some have been known to use their breath underwater,
creating a churning cloud of bubbles that kills fish in the
area and starves out other creatures.

A catoblepas’s sense of smell is blunted by its own
ungodly stench, and it can't easily recognize rival odors
such as skunk musk (though this provides the beast no
immunity to odor-based effects from other creatures).

A catoblepas is 15 feet long and weighs 2,200 pounds.




CEDTIPEDE, GIADT WHIPTAIL

An elephantine centipede scurries about, its double tail lashing
angrily behind it.

GIANT WHIPTAIL CENTIPEDE CR 3
XP 800

N Huge vermin

Init +0; Senses darkvision 60 ft.; Perception +4

(ATOBLERA

CENTIPEDE, TITAN

A writhing, seemingly endless segmented monstrosity crawls
forth, its great mandibles clacking as it spies prey.

TITAN CENTIPEDE
XP 6,400
N Colossal vermin
Init +0; Senses darkvision 60 ft.; Perception +4

DEFENSE

DEFENSE

AC 15, touch 8, flat-footed 14 (+7 natural, —2 size)
hp 38 (4d8+20)

Fort +9, Ref +1, Will +1

Immune mind-affecting effects

AC 21, touch 2, flat-footed 21 (+19 natural, -8 size)
hp 135 (10d8+90)

Fort +16, Ref +3, Will +3

Immune mind-affecting effects

OFFENSE

OFFENSE

Speed 4o ft., climb 40 ft.
Melee bite +8 (2d6+7 plus poison), tail slap +3 (1d3 nonlethal

Speed 60 ft., climb 60 ft.
Melee bite +15 (4d6+24 plus poison)

plus trip) Space 30 ft.; Reach 30 ft.
Space 15 ft.; Reach 15 ft. (20 ft. with tail slap) Special Attacks trample (6d6+24, DC 31)
STATISTICS STATISTICS

Str 25, Dex 11, Con 21, Int —, Wis 10, Cha 2

Base Atk +3; CMB +12; CMD 22 (can’t be tripped)

Skills Climb +15, Perception +4, Stealth +o; Racial Modifiers
+4 Perception, +8 Stealth

SQ compression

Str 43, Dex 11, Con 29, Int —, Wis 10, Cha 2
Base Atk +7; CMB +31; CMD 41 (can’t be tripped)
Skills Climb +24, Perception +4, Stealth —8; Racial Modifiers

+4 Perception, +8 Stealth
SQ compression

ECOLOGY

ECOLOGY

Environment temperate or warm forests or underground
Organization solitary, pair, or colony (3-6)
Treasure none

Environment temperate or warm forests or underground
Organization solitary, pair, or colony (3—6)
Treasure none

SPECIAL ABILITIES

SPECIAL ABILITIES

Poison (Ex) Bite—injury; save Fort DC 17; frequency 1/round
for 6 rounds; effect 1d4 Dex; cure 1 save. The save DC is
Constitution-based.

Tail Slap (Ex) A giant whiptail centipede’s tail slap deals
nonlethal damage and gains no bonus from its Strength
score on damage dealt.

Whiptail centipedes are carrion eaters, though corpses
large enough to satiate them are a rarity. Corpses of
Huge or larger creatures left to rot often attract
whiptail centipedes, who viciously defend their
bounty against any who would intrude upon
their lairs.
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Poison (Ex) Bite—injury; save Fort DC 24; frequency 1/round

for 6 rounds; effect 1d6 Dex; cure 2 consecutive saves.

The largest of their kind, titan centipedes are thankfully
also the rarest. They attack other living creatures
fearlessly, and require constant sustenance to nourish
their vast bulk. Humanoids are in most danger from titan
centipedes when mounted rather than afoot—a
good-sized horse makes a much more
satisfying meal to the centipede than
a few bites of human. Titan
centipedes are solitary by
nature and because of
the demands of their
appetite, though when
food 1is plentiful,
multiple centipedes
E ' sometimes lurk in
the same area.



(HAOS BEAST

This thing is a horrid mass of barbed tentacles, glaring eyes, and
gnashing teeth, twisting upon itself and reshaping into new forms.
CHAOS BEAST
XP 3,200 =
CN Medium outsider (chaotic, extraplanar)

Init +6; Senses darkvision 60 ft.; Perception +13

DEFENSE

AC 20, touch 13, flat-footed 17 (+2 Dex, +1 dodge, +7 natural)
hp 85 (9d10+36)

Fort +9, Ref +8, Will +4

Defensive Abilities amorphous, resistant to transformation; SR 18
OFFENSE

Speed 20 ft.

Melee 4 claws +13 (1d6+3 plus corporeal instability)

STATISTICS

Str 17, Dex 15, Con 16, Int 10, Wis 12, Cha 11

Base Atk +9; CMB +12; CMD 25 (can’t be tripped)

Feats Dodge, Improved Initiative, Mobility, Toughness,
Weapon Focus (claw)

Skills Acrobatics +14 (+10 jump), Climb +15, Escape Artist +14,

Perception +13, Stealth +14, Swim +15
ECOLOGY
Environment any

Organization solitary or invasion (2—5)

Treasure none

SPECIAL ABILITIES

Corporeal Instability (Su) Claw—contact (curse); save Fort DC

17; effect amorphous body and 1 Wisdom drain per round (see
belowy); cure 3 consecutive saves. The save DC is Con-based.
A creature cursed with an amorphous body becomes

a spongy, shapeless mass. Unless the victim manages to
control the effect (see below), its shape constantly melts,
flows, writhes, and boils. An affected creature is unable

to hold or use any item. Clothing, armor, helmets, and

rings become useless. Large items worn or carried—armor,
backpacks, even shirts—hamper more than help, reducing
the victim’s Dexterity score by 4. Speed is reduced to 10 feet
or one-quarter normal, whichever is less. The victim gains
the amorphous quality, but cannot cast spells or use magic
items, and it attacks blindly, unable to distinguish friend
from foe (-4 penalty on attack rolls and a 50% miss chance,
regardless of the attack roll).

A victim can temporarily regain its own shape by taking

a standard action to attempt a DC 15 Will save (this check
DC does not vary for a chaos beast with different Hit Dice
or ability scores). A success reestablishes the creature’s
normal form for 1 minute. Spells that change the victim’s
shape (such as alter self, beast shape, elemental body, and
polymorph) do not remove the curse, but hold the creature in
a stable form (which might not be its own form, depending

on the spell) and prevent additional Wisdom drain for the
duration of the spell; shapechange and stoneskin have a similar
effect. The victim takes 1 point of Wisdom drain from mental
shock every round that it ends its turn in an amorphous
shape—upon being drained to 1 Wisdom, further Wisdom
drain ceases and the amorphous body effect is permanent
until removed via magic (no further number of saving throws
can cure the condition at this time).

Resistant to Transformation (Ex) Transmutation effects, such
as polymorphing or petrification, force a chaos beast into a
new shape, but at the start of its next turn, it immediately
returns to its normal form as a free action.

A chaos beast’s form changes without any goal or purpose.
Though at any particular second a chaos beast may appear
to have dozens of limbs, whether claws, tentacles, stingers,
and so on, the lightning-quick shifts of its body mean
most of these are gone before it has a chance to use them,
and its attacks are always treated as claws regardless of

the creature’s appearance.




(HARDA

Armored in dense, bony plates, this four-armed creature drools
wretched strings of black bile from its fanged maw.

CHARDA
XP 3,200
CN Small monstrous humanoid (aquatic)

Init +2; Senses darkvision 120 ft.; Perception +13
DEFENSE

AC 20, touch 13, flat-footed 18 (+2 Dex, +7 natural, +1 size)
hp 85 (9d10+36)

Fort +7, Ref +10, Will +7

Defensive Abilities ferocity; Immune cold, poison
OFFENSE

Speed 20 ft., swim 6o ft.

Melee bite +13 (1d6+3 plus 1d6 cold), 4 claws +14 (1d4+3)
Special Attacks black bile

STATISTICS

Str 16, Dex 15, Con 19, Int 11, Wis 12, Cha 8

Base Atk +9; CMB +11 (+19 bull rush and trip); CMD 23
Feats Combat Expertise®, Improved Bull Rush,

Improved Trip, Lightning Reflexes, Power Attack,
Weapon Focus (claw)

Skills Intimidate +6, Knowledge (religion) +4,
Perception +13, Stealth +18, Survival +10, Swim +18

Languages Aklo, Undercommon

SQ ampbhibious, cold vigor, overwhelming

ECOLOGY

Environment cold aquatic or underground

Organization solitary, pair, gang (3—5), or tribe (6—14)

Treasure standard

SPECIAL ABILITIES

Black Bile (Su) A charda’s body seethes with freezing
black bile. Its supernaturally cold, black bile is

the source of the additional cold damage when

a charda bites a creature. As a standard action, a
charda can expel its full store of bile as a breath
weapon that can take the form of a 6o0-foot line
or a 30-foot cone. All creatures in this area take
8d6 points of cold damage (DC 18 Reflex half). A
charda can use this breath weapon once every 1d4
rounds—while its black bile is recharging, it does
not deal additional cold damage with its bite. The
save DC is Constitution-based.

Cold Vigor (Ex) When a charda is in a cold environment, it
becomes more animated and gains a +1 racial bonus on
attack rolls and weapon damage rolls.

Overwhelming (Ex) A charda gains a +8 racial bonus on
bull rush and trip attacks.

In the darkest depths of the earth, in strange frozen
rivers and subterranean lakes of frigid black water dwell

s &
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the mysterious and ferocious chardas. These xenophobic
humanoids rarely venture far from their domains, settling
in small tribes and building rocky huts underwater or
muddy domes along the subterranean shore.

Atypical charda stands just under 4 feet tall but weighs
250 pounds. Chardas reproduce by laying eggs in small
clutches of two to four, which they bury among rocks &%
offshore. Females fiercely protect their own clutches, but =
show no predisposition toward protecting the clutches of i v
other chardas, even those within their tribe. S

Devoutly religious, chardas prefer to worship gods of’
war or cold. They hunt in small packs composed of both (¢ &
males and females. Hunting and slaying help determine
an individual’s power within the group. Chardas often :
engage in infanticide and cannibalism. While they patrol =
their territories in groups, they fight individually with
little strategy or structure. Chardas do not assist each
other with their kills, as they

f/[ |

perceive aid as a weakness
and a dishonor to both
themselves and their foes.
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- (HARYBDIS

An immense spiny monster, its back plated in chitin and its belly in
thick folds of blubber, rises hungrily from the center of a whirlpool.

CHARYBDIS
XP 25,600
CN Gargantuan aberration (aquatic)
Init +3; Senses blindsight 60 ft., darkvision 120 ft.; Perception +23
DEFENSE
AC 28, touch 5, flat-footed 28 (-1 Dex, +23 natural, —4 size)

hp 184 (16d8+112); fast healing 10
Fort +12, Ref +6, Will +14
Immune acid; Resist cold 20
OFFENSE

Speed 20 ft., swim 5o ft.

Melee bite +20 (2d8+12/19—20 plus grab), 2 claws +20 (2d6+12)
Space 20 ft.; Reach 20 ft.

Special Attacks fast swallow, rending claws, swallow whole
(6d6 bludgeoning damage plus 6d6 acid damage, AC 21,
hp 18), vortex

STATISTICS

Str 34, Dex 9, Con 25, Int 4, Wis 19, Cha 6

Base Atk +12; CMB +28 (+32 grapple); CMD 37 (can’t be tripped)
Feats Awesome Blow, Improved Bull Rush, Improved Critical

(bite), Improved Initiative, Improved Vital Strike, Lightning
Reflexes, Power Attack, Vital Strike

Skills Perception +23, Swim +20

Languages Aquan

ECOLOGY

Environment any oceans

Organization solitary

Treasure standard

SPECIAL ABILITIES

Rending Claws (Ex) A charybdis’s claws are particularly

devastating when used against objects, and ignore the first
10 points of an object’s hardness rating.

Vortex (Su) A charybdis can generate a whirlpool as a standard
action at will. This ability functions identically to the
whirlwind special attack (see the Universal Monster
Rules in Appendix 3), but the whirlpool can only form
underwater and cannot leave the water. It’s a DC
25 Reflex save to avoid being caught by the
charybdis’s vortex. The vortex itself is 20

feet across and 120 feet deep, and deals

2d6+12 points of damage per round. The

save DC is Constitution-based.

Sailors tell many tales of the creatures
of the deep, from the terrible kraken
_ to the beautiful mermaid. Yet few
are stranger or more feared than
the dread charybdis, for it exists to

capture ships, crack them open like nuts, and feast on
the doomed sailors within. So legendary are these violent
attacks that many sailors have come to view the charybdis
not as a species of aberrant life, but as the vengeful
personification of an angry sea god.

In truth, the charybdis is not the sending of an angry
deity, but in fact little more than a monstrous predator
capable of churning even the calmest of seas into a
whirling maelstrom. The charybdis uses this vortex
ability not only to capture prey like sharks or small
whales, but also to entrap ships on the ocean surface
above. The monster’s claws are particularly well suited
to puncturing the hulls of ships, and most charybdises
have learned that a single large merchant vessel contains
enough sailors to make a perfectly sized meal. Often, a
charybdis settles in along a well-known shipping route
near the shoreline or amid an archipelago of islands
where ships are forced along relatively narrow lanes
between rocky isles—such locations allow the charybdis
to lie in wait and increases the chance of its prey being
unable to circumvent its vortex.

A charybdis is 6o feet long and weighs 26,000 pounds.




CHUPACABAA

This lizard-like creature stalks forward upon two muscular legs,
a mane of spikes running down its scaly back.

CHUPACABRA
XP 800

N Small magical beast

Init +7; Senses darkvision 60 ft., low-light vision; Perception +6
DEFENSE

AC 16, touch 14, flat-footed 13 (+3 Dex, +2 natural, +1 size)
hp 30 (4d10+8)

Fort +6, Ref +7, Will +3

OFFENSE

Speed 30 ft.

Melee bite +6 (1d4+1 plus grab), 2 claws +6 (1d3+1)

Special Attacks chupar, pounce

STATISTICS

Str 13, Dex 16, Con 14, Int 3, Wis 15, Cha 6

Base Atk +4; CMB +4 (+8 grapple); CMD 17
Feats Combat Reflexes, Improved Initiative

Skills Acrobatics +7 (+11 jumping), Perception +6, Stealth +16;
Racial Modifiers +4 Acrobatics when jumping, +4 Stealth
(+8 in undergrowth or rocky areas)

Languages Aklo (cannot speak)

ECOLOGY

Environment warm hills or plains
Organization solitary, pair, or gang (3—7)
Treasure none

SPECIAL ABILITIES

Chupar (Ex) A chupacabra that pins an
opponent or maintains a pin can

suck blood from that opponent /177

as a free action once per
round, dealing 1 point of
Constitution damage.
Upon successfully
draining blood, the
chupacabra is invigorated, gaining
a significant boost in speed for 10 rounds similar to
the haste spell. The invigorated chupacabra can still
drain blood—and in so doing increase the length of its
invigoration—but it gains no additional effects.

These notorious predators have an undeniable thirst
for blood. Chupacabras prefer to prey upon the weak
and slow, often watching potential prey from hiding
for long periods before attacking. Spry and stealthy, they
prefer to keep to areas of high grass and protective rock,
their slightly reflective scales allowing them to blend in
well with such surroundings.

With a preference for lone travelers and farm
animals (particularly goats), chupacabras

- . O
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leave little evidence of their presence apart from the grisly
blood-drained husks of their meals, often leading locals to
believe a reckless vampire lives in the area.

A typical chupacabra measures nearly 5-1/2 feet from
muzzle to tail tip and stands just under 4 feet tall. Slightly
built and light of bone, most weigh close to a hundred
pounds. They mate rarely and only during the hottest
months, with the females each producing a single egg
that hatches into a tiny, dehydrated creature. The mother
typically leaves helpless prey in her cave so the hatchling
can immediately feed.

Although
bountiful areas small gangs of the beasts can form.

chupacabras are typically solitary, in
These groups work well together, becoming bold enough
to attack larger groups of animals and more dangerous
prey. Stories of chupacabras attacking travelers or laying
siege to farmhouses typically stem from the hunting
practices of such gangs.

It is not unusual for older chupacabras to grow to
Medium size. These larger specimens tend to be leaders
of chupacabra gangs, or, more commonly, loners capable
of tormenting entire villages on their own.

Some chupacabras are mutants with large reptilian wings,
and have been known to carry off goats and children. A
flying chupacabra has a fly speed of 60 feet (average),
which increases to 9o feet (average) when invigorated
from drinking blood. A winged chupacabra is the same
CR as the normal variety.

CHABDIS: QHUTACARRY



~ COCHRORCH, T

A dog-sized cockroach skitters forth, greedily clicking its filth-
slicked mandibles.

GIANT COCKROACH

XP 200

N Small vermin

Init +1; Senses darkvision 60 ft., tremorsense 60 ft.;
Perception +4

(OCKROACH SWARM

Like a pestilent black tide, a ravenous horde of thousands of tiny,
clacking cockroaches washes over everything in its path.

COCKROACH SWARM
XP 600

N Diminutive vermin (swarm)

Init +2; Senses darkvision 60 ft., tremorsense 30 ft.;
Perception +4

Fort +6, Ref +1, Will +o

Weaknesses light sensitivity

OFFENSE

Speed 30 ft., climb 30 ft., fly 40 ft. (poor)
Melee bite +1 (1d4)

STATISTICS

Str 11, Dex 12, Con 19, Int —, Wis 11, Cha 2
Base Atk +0; CMB —1; CMD 10

Feats Diehard®, Endurance®

Skills Climb +8, Fly —1, Perception +4, Stealth +9; Racial
Modifiers +4 Perception, +4 Stealth

SQ hold breath

ECOLOGY

Environment any land

W) o

Organization solitary or intrusion (2—20)

. Treasure none
) Species CR Size HD
Giant hissing cockroach 1 Medium 2
» } Venomroach 3 Large 3
’ ,;’\ Spitting cockroach 6 Huge 6
: Sawback cockroach 9 Gargantuan 8
; _,-.f: Dragonroach 12 Colossal 10

Much like their smaller kin, giant
cockroaches are extremely adaptive
and exist in any place they can
find a ready source of food.
Giant cockroaches

are not normally

very violent, but
readily attack if
threatened or if food
becomes scarce.

A number of species
of giant cockroach
exist, as summarized
on the table above. Most
of these variants have
additional abilities, such
as poison stings.

5
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DEFENSE DEFENSE
AC 14, touch 12, flat-footed 13 (+1 Dex, +2 natural, +1 size) AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size)
hp 8 (1d8+4) hp 26 (4d8+8)

Fort +6, Ref +3, Will +1

Defensive Abilities swarm traits; Immune weapon damage
Weaknesses light sensitivity, swarm traits

OFFENSE

Speed 20 ft., climb 20 ft., fly 30 ft. (poor)
Melee swarm (1d6)

Space 10 ft.; Reach o ft.

Special Attacks distraction (DC 14)
STATISTICS

Str 1, Dex 15, Con 14, Int —, Wis 10, Cha 2

Base Atk +3; CMB —; CMD —

Skills Climb +10, Fly +4, Perception +4, Stealth +14; Racial
Modifiers +4 Perception

SQ hold breath

ECOLOGY

Environment any temperate, warm, or urban
Organization solitary, pair, or intrusion (3—20 swarms)
Treasure none

Swarms of flesh-eating cockroaches are extremely
virulent pests. Normally carnivorous scavengers,
these vermin quickly transform into aggressive

hunters when amassed in great numbers,
actively seeking out territory and food
and gravitating to locations that
readily provide both, such
as dumps, graveyards,
sewers, swamps, and
other foul areas filled
with rotting waste.
Although a flesh-
eating  cockroach
swarm prefers to
feed on rot and
carrion, these ravenous
s WY creatures do not balk
N ' S gy 2t attacking living
@ creaturesaslargeas

an elephant if given

- S a chance.
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(FAWLING HADD

With a jolt, this severed hand springs to life, its fingers propelling
it forth at great speed like a deformed spider.

CRAWLING HAND
XP 200

NE Diminutive undead

Init +0; Senses blindsense 30 ft., darkvision 6o ft.;

Perception +4 A
¥ i'qh‘_‘
DEFENSE p :\{&
AC 14, touch 14, flat-footed 14 (+4 size) . ;
hp 9 (1d8+5)

Fort +2, Ref +o, Will +2
Immune undead traits

OFFENSE

Speed 4o ft., climb 40 ft.
Melee claw +5 (1d1+1 plus grab)

Space 1 ft.; Reach o ft.
Special Attack mark quarry, strangle
STATISTICS

Str 13, Dex 11, Con —, Int 2,
Wis 11, Cha 14

Base Atk +o; CMB —4 (+o
grapple); CMD 7

Feats Toughness

Skills Climb +9, Perception +4,
Stealth +12, Survival +4; Racial
Modifiers +4 Survival

Languages Common (can’t speak)

ECOLOGY

Environment any land
Organization solitary or gang (2—5)
Treasure none

SPECIAL ABILITIES

Grab (Ex) A crawling hand can use its grab ability on a creature
of up to Medium size.

Some say the origins of the crawling hand lie in the
experiments of demented necromancers contracted to
construct tiny assassins. Other tales tell of gruesome
prosthetics sparked to life by evil magic, which then
developed primitive sentience and vengefully strangled
their hosts. Regardless, the crawling hand is an efficient
killing tool.

When not commanded to kill, the crawling hand
remains still and can be handled and transported safely.
Typically, owners carry them about in small, velvet-lined
boxes. Crawling hands can also be placed as guardians
and programmed with contingency commands, such
as to hunt down and slay an individual who performs a
specific task like violating a shrine, opening a warded
door, or breaking the seal of a casket.

(FAWLING HAND, GIADT

A giant rotting hand rocks unsteadily, propped upon thick, stubby
fingers. Its pale, necrotic flesh pulses and crawls with sickly boils.

GIANT CRAWLING HAND CR5
XP 1,600
NE Medium undead
Init +2; Senses blindsense 30 ft., darkvision 60 ft.; Perception +7
DEFENSE

AC 19, touch 13, flat-footed 16 (+2 Dex,
+1 dodge, +6 natural)

hp 52 (7d8+21)

Fort +4, Ref +6, Will +6

Immune undead traits
OFFENSE

Speed 30 ft.

Melee claw +11 (1d6+7 plus grab)

Special Attacks mark quarry,
pus burst
STATISTICS
Str 21, Dex 15, Con —, Int 2,
Wis 13, Cha 14
Base Atk +5; CMB +10 (+14
grapple); CMD 23
Feats Dodge, Lightning

Reflexes, Toughness,
3 Weapon Focus (claw)
Skills Acrobatics +3,
Perception +7, Stealth +12;
Racial Modifiers +4 Stealth
Languages Common (can’t speak)
ECOLOGY
Environment any land or underground
Organization solitary or gang (2—5)
Treasure none
SPECIAL ABILITIES

Mark Quarry (Su) A crawling hand is assigned a quarry by
anointing the hand with a drop of the intended quarry’s
blood. If the hand has no current quarry, it automatically gains
the next creature it damages as its quarry. Once attuned to a
target, it becomes aware of the target’s location as if under
the effect of a continuous locate creature spell. The hand
gains a +1 bonus on all attack rolls, damage rolls, and skill
checks made to seek out and destroy the marked quarry. The
mark quarry ability lasts until the quarry or the hand is slain.

Pus Burst (Su) When damaged by a piercing or slashing melee
weapon, a spray of vile pus strikes the attacker unless the
attacker makes a DC 15 Reflex save. Weapons that provide
reach protect the attacker completely from a pus burst.
Creatures struck by pus become nauseated for 1d3 rounds
and take 2d6 points of negative energy damage. The save DC
is Charisma-based.



- (YPT THING

Shreds of leathery flesh cling to this skeletal figure’s body, while
twin motes of fiery light glow deep in its eye sockets.

CRYPT THING

XP 1,600

NE Medium undead

Init +6; Senses darkvision 60 ft., low-light vision; Perception +15
Aura fear (10 ft., frightened for 1d4 rounds, Will DC 16 negates)
DEFENSE

AC 19, touch 13, flat-footed 16 (+2 Dex, +1 dodge, +6 natural)
hp 52 (8d8+16)

Fort +4, Ref +6, Will +8

Defensive Abilities channel resistance +2; DR 10/bludgeoning

or magic; Immune undead traits
OFFENSE

Speed 30 ft.

Melee 2 claws +10 (1d8+4)

Special Attacks teleporting burst

Spell-Like Abilities (CL 8th; concentration +10)
3/day—quickened dimension door

STATISTICS

Str 19, Dex 14, Con —, Int 13, Wis 14, Cha 15

Base Atk +6; CMB +10; CMD 23

Feats Alertness, Dodge, Improved Initiative, Lightning Reflexes

Skills Bluff +6, Intimidate +13, Knowledge (arcana) +6,
Knowledge (dungeoneering) +5, Knowledge (history) +3,
Perception +15, Sense Motive +15, Stealth +9
Languages Common

ECOLOGY

Environment any underground

Organization solitary

Treasure standard

SPECIAL ABILITIES

Teleporting Burst (Su) Once per day, a crypt thing
can teleport all creatures within 5o feet of it to

randomly determined locations. The crypt thing
can only affect creatures of which it is aware
and to which it has line of sight. A successful
DC 16 Will save negates this effect. An

affected creature is teleported in a random
direction (roll 1d8, with 1 indicating north

and the other numbers indicating compass
going clockwise) and a random distance (1d1o x
100 feet) away from the crypt thing; determine each
creature’s direction randomly. A teleported
creature arrives in the closest open space to 5
the determined destination, but must appear

on a solid surface capable of supporting its
weight. If there is no appropriate destination in
that direction, the creature does not teleport at all.
The save DC is Charisma-based.

Crypt things are undead creatures found guarding
tombs, graves, and crypts. Necromancers and other
spellcasters create them to guard such areas, and the
crypt things never leave their appointed lairs, even to
pursue enemies. Their warded area may be a single room
or passage, an entire grave complex, or even a city-sized
necropolis. Though naturally solitary, multiple crypt
things may guard a common area, often in conjunction
with constructs or other undead.

A crypt thing only initiates combat if it is attacked or
if the object or crypt it is guarding is touched or entered.
Until this condition is met, a crypt thing is content to
remain motionless—it may even answer questions or
otherwise interact with visitors if'its master has directed
it to do so. Rumors exist of variant crypt things that do not
teleport their foes, but instead paralyze opponents and
turn them invisible, leaving victims to helplessly watch
their allies being torn apart by the angry guardian.

CREATION

A 15th-level spellcaster can create a crypt thing using create
undead. The spell also requires the creator or an assistant
to be able to cast teleport, greater teleport, or word of recall (or
provide this magic from a scroll or other source).




CRYSIMAL

An animated cluster of translucent crystals shaped disturbingly
like a gemstone scorpion scuttles into an aggressive stance.
CRYSMAL

@
XP 800 rml

N Small outsider (earth, elemental)
Init +2; Senses darkvision 60 ft., crystal sense; Perception +11
DEFENSE

AC 17, touch 13, flat-footed 15 (+2 Dex, +4 natural, +1 size)
hp 26 (4d10+4)

Fort +7, Ref +8, Will +2

DR 5/bludgeoning; Immune cold, fire; Resist electricity 10
OFFENSE

Speed 30 ft., burrow 20 ft.

Melee sting +7 (2d6+3)

Special Attacks shard spike +7 (3d6, range increment 60 ft.)
Spell-Like Abilities (CL 4th; concentration +6)
At will—detect magic, ghost sound (DC 12), mage hand, silent
image (DC 13)
3/day—dimension door, sanctuary (DC 13), touch of idiocy (DC 14)
STATISTICS

Str 15, Dex 14, Con 13, Int 6, Wis 13, Cha 14

Base Atk +4; CMB +5; CMD 17 (29 vs. trip)

Feats Great Fortitude®, Lightning Reflexes, Skill Focus (Perception)

Skills Acrobatics +9, Climb +9, Perception +11, Stealth +13 (+15
in rocky areas); Racial Modifiers +2 Stealth in rocky areas

Languages Terran

ECOLOGY

Environment any underground (Plane of Earth)
Organization solitary or cluster (2—5)

Treasure standard (gems and magic gemstones only)
SPECIAL ABILITIES

Crystal Sense (Sp) Crysmals can sense the presence of any
crystals or gems within 30 feet as if using the scent ability.

Shard Spike (Ex) Once per day, a crysmal can launch its
tail spike as a ranged attack that shatters when it
hits, dealing 3d6 points of piercing damage to
the target and 1d4 points of piercing damage
to all creatures in adjacent squares. The spike
regrows in 24 hours, but until it does, its
impaired sting does only 1d6+3 damage.

Scorpion-like crysmals originate in the
deepest caverns of the Plane of Earth. On
rare occasions, these strange creatures
wind up on the Material Plane, usually in
subterranean areas rich with natural gem
and crystal formations. The crystalline
planes of their bodies absorb and refract
natural light, which some claim is the
source of their supernatural powers.

N

Singular in purpose, a crysmal seeks only to reproduce.
It does so by gathering stone crystals and gemstones,
fashioning them into a Tiny facsimile of its own body,
and jolting the new creature to life with a burst of the
crysmal’s own life energy. These newly created crysmals
are known as shardlings (treat as a crysmal with the
young creature simple template), and grow to adulthood
after a few months of gorging on crystals and gemstones.

To make a single shardling, a crysmal requires 1,000
gp worth of crystals. Until it has enough material to
reproduce, it stores these gems inside its body, and
if slain, the gems are visible among the shards of the
creature’s corpse. Because of this reproductive need for
gemstones, crysmals are relentless in their pursuit of the
treasures, valuing them much as other living creatures
value infants of their own race. Crysmals do not recognize
that other creatures treat gems as wealth, and attempt to
seize gems carried by others whenever the opportunity
arises. A crysmal normally uses its spell-like abilities
to befuddle opponents, grabbing at pouches with gems
when the bearer is distracted, and normally only resorts

F

to physical violence once all

other tactics fail.




Harbingers of ruin and embodiments of the worst
ways to die, daemons epitomize painful death, the all-
consuming hunger of evil, and the utter annihilation
of life. While demons seek to pervert and destroy in
endless unholy rampages, and devils vex and enslave
in hopes of corrupting mortals, daemons seek only to
consume mortal life itself. While some use brute force
to despoil life or prey upon vulnerable souls, others wage
campaigns of deceit to draw whole realms into ruin. With
each life claimed and each atrocity meted out, daemons
spread fear, mistrust, and despair, tarnishing the luster
of existence and drawing the planes ever closer to their
final, ultimate ruin.

Notorious for their hatred of the living, daemons are the
things of dark dreams and fearful tales, as their ultimate
ambitions include extinguishing every individual mortal
life—and the more violent or terrible the end, the better.
Their methods vary wildly, typically differentiated by
daemonic breed. Many seek to infiltrate the mortal
plane and sow death by their own taloned hands, while
others manipulate agents (both mortal and immortal)
as malevolent puppet masters, instigating calamities on
massive scales from their grim realms. Such diversity of
methods causes many planar scholars to misattribute
the machinations of daemons to other types of fiends.
These often deadly mistakes are further propagated by
daemons’ frequent dealings with and manipulation of
other outsiders. Yet in all cases, despair, ruin, and death,
spreading like contagion, typify the touch of daemonkind,
though such symptoms often prove recognizable only
after the hour is far too late.

Daemons flourish upon the plane of Abaddon, a
bleak expanse of cold mists, fearful shapes, and hunted
souls. Upon these wastes, the souls of evil mortals
flee predation by the native fiends, and terror and the
powers of the evil plane eventually transform the most
ruthless into daemons themselves. Amid these scarred
wastelands, poison swamps, and realms of endless night
rise the foul domains of the tyrants of daemonkind, the
Four Horsemen of the Apocalypse. Lords of devastation,
these powerful and unique daemons desire slaughter,
ruin, and death on a cosmic scale, and drive hordes of
their lesser kin to spread terror and sorrow across the
planes. Although the Horsemen share a singular goal,
their tactics and ambitions vary widely.

Along with mastery over vast realms, the Horsemen
are served by unimaginably enormous armies of their
lesser brethren, but are obeyed most closely by retinues
of daemons enslaved to their titles. These specific strains
of daemonic servitors, known among daemonkind as
deacons, serve whoever holds the title of Horseman.

Although these instruments of the archdaemons differ
in strength and ability, their numbers provide their lords
with legions capable of near-equal terrorization.

More so than among any other fiendish race, several
breeds of daemons lust after souls. While other foul
inhabitants of the planes seek the corruption and
destruction of living essences, many daemons value
possession and control over mortal animas, entrapping
and hoarding souls—and in so doing disrupting
the natural progression of life and perverting the
quintessence of creation to serve their own terrible
whims. While not all daemons possess the ability to steal
a mortal being’s soul and turn it to their use, the lowliest
of daemonkind, the maniacal cacodaemons, endlessly
seek life essences to consume and imprison. These base
daemons enthusiastically serve their more powerful kin,
eager for increased opportunities to doom mortal spirits.
While cacodaemons place little value upon the souls
they imprison, greater daemons eagerly gather them as
trophies, fuel for terrible rites, or offerings to curry the
favor of their lords. Several breeds of daemons also posses
their own notorious abilities to capture mortal spirits or
draw upon the power of souls, turning the forces of utter
annihilation to their own sinister ends.

THE FOUR HORSEMEN

Four dread lords, infamous across all the planes, rule
the disparate hordes of daemonkind. Risen from among
the ranks of their terrible brethren to displace those
fiendish tyrants before them, they are the archdaemons,
the End Bringers, the Four Horsemen of the Apocalypse.
In the blasphemous annals of fiendish lore, they are
the prophesied architects of multiversal ruin, destined
to stand triumphant over cadaverous cosmoses and
infinities of silence before also giving way to absolute
oblivion. Undisputed in his power among their kind,
each Horseman rules a vast realm upon the bleak plains
of Abaddon and a distinctive method of mortal ruin:
pestilence, famine, war, or death from old age. Yet while
each archdaemon commands measureless influence,
daemons know nothing of loyalty and serve only those
they cannot overcome. Thus, though the Horsemen
stand peerless in their power and manipulations among
daemonkind, they must ever defend their thrones from
the machinations of ambitious underlings and the plots
of other archdaemons.

Upon the poisonous expanses of Abaddon, lesser
daemonic peers carve petty fiefdoms and posture as
lords, but despite their world-spanning intrigues, all
bow before the Horsemen—though most do so only
grudgingly. Ancient myths also tell of a mysterious fifth
Horseman, the Oinodaemon, though nearly all mention of
such a creature has been scoured from the multiverse.
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DAENMON, GSTRADAEMON

Vaguely humanoid in shape, this gaunt fiend has the face of a
hideous fish and a body of lanky limbs and writhing tendrils.
ASTRADAEMON

@I ®
XP 76,800 @

NE Large outsider (daemon, evil, extraplanar)

Init +7; Senses darkvision 6o ft., deathwatch, true seeing;
Perception +22

Aura soul siphon (10 ft.)

DEFENSE

AC 29, touch 17, flat-footed 21 (+7 Dex, +1 dodge, +12 natural,
-1 size)

hp 212 (17d10+119)

Fort +12, Ref +17, Will +14

Defensive Abilities displacement; DR 10/good and silver;
Immune acid, death effects, disease, poison; Resist cold 10,
electricity 10, fire 10; SR 27

OFFENSE

Speed 9o ft., fly go ft. (good)

Melee bite +23 (2d6+5 plus energy drain and grab),

2 claws +23 (1d8+5 plus energy drain), tail slap
+18 (1d12+2 plus energy drain)
Space 10 ft.; Reach 10 ft. (15 ft. with tail)
Special Attacks devour soul, energy
drain (1 level, DC 25)

DAEMOD-DAENOD:AITRADAENOD

ECOLOGY

Environment any (Abaddon or Astral Plane)
Organization solitary, pair, or pack (3-6)
Treasure standard

SPECIAL ABILITIES

Devour Soul (Su) As a standard action, an astradaemon that
begins its turn with a grappled opponent can attempt
to draw out and consume the soul of its victim, killing it
instantly. This ability only works on living creatures, which
may resist with a DC 25 Fortitude saving throw. The save is
Constitution-based. For every 5 HD of the slain creature,
the daemon gains a +1 profane bonus on attacks, saving
throws, and checks for 24 hours. This ability does not
consume all of the soul, and pieces of it still exist after the
daemon completes its feast (enough to be able to resurrect
the slain victim normally).

Soul Siphon (Su) If a Small or larger living creature dies within
10 feet of an astradaemon, the daemon gains 1d8 temporary
hit points and a +2 bonus to Strength for 10 minutes. These
bonuses stack with themselves. Incorporeal undead and

living spirits traveling outside the body (such as

a person using astral

projection

or magic

Jjar) take
1d8 points of
damage each round within the

Spell-Like Abilities (CL 17th; daemon’s aura.
concentration +24)
Constant—deathwatch,

displacement, true seeing

- ) Believed to be creations
of the Four Horsemen,

At will—enervation, fear (DC21), greater teleport astradaemons live out their
(self plus 50 Ibs. of objects only), ) existencein search of souls
to harvest. These deadly
creatures are ravening
planar predators,

)' openly  hunting

throughout the void

vampiric touch
3/day—locate creature, plane shift (DC 24)
1/day—energy drain (DC 24), finger of
death (DC 24), summon (level 6, 1d3
derghodaemons 50%)

STATISTICS forsouls onwhichto feed.

Str 21, Dex 25, Con 24, Int 14, Wis 15, These voracious creatures are
Cha 24

Base Atk +17; CMB +23; CMD 41

Feats Combat Reflexes, Dodge, Flyby
Attack, Iron Will, Mobility, Nimble

Moves, Power Attack, Spring

the personifications of death
resulting from mnegative
energy or level drain.

& Their vile touch drains
{ I life force from their
Attack, Weapon Finesse enemies, and even

Skills Acrobatics +24 (+48 jump), perishing near
them sates their
thirst for life

and souls.

Escape Artist +27, Fly +9,

Intimidate +27, Knowledge

(planes) +22, Perception +22, Sense

Motive +22, Stealth +23, Survival +22
Languages Abyssal, Infernal; telepathy

100 ft.




WIEIYIOD (ACODAENON

teeth, dominates this frightful creature’s orb-like body.
CACODAEMON
NE Tiny outsider (daemon, evil, extraplanar)

Init +4; Senses darkvision 60 ft., detect good, detect magic;
Perception +7

An ever-gnashing maw, filled with row after row of mismatched

XP 600 o m

DEFENSE

AC 16, touch 12, flat-footed 16 (+4 natural, +2 size)
hp 19 (3d10+3); fast healing 2
Fort +2, Ref +5, Will +4

DR 5/good or silver; Immune acid, death effects, disease,
poison; Resist cold 10, electricity 10, fire 10

OFFENSE

Speed 5 ft., fly 5o ft. (perfect)

Melee bite +6 (1d4+1 plus disease)

Space 2-1/2 ft.; Reach o ft.

Special Attacks soul lock

Spell-Like Abilities (CL 6th; concentration +7)
Constant—detect good, detect magic

At will—invisibility (self only)

3/day—lesser confusion (DC 12)
1/week—commune (CL 12th, six questions)

STATISTICS

Str 12, Dex 11, Con 13, Int 8, Wis 13, Cha 12
Base Atk +3; CMB +1; CMD 12
Feats Improved Initiative, Lightning Reflexes

Stealth +14

Languages Abyssal, Common, Infernal; telepathy 100 ft.
SQ change shape (2 of the following forms: lizard,
octopus, Small scorpion, venomous snake, polymorph)
ECOLOGY

Environment any (Abaddon)

Organization solitary or swarm (2-10)
Treasure standard

Skills Bluff +7, Fly +18, Knowledge (planes) +5, Perception +7,

SPECIAL ABILITIES

Disease (Su) Cacodaemonia: Bite—injury; save Fort DC 12;

consecutive saves. In addition to the normal effects

of the disease, as long as a victim is infected, the
cacodaemon can telepathically communicate with the
creature over any distance (as long as they remain on
the same plane).

Soul Lock (Su) Once per day as a full-round action, a
cacodaemon can ingest the spirit of any sentient creature
that has died within the last minute. This causes a soul
gem to grow inside of the cacodaemon’s gut, which it can

onset 1 day; frequency 1/day; effect 1d2 Wis damage, cure 2

regurgitate as a standard action. A soul gem is a fine-sized
object with 1 hit point and hardness 2. Destroying a soul gem

frees the soul within, though it does not return the deceased
creature to life. This is a death effect. Any attempt to
resurrect a body whose soul is trapped in a soul gem requires
a DC 12 caster level check. Failure results in the spell having
no effect, while success shatters the victim’s soul gem and
returns the creature to life as normal. If the soul gem rests in
an unholy location, such as that created by the spell unhallow,
the DC of this caster level check increases by +2. The caster
level check DC is Charisma-based.

Any evil outsider can, as a standard action, ingest a soul
gem. Doing so frees the soul within, but condemns it to
one of the lower planes (though the soul can be returned
to life as normal). The outsider gains fast healing 2 for a
number of rounds equal to its Hit Dice.

The least of daemonkind, cacodaemons spawn from eddies
of angry, violent, and demented souls amid the mists of
Abaddon. Dim-witted but utterly evil, they endlessly seek
to cause pain and indulge their hunger for mortal souls.
Many more powerful fiends keep cacodaemons as pets, if
only to be able to harvest the tiny creatures’ soul gems. A
7th-level spellcaster can gain a cacodaemon as a familiar if

she has the Improved Familiar feat.

Ty,



PAEMOD, CEUSTODAENON

This brown, shaggy-furred beast stands on slate grey hooves. Its
head resembles that of a maniacal horned ape.
CEUSTODAEMON

=@y
XP 2,400 @

NE Large outsider (daemon, evil, extraplanar)

Init +1; Senses darkvision 60 ft., detect good, detect magic, see
invisibility; Perception +15

DEFENSE

AC 20, touch 10, flat-footed 19 (+1 Dex, +10 natural, —1 size)

hp 68 (8d10+24)

Fort +9, Ref +3, Will +8

DR 10/good or silver; Immune acid, death effects, disease,
mind-affecting effects, paralysis, poison, polymorph effects,
sleep effects; Resist cold 10, electricity 10, fire 10

OFFENSE

Speed 30 ft.

Melee bite +11 (2d6+4), 2 claws +11 (1d6+4)

Space 10 ft.; Reach 10 ft.
Special Attacks breath weapon (30-ft. cone; 6d6 fire damage;
Reflex DC 17 for half; usable once every 1d4 rounds)
Spell-Like Abilities (CL 8th; concentration +10)
Constant—detect good, detect magic, see invisibility
At will—dimension door
3/day—dispel magic, fly
1/day—hold monster (DC 17), slow (DC 15)
STATISTICS

Str 18, Dex 13, Con 16, Int 11, Wis 14, Cha 15

Base Atk +8; CMB +13; CMD 24

Feats Alertness, Blind-Fight, Power Attack, Step Up

Skills Bluff +13, Intimidate +11, Knowledge
(planes) +9, Perception +15, Sense Motive +15,
Stealth +8, Survival +9

Languages Abyssal, Infernal; telepathy 100 ft.

SQ drawn to service

ECOLOGY

Environment any (Abaddon)
Organization solitary
Treasure none

SPECIAL ABILITIES

Drawn to Service (Su) When brought to another plane
with a planar binding or planar ally spell (or any
similar calling effect), ceustodaemons take a
-5 penalty on the initial Will save and on
their Charisma check to refuse service.
Ceustodaemons also take a —5 penalty on
saves against binding, planar binding, and
other spells designed to bind a creature to
a particular plane as long as the daemon
is commanded to serve as a guardian for a
single area or small complex.
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Some claim the Four Horsemen created these creatures to
serve as summoning fodder. Others believe that they form
from neutral evil souls who commit suicide. Wherever
the truth lies, ceustodaemons find themselves on the
Material Plane more often than any other daemon, as
they are easily pressured into service—many call these
creatures “guardian daemons” as a result. Yet in the back
of their wicked minds, ceustodaemons always think about =
escaping their bonds and ripping to shreds the ones who |
summoned them. a3

Greater and lesser versions of these creatures exist.
These variants can be represented by applying either the
young creature or advanced creature simple templates,
along with the following adjustments.

Lesser Ceustodaemon: This Medium daemon looks
like a horned frog with a wide, toothy mouth. Its breath
weapon is a chilling cone of ice that deals cold damage.

Greater Ceustodaemon: This daemon resembles a &
gigantic humanoid bear with the talons of an eagle and f g
curling ram horns sprouting from its head. Its breath
weapon is a fan of sparks that deals electricity damage. k. ;



Dﬂﬁmon DE GHODHEMOD maintain the aura and the subject remains within 30 feet of
) the derghodaemon. Once either condition ends, the victim

A deadly and vicious bouquet of insectile claws sprouts from this of this effect can attempt a new DC 20 Will save once per
horrid, three-legged, multi-eyed beast. minute to recover from the effect; otherwise, it can be cured
by a heal, limited wish, miracle, or wish spell. A derghodaemon
DERGHODAEMON (D)) cannot use its spell-like abilities or rend attack in any round
XP 19,200 in which it uses its feeblemind aura. This is a sonic mind-

NE Large outsider (daemon, evil, extraplanar) affecting effect. The save DC is Charisma-based.

Init +5; Senses all-around vision, darkvision 6o ft., detect Swarmwalking (Su) A derghodaemon is immune to damage or
magic, see invisibility; Perception +28 distraction effects caused by swarms.

Aura feeblemind (DC 20)

DEFENSE These brutal daemons personify death resulting from

AC 27, touch 14, flat-footed 22 (+5 Dex, +13 natural, —1 size) violent insanity, such as being murdered by a maniac or
hp 161 (14d10+84) torn to shreds by a pack of rabid predators. These insectoid
Fort +15, Ref +14, Will +7 creatures roam the Outer Planes, scavenging battlefields
DR 10/good; Immune acid, death effects, disease, poison; and following the inevitable trail of violence in those
Resist cold 10, electricity 10, fire 10; SR 23 hostile worlds. They hunt the weak and dying along the

OFFENSE fringe of battles, feeding off their victims’ suffering

Speed 40 ft. until they make their kill. Attacks from a derghodaemon
Melee 5 claws +21 (1d6+8/19—20) often come from within a cloud of biting insects.

Space 10 ft.; Reach 10 ft. Brutish and low on intellect, derghodaemons find
Special Attacks rend (2 claws, 1d8+12 plus 2 Con damage) themselves serving as front-line fighters in fiendish
Spell-like Abilities (CL 12th; concentration +15) armies. A derghodaemon stands g feet tall and weighs
Constant—detect magic, see invisibility 800 pounds.

At will—greater teleport (self plus 50 Ibs. of objects only)
3/day—fear (DC 17), quickened summon swarm

1/day—creeping doom, insect plague, summon (level 4,
1 derghodaemon 30%)
STATISTICS

Str 27, Dex 20, Con 22, Int 7, Wis 17, Cha 16
Base Atk +14; CMB +23; CMD 38 (40 vs. trip)
Feats Cleave, Critical Focus, Improved Critical (claws),
Power Attack, Quicken Spell-Like Ability (summon
swarm), Sickening Critical, Vital Strike

Skills Intimidate +20, Perception +28, Sense Motive +20,
Stealth +18; Racial Modifiers +4 Perception
Languages Abyssal, Draconic, Infernal; telepathy
100 ft.

SQ swarmwalking

ECOLOGY

Environment any (Abaddon)

Organization solitary or infestation (2—6)
Treasure standard
SPECIAL ABILITIES

Feeblemind Aura (Su) By grinding and clicking its
mandibles and chitinous plates together (a free action),
a derghodaemon can affect all creatures within 30 feet
as if by a feeblemind spell. Daemons are immune to
this effect, but all other creatures must make a DC
20 Will save to resist the effects. A creature that
makes this save is immune to the effect for 24
hours. A creature that fails remains affected

as long as the derghodaemon continues to
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DAENOD, HYDRODAENOD

The skin on this frog-like fiend is clammy and its eyes look dead
and milky; its wide face is split by a fanged maw.
HYDRODAEMON

@
XP 4,800

NE Large outsider (aquatic, daemon, evil, extraplanar)
Init +2; Senses darkvision 60 ft., detect magic; Perception +15
DEFENSE

AC 20, touch 11, flat-footed 18 (+2 Dex, +9 natural, —1 size)

hp 95 (10d10+40)

Fort +11, Ref +9, Will +3

DR 10/cold iron or silver; Immune acid, death effects, disease,
poison, waters of the River Styx; Resist cold 10, electricity 10,
fire 10; SR 19

OFFENSE

Speed 30 ft., fly 40 ft. (average; see glide, below), swim 60 ft.

Melee bite +13 (1d8+4 plus grab), 2 claws +13 (1d6+4)

Ranged sleep spittle +11 (sleep)

Space 10 ft.; Reach 10 ft.

Special Attacks rake (2 claws +13, 1d6+4)
Spell-Like Abilities (CL gth; concentration +11)
Constant—detect magic, water walk
At will—acid arrow, deeper darkness
3/day—control water, greater teleport (self plus 50 Ibs. of objects
only), summon monster V (Large water elemental only)
1/day—desecrate, summon (level 3, 1 hydrodaemon 50%)
STATISTICS

Str 18, Dex 15, Con 18, Int 9, Wis 11, Cha 14

Base Atk +10; CMB +15 (+9 grapple); CMD 27

Feats Cleave, Point-Blank Shot, Power Attack, Precise Shot,
Skill Focus (Perception)

Skills Fly +o, Intimidate +14, Knowledge (planes) +10,
Perception +15, Sense Motive +12, Stealth +10, Swim +21

Languages Abyssal, Infernal; telepathy 100 ft.

SQ ampbhibious, glide

ECOLOGY

Environment any (Abaddon)
Organization solitary, gang (2—5), or mob (6—12)
Treasure standard
SPECIAL ABILITIES

Glide (Ex) A hydrodaemon can launch
itself into the air and glide along for1
minute, gaining a fly speed of 40 feet
with average maneuverability. While
gliding, the hydrodaemon gains the
pounce ability.

Sleep Spittle (Su) A hydrodaemon can spit at a single
target within 20 feet, making a ranged touch attack as a
standard action. A target hit by this spittle must succeed
on a DC 19 Will save or fall asleep for 6 rounds. The save
DC is Constitution-based.

While at first glance these creatures seem like enormous
and foul boggards, their dangerous gait, dead eyes, and
wicked claws give away their fiendish nature. In their home
environment, hydrodaemons swim the sickening rivers and
seas of Abaddon and the River Styx, ducking beneath the
rivers of pus and bile only to leap out at enemies and rend
their flesh with tooth and claw. It is said these are among the
few creatures able to survive in the deadly waters of the River
Styx. When called to the Material Plane, hydrodaemons
serve powerful spellcasters, protecting domains dotted with
pools, streams, and even sewer complexes. Associated with
death by drowning, these fiends use a favored tactic to draw
the most anguish from their victims. Hydrodaemons first
attack with their inky black sleep spittle, hoping to render
victims unconscious. With their opponents unable to fight
back, hydrodaemons drag their enemies into the foul waters
they call home and delight as the liquid fills their victims’
gasping lungs. If unable to drown a victim, they finish the
job with jaws and claws.

Hydrodaemons possess an awkward gait, springing
back on their heels and leaping about like humanoid
frogs. Even so, they move in an unpredictable manner,
twisting their bodies with each hopping movement.
Hydrodaemons can also unfurl flaps of skin that allow
them to glide through the air. Hydrodaemons stand 10
feet tall and weigh upward of 3,000 pounds.




DAENON, LEUKODAEMOD

This human-shaped beast has a horse’s skull for a head. It walks
on cracked hooves and bears the rotting wings of a carrion bird.

LEUKODAEMON

XP 6,400

NE Large outsider (daemon, evil, extraplanar)

Init +11; Senses darkvision 6o ft., deathwatch, detect good;
Perception +22

Aura infectious aura (50 ft.)

DEFENSE

AC 23, touch 16, flat-footed 16 (+7 Dex, +7 natural, —1 size)

hp 115 (10d10+60)

Fort +9, Ref +14, Will +12

DR 10/good or silver; Immune acid, death effects, disease,
poison; Resist cold 10, electricity 10, fire 10; SR 20

OFFENSE

Speed 30 ft., fly 60 ft. (average)

Melee bite +16 (1d8+7), 2 claws +16 (1d6+7)

Ranged +1 composite longbow +18/+13 (2d6+8/x3 plus contagion)

Space 10 ft.; Reach 10 ft.
Special Attacks breath of flies

Spell-Like Abilities (CL 10th; concentration +13)
Constant—deathwatch, detect good

At will—contagion (DC 17), dispel magic, greater teleport (self
plus 50 Ibs. of objects only)
1/day—harm (DC 19), summon
(level 3, 1 leukodaemon
only, 35%)

STATISTICS

Str 25, Dex 24, Con 23,

Int 16, Wis 21, Cha 16
Base Atk +10; CMB +18;
CMD 35

Feats Alertness,

Hover, Improved
Initiative, Point-
Blank Shot,
Weapon Focus
(longbow)

Skills Fly +18, Heal +18,
Intimidate +16,
Knowledge (planes)
+16, Perception +22,
Sense Motive +22,
Stealth +16, Survival +15, |
Use Magic Device +16
Languages Abyssal,
Draconic, Infernal;
telepathy 100 ft.

o

ECOLOGY
Environment any (Abaddon)
Organization solitary or wake (2—10)

Treasure standard (+1 composite longbow, other treasure)
SPECIAL ABILITIES
Breath of Flies (Su) Once per minute as a standard action, a

leukodaemon can unleash a cloud of corpse-bloated, biting
black flies in a 20-foot cone. Those caught in the cone take
8d6 points of slashing damage. A DC 21 Reflex save halves
this damage. Those who take any damage are also sickened
for 1 minute. In addition, the flies linger for 1d4+1 rounds,
congealing into a buzzing 20-foot-square cloud centered
on the cone’s original point of origin. Any creature that
ends its turn in this cloud must make a DC 21 Reflex save to
avoid taking 4d6 points of damage and becoming sickened
for 1 minute. This cloud of flies may be dispersed by any
area effect that does damage or creates wind of at least
strong wind force. All daemons are immune to this effect.
The save DCs are Constitution-based.

Contagion (Su) Any arrow a leukodaemon fires from a bow
is tainted with disease. If a creature is damaged by a
leukodaemon’s arrow, it must make a DC 19 Fortitude save
or be affected as if by the spell contagion. A leukodaemon can
manifest arrows at will and never runs out of ammunition.

/  Infectious Aura (Su) All creatures within 50

feet of a leukodaemon take a —4 penalty on
Fortitude saves against disease effects.

Deacons of the Horseman of Pestilence,
leukodaemons serve their lord in Abaddon
as well as across the planes by spreading
plagues and pandemics.
Leukodaemons stand upward of 14 feet tall but
weigh just over 200 pounds. The skulls that
serve as their heads can be replaced with any
skulls, yet these creatures choose horse skulls
to show their loyalty to the Horsemen. The
creature’s true head is merely a blistered
knob between its shoulders.
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DAENON, MELADAEMON

This foul creature looks like an emaciated humanoid with the
MELADAEMON

head of a jackal.
CR11 m
XP 12,800

NE Large outsider (daemon, evil, extraplanar)

Init +6; Senses darkvision 60 ft., detect good, detect magic;
Perception +20

Aura consumptive aura (20 ft.)

DEFENSE

AC 25, touch 15, flat-footed 19 (+6 Dex, +10 natural, —1 size)

hp 147 (14d10+70)

Fort +11, Ref +15, Will +14

DR 10/good; Immune acid, critical hits, death effects, disease,
poison, sneak attack; Resist cold 10, electricity 10, fire 10; SR 22

OFFENSE

Speed 30 ft., fly 60 ft. (average)

Melee bite +20 (2d8+6/19—20 plus disease), 2 claws +19 (2d6+6

plus hunger)

Space 10 ft.; Reach 10 ft.

Spell-Like Abilities (CL 11th; concentration +15)
Constant—detect good, detect magic, see invisibility
At will—cause fear (DC 15), deeper darkness, greater teleport

(self plus 50 Ibs. of objects only)

3/day—blight (DC 19), diminish plants, quickened magic missile
1/day—horrid wilting (DC 22), waves of fatigue

STATISTICS

Str 22, Dex 22, Con 21, Int 21, Wis 17, Cha 18

Base Atk +14; CMB +21; CMD 37

Feats Blind-Fight, Combat Reflexes, Great Fortitude,
Improved Critical (bite), Iron Will, Quicken Spell-Like Ability
(magic missile), Weapon Focus (bite)

Skills Bluff +21, Fly +17, Heal +11, Intimidate +21, Knowledge
(planes) +22, Knowledge (religion) +22, Perception +20,
Sense Motive +20, Spellcraft +22, Stealth +19, Survival +20,
Use Magic Device +14

Languages Abyssal, Draconic, Infernal; telepathy 100 ft.

ECOLOGY

Environment any (Abaddon)

Organization solitary, pack (2—5), or cabal (6-12)
Treasure standard

SPECIAL ABILITIES

Consumptive Aura (Su) A meladaemon radiates
an aura of hunger to a radius of 20 feet.
Every round a creature begins its turn
within this aura, it must succeed at a
DC 22 Fortitude save or take 1d6 nonlethal
damage and become fatigued from extreme
hunger. Creatures that do not need to eat
are immune to this effect. The save DC is
Constitution-based.

DAEMOD, LEUKODAENOD-DAENTD
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Disease (Ex) Daemonic wasting: Bite—injury; save Fort DC
22; onset 1 day; frequency 1/day; effect 1d4 Con and 1d4
Cha damage; cure 2 consecutive saves. The save DC is
Constitution-based.

Hunger (Su) A meladaemon’s claw attack deals an additional
1d6 points of nonlethal damage as it causes sudden pangs
of horrific hunger in its foe. Creatures that do not need to
eat are immune to this effect.

As personifications of death from starvation and thirst,
these withered fiends spend their time destroying
resources and spreading hunger. Deacons of the
Horseman of Famine, these creatures visit worlds
throughout the planes, destroying acres of crops and
slaughtering livestock in order to harvest souls for their
honored master. Meladaemons delight in the slow death
of starvation, going so far as to experiment with various
bodily deficiencies and mortal weaknesses. Arrogant and
utterly bound to their patron, meladaemons rarely work
with others of their kind and never serve any of the other
three Horsemen except in the rarest of circumstances.

Meladaemons stand approximately 12 feet tall and
weigh 350 pounds.



- DAEMON, OLETHRODAENON

Crowned with a wicked array of twisted horns, this wide-
mouthed, spherical behemoth stands on four stout legs.
OLETHRODAEMON

CR 20 . m
XP 307,200

NE Gargantuan outsider (daemon, evil, extraplanar)

Init +12; Senses darkvision 6o ft., true seeing; Perception +31

Aura unholy aura

DEFENSE

AC 38, touch 18, flat-footed 30 (+4 deflection, +8 Dex, +20 natural,
—4 size)

hp 370 (20d10+260)

Fort +29, Ref +18, Will +26

DR 10/good and silver; Immune acid, death effects, disease,

poison; Resist cold 10, electricity 10, fire 10; SR 31
OFFENSE

Speed 40 ft., burrow 5o ft.

Melee 2 bites +28 (2d8+12/19—20 plus grab), 4 claws +28

(2d6+12 plus grab), gore +28 (2d8+12)

Space 20 ft.; Reach 20 ft.

Special Attacks drain soul, soul-drained breath, trample
(2d8+18, DC 32)

Spell-Like Abilities (CL 20th; concentration +27)
Constant—air walk, true seeing, unholy aura (DC 25)
At will—greater teleport (self plus 50 Ibs. objects only),
telekinesis, wall of fire, wall of ice

3/day—quickened disintegrate (DC 23), wall of force
1/day—blasphemy (DC 24), summon (level 9, any 1 CR 19 or
lower daemon, 100%), wail of the banshee (DC 26)
STATISTICS

Str 35, Dex 26, Con 37, Int 12, Wis 26, Cha 25

Base Atk +20; CMB +36 (+40 grapple); CMD 54 (58 vs. trip)
Feats Awesome Blow, Cleave, Great Cleave, Improved Bull
Rush, Improved Critical (bite), Improved Initiative, Improved
Sunder, Iron Will, Power Attack, Quicken Spell-Like Ability
(disintegrate)

Skills Climb +35, Intimidate +30, Knowledge (planes) +24,
Perception +31, Sense Motive +31, Stealth +19, Survival +31
Languages Abyssal, Infernal; telepathy 100 ft.

SQ adamantine claws

ECOLOGY

Environment any (Abaddon)

Organization solitary, pair, or apocalypse (3—5)

Treasure standard

SPECIAL ABILITIES

Adamantine Claws (Ex) Able to tear through stone, an

olethrodaemon'’s claws are treated as though they were
adamantine. This ability also allows an olethrodaemon to
make use of its burrow speed through stone.

Drain Soul (Su) A creature grappled by an olethrodaemon’s
grab attack from its claws can be transferred to its mouth

as a move action requiring no combat maneuver check. As
a standard action, an olethrodaemon that begins its turn
with an opponent grappled in either of its mouths can
swallow the opponent by succeeding on another grapple
check. If successful, the creature is swallowed into one of the
olethrodaemon’s many stomachs. These stomachs grind their
contents and drain the life force from living creatures. Every
round a creature remains in an olethrodaemon’s stomach,
it takes 4d8+18 points of damage and gains 1d4 negative
levels. The creature can attempt to cut its way out of the
olethrodaemon’s stomach, but it suffers the chance of just
cutting into another stomach chamber. An olethrodaemon’s
stomach is AC 20 and has 40 hit points. Once a creature deals
enough damage to allow escape, it has a 50% chance to end
up in another stomach chamber instead of escaping. Due
to the multiple stomach chambers, an olethrodaemon can
house and drain up to four medium creatures at one time.
This ability otherwise functions as the swallow whole special
attack. It is a DC 33 Fortitude save to remove negative levels
gained in this fashion. This save is Constitution-based.
Soul-Drained Breath (Su) An olethrodaemon can convert life
energy it has consumed into a potent breath weapon. Up
to three times per day, but no more often than once every
1d4 rounds, an olethrodaemon can expel a 120-foot line or
a 6o-foot cone of shrieking black smoke and wind from one
of its mouths as a standard action. Any living creature in
the area of this attack takes 20d10 points of damage from
negative energy, or half on a successful DC 27 Reflex save.
Undead creatures caught in this negative energy are healed
for the same amount instead of damaged. The save DC for
this effect is Charisma-based.

While some of the more powerful daemons are servitors
to one of the Four Horsemen, olethrodaemons serve as
juggernauts for all of the Four. These massive creatures
are the embodiment of death and destruction—the very
vessels of apocalypse that daemons wish to see wrought
upon the multiverse. These nihilistic behemoths roam
the gray expanses of Abaddon, feasting on the souls of evil
mortals damned to their realm. When on the Material
Plane, olethrodaemons act as agents of destruction,
spreading ruin and devouring mortal souls as they plow
through cities and countrysides, bent on devastation. It’s
rare for a mortal to be able to control such a potent force,
but sometimes mad spellcasters utilize effects like gate to
urge an olethrodaemon to visit a devastating holocaust
upon an enemy region—the olethrodaemon generally
does not hold a grudge against a mortal that asks such a
service from it.

These immense creatures stand over 25 feet tall and
weigh close to 12,000 pounds, their powerful, muscular
bodies covered by durable plates and head thronged
with dangerous, twisted horns. Olethrodaemons stand



on four stout legs, and possess an equal number of
arms, each ending in wickedly sharp claws able to tear
through stone as easily as flesh. The creature’s eyes, as
well as its two mouths, glow like coals in a kiln. The
creature feeds on souls and has multiple stomachs to
digest mortal essences.

While not as intelligent or scheming as many other
powerful daemons (or other fiends who match their power,
for that matter), olethrodaemons remain dangerous
foes. They do not generally wish to lead armies and gain
power by control, but rather to revel in the evil purity
of annihilation. Among olethrodaemons, the greatest
desire is to be the one to devour the very last mortal soul.
They angle and shove for this honor, often ceding a city or
group of victims to a rival if they believe that, in so doing,
they might gain the advantage of positioning to consume
the final soul once the multiverse has been devoured.

OLETHRODAEMON PARAGONS

Just as powerful balors become lords and pit fiends clamor
for positions as infernal dukes, olethrodaemons can
achieve a unique level of power among their kin. These
creatures are known as paragons,
and gain this level of power by
pledging their loyalty to one of the
Four Horsemen as a chosen agent
of apocalypse. These advanced
olethrodaemons specialize in
their patron’s particular method
of annihilation, their abilities
evolving to suit the method of
ruin. An olethrodaemon paragon
generally has from 4 to 8 additional
Hit Dice, and is usually a CR 22 to CR
24 creature.

Some planar scholars postulate that
olethrodaemons are actually the
creations of the Four Horsemen,
and that the Four worked
foul rites upon a fifth
Horseman, with these
interactions spawning
olethrodaemons to
serve their will and
spread oblivion [§
throughout the §
multiverse. The
abilities of these
chosen spawn warp to
the tendencies of their daemonic lords.

Olethrodaemons serving the
Horseman of Pestilence can
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powerful disease by means of all their natural attacks.
Creatures who succumb to this attack are affected as if
by a maximized contagion spell, heightened to gth level.

Olethrodaemons serving the Horseman of War can
imbue their natural attacks with additional properties.
As a free action, an olethrodaemon can apply any special
weapon property equivalent to a +2 enhancement to its
bite, claw, gore, or trample attacks for 1 round—most
of these olethrodaemon paragons elect to grant their
natural weapons the unholy enhancement.

Olethrodaemons serving the Horseman of Famine
gain the consumptive aura ability of the meladaemon,
but the nonlethal damage dealt increases to 6d6 and
victims who succumb become exhausted rather than
merely fatigued.

Olethrodaemons serving the Horseman of Death gain
the ability to inflict a negative level on a foe each time
they strike with a claw attack, or else gain the ability to
cause those they damage to age rapidly and grow old and
frail with hideous speed.
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"~ DAENO, PISCODAENION

This hideous cross between a lobster, an octopus, and a human
threatens enemies with powerful claws and writhing tentacles.

PISCODAEMON

XP 9,600

NE Medium outsider (aquatic, daemon, evil, extraplanar)

Init +8; Senses darkvision 60 ft., detect good, detect magic, see
invisibility; Perception +16

DEFENSE

AC 24, touch 14, flat-footed 20 (+4 Dex, +10 natural)

hp 137 (11d10+77)
Fort +14, Ref +7, Will +9

DR 10/good; Immune acid, death effects, disease, poison;
Resist cold 10, electricity 10, fire 10; SR 21
OFFENSE

Speed 30 ft., swim 5o ft.

Melee 2 claws +18 (2d6+7/18-20/x3

plus grab and 1dé6 bleed), tentacles

+16 (1d10+3 plus poison)

Special Attacks constrict (2d6+10)

Spell-Like Abilities (CL 11th; concentration +14)
Constant—detect good, detect magic, see invisibility
At will—dispel magic, greater teleport (self plus 5o Ibs. of
objects only)

3/day—fly, stinking cloud (DC 16)

1/day—summon (level 4, 1d3 hydrodaemons 35%)
STATISTICS

Str 25, Dex 18, Con 24, Int 14, Wis 15, Cha 17

Base Atk +11; CMB +18 (+22 grapple); CMD 32

Feats Critical Focus, Improved Initiative, Multiattack, Power
Attack, Sickening Critical, Vital Strike
Skills Escape Artist +18, Intimidate +17, Knowledge (planes) +16,

Perception +16, Sense Motive +16, Stealth +18, Survival +16,
Swim +29

Languages Abyssal, Draconic, Infernal; telepathy 100 ft.

SQ amphibious, augmented critical

ECOLOGY

Environment any (Abaddon)

Organization solitary, pair, or knot (3—5)

Treasure standard

SPECIAL ABILITIES

Augmented Critical (Ex) A piscodaemon’s claws threaten

a critical hit on an 18—20 and inflict x3 damage on a
successful critical hit.
Poison (Ex) Tentacles—injury; save Fort DC 22; frequency 1/
round for 6 rounds; effect 1d2 Con plus staggered for 1
round; cure 2 consecutive saves.

These aquatic daemons roam the lower planes sowing

misery and blight. They delight in drawn-out deaths,
poisoning creatures or dismembering victims to watch
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them slowly bleed out. On their home plane of Abaddon,
piscodaemons gravitate toward the same aquatic
regions inhabited by hydrodaemons, and often the
stronger among their ranks end up leading armies of
hydrodaemons against their enemies. These creatures
serve as sergeants in the hierarchy of Abaddon, and run
their units with an excess of cruelty and violence.

Instead of preying on the weak, piscodaemons enjoy
targeting strong, well-armored warriors, knowing the
pain of their weakening poison rests poorly on shoulders
accustomed to bearing heavy weights and delivering
devastating blows.

Piscodaemons are 7 feet tall and weigh 400 pounds.




PAEMON, PURRODAEMOD

Dozens of weapons pierce this massive monster’s body. Red eyes
glow with wickedness in its vulture-like head.

PURRODAEMON
XP 153,600

NE Large outsider (daemon, evil, extraplanar)

Init +10; Senses darkvision 60 ft., true seeing; Perception +26
Aura fear (15 ft., DC 24), unholy aura

DEFENSE

AC 35, touch 19, flat-footed 29 (+4 deflection, +6 Dex, +16
natural, —1 size)

hp 294 (19d10+190)

Fort +25, Ref +21, Will +14

DR 10/good and silver; Immune acid, death effects, disease,
poison; Resist cold 10,
electricity 10, fire 10; SR 29

OFFENSE

Speed 30 ft., fly 60 ft. (good)

Melee +2 wounding halberd

2d8+18/19—20/x3, bite +24
(2d8+5)
Space 10 ft.; Reach 10 ft.
Special Attacks weapon steep
Spell-Like Abilities (CL 18th;
concentration +23)
Constant—true seeing, unholy aura
(DC23)
At will—greater teleport (self plus
50 Ibs. of objects only)
3/day—chain lightning (DC 21), cone of cold (DC 20),
flame strike (DC 20)
1/day—summon (level 5, 2 derghodaemons 50%)
STATISTICS

Str 32, Dex 23, Con 30, Int 17, Wis 18, Cha 21

Base Atk +19; CMB +31; CMD 51

Feats Combat Expertise, Combat Reflexes,
Greater Vital Strike, Improved Critical®
(halberd), Improved Initiative, Improved Sunder,
Improved Vital Strike, Lunge, Power Attack, Quick
Draw, Vital Strike, Weapon Focus® (halberd)

Skills Acrobatics +28, Bluff +21, Diplomacy +17,
Fly +16, Intimidate +27, Knowledge (planes) +25,
Perception +26, Sense Motive +26, Spellcraft +23,
Stealth +24, Survival +17

Languages Abyssal, Draconic, Infernal; telepathy 100 ft.

ECOLOGY

Environment any (Abaddon)

Organization solitary, patrol (2—5), or unit (6-12)
Treasure standard

SPECIAL ABILITIES

Weapon Steep (Su) A purrodaemon can sheathe
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a weapon in its flesh as a swift action. This does no damage
to the daemon. If a weapon remains sheathed in its body
for at least 24 hours, the weapon absorbs some of its
essence and gains magical enhancements. A purrodaemon
can have up to a dozen weapons lodged in its body at a
time, but only one can possess magical enhancements

at a time. The total enhancements cannot exceed a +4
effective enhancement—most purrodaemons opt to
create +2 wounding weapons in this manner. A weapon’s
enhancements vanish as soon as the purrodaemon dies or
releases the weapon. A purrodaemon gains Weapon Focus
and Improved Critical as bonus feats as long as it wields a
weapon benefiting from its weapon steep ability.

Deacons of War, purrodaemons ravage the planes as
generals of massive battles. They employ creative tactics
and never launch an assault without carefully looking
over the plans or surveying the battlefield themselves. A
purrodaemon is 12 feet tall and weighs 1,300 pounds.

<
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* ﬂEmon HﬂnﬂDﬂEmon This action condemns the crushed soul to Abaddon—
L ) resurrecting this victim requires a DC 28 caster level check.
ol o Rattling with each stride, this looming, horned, skeletal figure

clutches a wicked staff. A seething glow burns in its eye sockets. While all daemons represent death in some fashion,
thanadaemons, the Deacons of Death, represent the
THANADAEMON CR 13 @ m inevitable death through old age. Thanadaemons effortlessly
XP 25,600
NE Medium outsider (daemon, evil, extraplanar) Abaddon, including the legendary River Styx. For the right

work eerie skiffs along every pus- and bile-choked river in

Init +7; Senses darkvision 60 ft., true seeing; Perception +25 price (typically 50 pp or 2 gems worth at least 300 gp each),

DEFENSE a thanadaemon will even carry passengers on its skiff, yet

AC 27, touch 14, flat-footed 23 (+3 Dex, +1 dodge, +13 natural) those who travel with these fiends
hp 172 (15d10+90) should beware—they frequently

Fort +11, Ref +12, Will +14 renegotiate the terms once
DR 10/good; Immune acid, death effects, disease, poison; they've got their passengers in
Resist cold 10, electricity 10, fire 10; SR 24

OFFENSE

Speed 30 ft.

Melee +2 quarterstaff+22/+17/+12 (1d6+9 plus energy drain) or

dangerous realms.

2 claws +20 (1d4+5 plus energy drain)
Special Attacks draining weapon, energy drain (1 level,
DC 21), fear gaze, soul crush A
Spell-Like Abilities (CL 15th; concentration +19) e’
Constant—air walk, true seeing =lc A
At will—greater teleport (self plus skiff ’

and passengers only), plane shift (self |
plus skiff and passengers only, Astral,
Ethereal, and evil-aligned planes only)
3/day—animate dead, desecrate, enervation
1/day—summon (level 4, 1d4 hydrodaemons
80% or 1 thanadaemon 35%)

STATISTICS

Str 21, Dex 16, Con 23, Int 17, Wis 17, Cha 18
Base Atk +15; CMB +20; CMD 34

Feats Alertness, Blind-Fight, Dodge, Improved

Initiative, Iron Will, Lunge, Mobility, Power Attack
Skills Acrobatics +21, Bluff +22, Diplomacy +22,
Intimidate +22, Knowledge (planes) +21, Knowledge
(religion) +21, Perception +25, Sense Motive +25,
Stealth +14, Survival +10

Languages Abyssal, Draconic, Infernal; telepathy 100 ft.
ECOLOGY

Environment any (Abaddon)

Organization solitary, pair, or council (3—11)
Treasure standard (+2 quarterstaff, other treasure)
SPECIAL ABILITIES

Draining Weapon (Su) A thanadaemon’s energy drain attack
functions through any melee weapon it wields.

Fear Gaze (Su) Cower in fear for 1d6 rounds, 30 feet, Will DC
21 negates. This is a mind-affecting fear effect. The save
DC is Charisma-based.

Soul Crush (Su) A thanadaemon can crush a soul gem

(see cacodaemon) as a standard action to gain fast
healing 15 for 15 rounds (this is a standard action).
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Dﬂ LﬂYE take 1d8 points of sonic damage and must make a DC 13 .) -
Fortitude save or be deafened for 2d4 rounds. The save DC is .

This small humanoid is clothed in tattered rags from head to foot. Constitution-based. )

Only its sinister eyes and pale hands are visible. Magical Knack (Ex) Spellcraft and Use Magic Device are always :

class skills for dark slayers.

DARK SLAYER Soul Harvest (Su) When a dark slayer damages a flat-footed
XP 800 foe or a foe it is flanking with a melee touch spell or spell-
CE Small humanoid (dark folk) like ability that deals hit point damage, the spell does an
Init +4; Senses detect magic, see in darkness; Perception +4 additional 1d6 points of damage and the dark slayer gains
DEFENSE an equal amount of temporary hit points. These temporary
AC 15, touch 15, flat-footed 11 (+4 Dex, +1 size) hit points last for a maximum of 1 hour.
hp 22 (4d8+4)

Fort +2, Ref +8, Will +1 Dark slayers are a relatively rare sub-race of the dark folk
Weaknesses light blindness imbued with malign energies that grant them a suite of’
OFFENSE deadly spell-like abilities beyond those normally accessible
Speed 30 ft. to their kin. They are usually encountered leading small
Melee kukri +8 (1d3-1/18—20 plus black smear poison) bands of dark creepers, and seethe with barely concealed
Special Attacks death throes, poison use, sneak attack +2d6, envy of the dark stalkers, ever scheming to displace them

soul harvest and claim a dark folk tribe of their own. Dark stalkers
Spell-Like Abilities (CL 4th; concentration +6) direct the slayers for their own ends, grooming them for

Constant—detect magic
At will—bleed (DC 12), chill touch (DC 13), darkness,
spectral hand
3/day—daze monster (DC 14), death knell (DC 14),
inflict moderate wounds (DC 14)
STATISTICS

use against enemies, ever ready to sacrifice a slayer

in battle for an advantage, however temporary.
Unlike other dark folk, dark slayers embrace
their evil impulses. Their pleasures extend
more to murder and pain than to theft

or mayhem. Dark slayers are obsessed

Str 9, Dex 18, Con 12, Int 10, Wis 11, Cha 15
Base Atk +3; CMB +1; CMD 15
Feats Skill Focus (Use Magic Device),

with magical trinkets, coveting them

above all else. Sadly, their obsessive
need to fiddle and tinker often
Weapon Finesse ! leaves their pretties broken
Skills Climb +3, Perception +4, : e | :‘f’f‘ or depleted.

&

Spellcraft +7, Stealth +12, Dark slayers stand
Use Magic Device +12; d »
Racial Modifiers +4 Climb,

+4 Stealth, +4 Perception

just short of 4 feet
tall and weigh 50
pounds. Most
Languages Dark Folk

¥

have a persistent
SQ magical knack tremor visible

ECOLOGY

in their hands,

Environment any stilled only when

underground fondling a newfound
Organization solitary, gang (1 dark slayer and 2—5 magic item. Their
skin is dead white,
dry, and hot to the
20 dark creepers) ' ' o / / / ' touch; their eyes are

Treasure standard (kukri, black smear

dark stalkers), or clan (20-80 dark creepers
plus 1 dark stalker or dark slayer per

dark and narrow.
[2 doses] [see Bestiary 54], other gear)

SPECIAL ABILITIES

Death Throes (Su) When a dark
slayer is slain, its body

Dark slayers wear

salvaged rags like

dark creepers do,
but they discard
implodes violently into the rags when they
nothingness, leaving its grow too tattered or
gear in a heap on the ground. All foul-smelling.

creatures within a 10-foot burst
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DEATH ORI

This large worm’s body is muscular and scaly, its mouth a
nightmare of row upon row of triangular teeth.

DEATH WORM

XP 2,400

N Large magical beast

Init +1; Senses darkvision 60 ft., low-light vision, tremorsense
60 ft.; Perception +11

DEFENSE

AC 19, touch 10, flat-footed 18 (+1 Dex, +9 natural, —1 size)

hp 68 (8d10+24)

Fort +9, Ref +7, Will +4

Defensive Abilities corrosive blood, venomous skin; Immune
acid, electricity, poison

OFFENSE

Speed 20 ft., burrow 20 ft.

Melee bite +11 (2d8+6 plus poison)

Ranged electrical jolt +8 ranged touch (4d6 electricity)
Space 10 ft.; Reach 5 ft.

Special Attacks breath weapon (30-ft. line, 8d6 acid damage,
Reflex DC 17 for half, usable every 1d4 rounds)
STATISTICS

Str 18, Dex 13, Con 16, Int 3, Wis 11, Cha g

Base Atk +8; CMB +13; CMD 24

Feats Cleave, Improved Overrun, Iron Will, Power Attack |

Skills Perception +11, Stealth —3 (+13 in deserts); Racial
Modifiers +16 Stealth in deserts or rocky areas
Languages Terran

ECOLOGY

Environment warm deserts, plains, or hills

Organization solitary

Treasure none

SPECIAL ABILITIES

Corrosive Blood (Ex) A death worm’s blood can corrode

metal on contact. If a creature damages a death worm
with a piercing or slashing weapon made of metal, the
creature’s blood deals 3d6 points of acid damage to
the metal weapon (unlike most forms of energy
damage, this damage is not halved when applied
to a metal object, although it
does still have to penetrate

the metal’s hardness). The
weapon’s wielder can halve

the damage the weapon

takes by making a successful

DC 17 Reflex save. Creatures
made of metal that deal slashing
or piercing damage to a

death worm with a natural
attack take 3d6 points of acid
damage (a DC 17 Reflex save

halves this damage). The corrosive elements of the blood
fade 1 round after it leaves the worm’s body or the worm
dies. The save DC is Constitution-based.

Electrical Jolt (Su) A death worm can fire a jolt of electricity
from its mouth as a standard action. The range increment
for this ranged touch attack is 6o feet.

Poison (Ex) Bite—injury, or skin—contact; save Fort DC 17;
frequency 1/round for 6 rounds; effect 1d2 Con damage; cure
2 saves.

Venomous Skin (Ex) A death worm’s skin secretes a noxious,
waxy substance. This venomous sheen poisons any creature
that touches a death worm, either by making a successful
attack with an unarmed strike or natural weapon or with a
touch attack. A creature that grapples a death worm is also
exposed to the creature’s venomous skin.

The reclusive death worm is much feared in the deserts,
badlands, and steppes in which it dwells, forit brings to a
battle multiple harrowing ways of inflicting death upon
its foes—acid, lightning, poison, and its ravenous jaws.
The creatures are remarkably good at hiding amid the
sandsandrocks oftheir favored terrain,

,(‘rt'fh!. and devilishly efficient at selecting
L {4 foes that they can easily kill. This
: combination makes stories
of these creatures hard to
confirm, and in most urban
centers, common wisdom
is that the tales of death
worms are fabrications—
attempts to impress city folk
or hallucinations born of too
much drink.
A death worm is 15 feet long and
weighs 1,200 pounds—
although rumors of’
much larger death
worms persist.
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DECAPS

This swollen cephalopod has ten writhing tentacles and a hideously
monstrous face with pale, milky eyes on its bulbous body.

DECAPUS
XP 1,200
CE Medium aberration

Init +1; Senses darkvision 6o ft.; Perception +11

DEFENSE

AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural)
hp 45 (6d8+18)

Fort +4, Ref +3, Will +5

OFFENSE

Speed 10 ft., climb 30 ft.

Melee bite +7 (1d6+3), tentacles +8 (2d4+3
plus grab)

Space 5 ft.; Reach 5 ft.

Special Attacks constrict (2d4+4)

Spell-Like Abilities (CL 6th;
concentration +7)
At will—minor image

(DC13)
STATISTICS

Str 16, Dex 13, Con 15,
Int 10, Wis 11, Cha 12

Base Atk +4; CMB +7
(+11 grapple); CMD 18 (can'’t be
tripped)

Feats Skill Focus (Bluff), Toughness,
Weapon Focus (tentacles)

Skills Acrobatics +7 (-1 jump), Bluff +7,
Climb +16, Escape Artist +5, Intimidate +7,
Perception +11, Spellcraft +6, Stealth +9;
Racial Modifiers +4 Perception

Languages Aklo

SQ sound mimicry (voices), tentacles

ECOLOGY

Environment temperate forests or
underground

Organization solitary or mated pair

Treasure standard

SPECIAL ABILITIES

Tentacles (Ex) A decapus’s tentacles must all strike at a
single target, but they do so as a primary attack.

Named for its resemblance to a 10-armed octopus, the
strange decapus is one of many bizarre creatures that
hail from the deepest caverns of the world. When they are
encountered aboveground, their affinity for forests (they
particularly enjoy clambering around in tangled canopies)
suggests that their original source might be some strange,
deep underground cavern wherein magical jungles grow.
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The decapus is a fairly intelligent creature—an
ambush predator that makes excellent use of’its ability to
weave magical visual illusions and to imitate the voices of
other creatures it has heard speaking. Typical decapuses
know only the Aklo tongue, but when they use their sound
mimicry ability to imitate creatures speaking in other
languages, they can typically form short (up to three
words long) sentences even when imitating a language
they don’t actually know.

The decapus’s physical structure most resembles that
of'a bloated octopus with 10 tentacles. It lacks bones and
takes its shape from its rubbery, muscular flesh. Most
have sickly, olive skin patched with scraggly tangles
of hair, with darker blue or purple coloration

around their faces and crimson or orange
b tips to their tentacles. These tentacles
are covered with tiny suction cups and
hooks, affording them great skill
at climbing or clutching prey. On
the ground, though, they are
slow, plodding creatures that
flop and wriggle relatively
inefficiently. As a result,
they prefer regions like forest
canopies, narrow fissures,
stalactite forests, or other
\ regions where they can
use their climb speed.
The decapus favors
humanoid flesh
over all other
food; most are
quite fond of
gnome flesh in
particular. This
creature has an
enormous appetite that
often drives it to consume whatever food
is available—the decapus is not above
cannibalism when other food sources are
scarce. For this reason, these monsters are largely
solitary creatures, except when the urge to mate
overwhelms their urge to feed. Females give birth

to small litters of 2—4 live offspring. The females

often need to defend them from the males, which,

ifleft unsupervised, typically eat the newborn decapuses.
The young mature rapidly, growing to full size after a
mere 7 to 11 months, after which they depart to claim
their own territories. Once a decapus reaches maturity, it
can live to 100 years old—although their violent natures
usually result in much shorter lifespans.

A typical decapus has a legspan of 8 feet and weighs
200 pounds.



DEMOD HALAVAKUS

This muscular, violet demon walks upon elephantine feet. Large,
KALAVAKUS

@y
XP 9,600 @

CE Medium outsider (chaotic, demon, evil, extraplanar)

razor-sharp horns cover its body.

Init +1; Senses darkvision 6o ft.; Perception +24
DEFENSE
AC 25, touch 11, flat-footed 24 (+1 Dex, +14 natural)

hp 125 (10d10+70)

Fort +10, Ref +8, Will +10

DR 10/good; Immune electricity, poison; Resist acid 10, cold 10,
fire 10; SR 21

OFFENSE

Speed 30 ft.

Melee bite +16 (1d6+6), 2 claws +16 (1d8+6), gore +16 (2d6+6)
Special Attacks enslave soul, horns, powerful charge (gore, 4d6+12)

Spell-Like Abilities (CL 12th; concentration +15)
At will—command (DC 14), greater teleport (self plus 50 Ibs.
of objects only), telekinesis (DC 18)

3/day—air walk, dominate person (DC 18), haste
1/day—greater command (DC 18), summon (level 4,
1 kalavakus 40%), symbol of persuasion (DC 19)
STATISTICS

Str 22, Dex 13, Con 24, Int 15, Wis 17, Cha 16
Base Atk +10; CMB +16 (+22 disarm); CMD 27
Feats Combat Expertise, Improved Bull Rush,

Improved Disarm, Improved Trip, Power Attack
Skills Acrobatics +14, Climb +19, Intimidate +16,
Knowledge (planes) +15, Perception +24,
Sense Motive +16, Stealth +14,
Use Magic Device +16; Racial
Modifiers +8 Perception
Languages Abyssal, Celestial,
Common, Draconic;
telepathy 100 ft.

ECOLOGY

Environment any (the Abyss)

Organization solitary, pair, or
slaver gang (3—6 kalavakuses
plus 10—20 slaves)

pu
-

Treasure standard ;":’

SPECIAL ABILITIES p—

’
Enslave Soul (Su) A kalavakus can =
[od

attempt to enslave the soul of any <

mortal creature within 6o feet as
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a swift action. The kalavakus must # 9,

have line of sight to the target. ~

The target can resist this special

attack with a DC 18 Will save, but is staggered for 1 round

even if the save is successful. If the save is successful, the

TR <

creature is immune to this ability for 24 hours. If the save is
a failure, the target’s soul is enslaved—this creature takes
a —6 penalty on all attack rolls and saving throws against
that kalavakus. If a creature with an enslaved soul is slain by
that kalavakus, the soul immediately infuses the demon’s
body, affecting it with a heal spell (CL 12th). A kalavakus can
have only one mortal soul enslaved at a time—if it enslaves
a second soul, the first is released. This is a mind-affecting
death effect. The save DC is Charisma-based.

Horns (Ex) The kalavakus’s numerous horns can easily catch
weapons and yank them away from opponents. The demon
gains a +4 racial bonus on all disarm attempts as a result.

Known to some as “horned demons,” the kalavakus
demons are hulking, muscled beasts. They work as slavers
on the Abyss, sometimes as harem keepers or captains of’
the guard for a more powerful demon, and at other times
as mercenaries who sell their captured victims for profit
to anyone with the funds to pay.

A kalavakus is 7 feet tall and weighs 450 pounds. They
form from the souls of evil mortals who were slavers in

their mortal lives. PN




DENMOD, OMOK

This rancid-smelling mound of animated ooze has about its
shifting countenance the hideous shape of a half-melted man.
OMOX

SHONT
XP 19,200

CE Medium outsider (aquatic, chaotic, demon, evil, extraplanar)
Init +11; Senses darkvision 120 ft.; Perception +28
DEFENSE

AC 28, touch 18, flat-footed 20 (+7 Dex, +1 dodge, +10 natural)

hp 162 (13d10+91)

Fort +15, Ref +13, Will +12

DR 10/good; Immune acid, critical hits, disease, electricity,
paralysis, poison, polymorph, sleep effects, stunning; Resist
cold 10, fire 10; SR 23

OFFENSE

Speed 4o ft., climb 20 ft., swim 8o ft.
Melee 2 slams +21 (1d6+8 plus 3d6 acid and grab)
Ranged slime +20 (1d6 plus 3d6 acid and entangle)
Special Attacks smothering
Spell-Like Abilities (CL 12th; concentration +16)
At will—create water, greater teleport (self plus 50 Ibs. of
objects only), liquid leap (see below), telekinesis (DC 19)
3/day—gaseous form, control water, poison (DC 18), stinking
cloud (DC 17)
1/day—acid fog, summon (level 4, 1 omox 30% or 1d4
babaus 60%)
STATISTICS

Str 26, Dex 25, Con 24, Int 15, Wis 19, Cha 18
Base Atk +13; CMB +21; CMD 39 (can’t be tripped)

Feats Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, Mobility, Spring Attack, Vital Strike
Skills Acrobatics +23 (+27 jump), Climb +32, Escape Artist +23,

Knowledge (dungeoneering) +18, Knowledge (planes) +18,
Perception +28, Sense Motive +20, Stealth +23 (+33 when

submerged), Swim +32; Racial Modifiers +16 Escape Artist,
+8 Perception, +10 Stealth when submerged

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

SQ amorphous, amphibious, compression

ECOLOGY

Environment any (the Abyss)
Organization solitary or clot (2—6)
Treasure standard

SPECIAL ABILITIES

Liquid Leap (Sp) As long as an omox is in contact with liquid,
it can use dimension door as a swift action (CL 12th); its
starting and ending points must be connected by a
contiguous mass of liquid.

Slime (Su) An omox’s nauseating body is composed of
sticky, acidic slime. As an attack action, it can hurl a
glob of slime (range increment 20 feet). Any creature
that is struck by the glob must make a DC 23 Reflex
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save or become entangled for 1d6 rounds. The save DC is
Constitution-based.

Smothering (Ex) An omox can use its grab ability against a
creature of any size. When it grabs a foe, it attempts to
flow over and into the victim’s mouth and nose to smother
it. Each round the omox maintains its grapple, its victim
cannot breathe or speak. See page 445 of the Pathfinder RPG
Core Rulebook for rules on how long a victim can hold its
breath and the consequences of suffocation.

Amorphous beings ofliving slime, these repulsive demons
lurk in fetid pools and lakes of filth, eager to drown unwary
passersby. When summoned to the Material Plane, omoxes
typically guard places of sacred filth or waters watched
over by cults of Jubilex, the demon lord with which these
foul demons are most commonly associated.

A typical omox stands 7 feet tall and weighs 1,200
pounds. They form from the souls of those who destroyed
beautiful things in life, or who befouled and desecrated
objects of purity.
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DENOD, SHENHAZIAN

This enormous, bestial demon combines the worst aspects of a
bear, a mantis, a wolf, and a reptilian humanoid.

SHEMHAZIAN

XP 76,800

CE Gargantuan outsider (chaotic, demon, evil, extraplanar)

Init +4; Senses darkvision 60 ft., detect good, scent, true seeing;

Perception +36

DEFENSE

AC 31, touch 11, flat-footed 26 (+4 Dex, +1 dodge, +20 natural,
—4 size)

hp 246 (17d10+153)

Fort +19, Ref +11, Will +18

DR 10/cold iron and good; Immune electricity, poison; Resist
acid 10, cold 10, fire 10; SR 27

OFFENSE

Speed 4o ft., climb 20 ft., fly 60 ft. (good)

Melee bite +25 (2d6+12 plus 2d4 Strength drain), 2 claws +25

(2d6+12), 2 pincers +23 (1d12+6), tail slap +23 (2d6+6)

Space 20 ft.; Reach 20 ft. (30 ft. with tail slap)

Special Attacks paralyzing gaze, rend (2 claws, 2d6+18)

Spell-Like Abilities (CL 15th; concentration +18)

Constant—detect good, fly, true seeing

At will—greater teleport (self plus 5o Ibs.

of objects only), invisibility, telekinesis

(DC 18)

3/day—clairaudience/clairvoyance,

mass inflict serious wounds (DC 20),

prying eyes

1/day—blasphemy (DC 20), summon

(level 5, 1 shemhazian 30% or 1d4

vrocks 60%)

STATISTICS

Str 35, Dex 19, Con 29, Int 10, Wis 26,
Cha 16

Base Atk +17; CMB +33; CMD 48

Feats Awesome Blow, Combat Reflexes,

Dodge, Improved Bull Rush, Improved
Vital Strike, Lightning Reflexes, Multiattack,
Power Attack, Vital Strike

Skills Bluff +23, Climb +20, Fly +2,

Heal +28, Intimidate +23, Knowledge
(religion) +20, Perception +36,
Sense Motive +28; Racial Modifiers
+8 Perception

Languages Abyssal, Celestial,
Draconic; telepathy 100 ft.
ECOLOGY

Environment any (the Abyss)
Organization solitary
Treasure standard

SPECIAL ABILITIES

Paralyzing Gaze (Su) Paralysis for 1 round, 30 feet, Fortitude
DC 21 negates. Evil creatures are immune to this effect. The
save DC is Charisma-based.

Strength Drain (Su) A shemhazian demon deals 2d4 points of
Strength drain with each successful bite. A DC 27 Fortitude
save reduces this amount to 1d4 points of Strength damage.
The save DC is Constitution-based.

Although nearly all the horrors of the Abyss prey upon one
another in an endless, eternal bloodbath, shemhazians are
predators among predators. They are more intimidating
and physically powerful than most demons, combining
the features of numerous insectile and bestial hunters
into one massive, deadly form. Although they don’t
require sustenance, shemhazians take perverse delight
in mutilating and eating their victims.

A shemhazian stands 35 feet tall and weighs 12,000
pounds. They form from the sinful souls of

torturers and those who enjoyed mutilating
living victims to death.



DENOD, DROLISA

This black-skinned, bat-winged demon has four arms; a long,
thin tail; and a leering, fanged face with dead, white eyes.
VROLIKAI

@I ®
XP 204,800 @

CE Large outsider (chaotic, demon, evil, extraplanar)

Init +10; Senses darkvision 120 ft., low-light vision, true seeing;
Perception +36

DEFENSE

AC 33, touch 16, flat-footed 28 (+6 Dex, +1 dodge, +19 natural,
-1 size)

hp 332 (19d10+228)

Fort +18, Ref +17, Will +17

DR 15/cold iron and good; Immune death effects, electricity,
poison; Resist acid 10, cold 10, fire 10; SR 30

OFFENSE

Speed 40 ft., fly 60 ft. (perfect)

Melee +1 black flame knife +29/+24/+19/+14 (1d6+11/19—20 plus

energy drain), 3 +1 black flame knives +29 (1d6+6/19—20 plus
energy drain), bite +23 (1d8+5), sting +23 (1d6+5 plus madness)
or bite +28 (1d8+10), 4 claws +28 (1d6+10), sting +28 (1d6+10
plus madness)
Space 10 ft.; Reach 10 ft.
Special Attacks black flame knives,

death-stealing gaze, multiweapon ’
mastery
Spell-Like Abilities (CL 19th; concentration +27) ¥
Constant—true seeing \\\
At will—deeper darkness, enervation, greater L
teleport (self plus 50 Ibs. of objects only),
telekinesis (DC 23)
3/day—quickened enervation, regenerate, silence
(DC 20), vampiric touch
1/day—mass hold monster (DC 27), summon
(level 6, 1 marilith 50% or 1d4 glabrezus
75%), symbol of death (DC 26)
STATISTICS

Str 30, Dex 23, Con 35, Int 22, Wis 23, Cha 26

Base Atk +19; CMB +30; CMD 47

Feats Cleave, Combat Expertise, Dodge, Flyby
Attack, Improved Initiative, Improved Vital
Strike, Mobility, Power Attack, Quicken
Spell-Like Ability (enervation), Vital Strike

Skills Acrobatics +25 (+29 jump), Bluff +30,
Fly +34, Intimidate +27, Knowledge
(arcana) +25, Knowledge (planes) +28,
Perception +36, Sense Motive +28, Spellcraft +25,
Stealth +24 (+32 in shadowy areas), Survival +25, Use
Magic Device +27; Racial Modifiers +8 Perception, +8
Stealth in shadowy areas

Languages Abyssal, Celestial, Draconic; telepathy 100 ft.

T

DENOD, SHENHAZINY-DEMODUFOL

ECOLOGY

Environment any (the Abyss)
Organization solitary
Treasure double

SPECIAL ABILITIES

Black Flame Knives (Su) A vrolikai can manifest daggers made
of crystallized black flames in each of its four hands as a free
action. These weapons function as +1 daggers that bestow
one permanent negative level on a successful hit. A DC 27
Fortitude negates the negative level, although on a critical
hit, no save is allowed. The save DC is Charisma-based.

Death-Stealing Gaze (Su) 1 permanent negative level, 30 ft.,
Fort DC 27 negates. Creatures slain by these negative levels
become juju zombies (see page 291) under the vrolikai’s
control. The save DC is Charisma-based.

Madness (Su) A creature stung by a vrolikai’s tail must make
a DC 27 Will save to resist taking 1d6 points of Charisma
drain and becoming confused for 1d4 rounds. On a
successful save, the victim is instead staggered for 1d4
rounds as strange visions assault its mind. This is a mind-
affecting effect. The save DC is Charisma-based.

Multiweapon Mastery (Ex) A vrolikai never takes penalties on
its attack roll when fighting with multiple weapons.

A vrolikai is 14 feet tall but weighs only 500 pounds.
Unlike other demons, it does not form from a sinful
soul—it instead manifests from a nabasu demon
that returns to the Abyss after growing to maturity

indeed—vrolikai usually rule large regions of
unclaimed Abyssal land, and often serve as

assassins or ambassadors to demon lords in
need of an agent in a distant realm.

on the Material Plane. Not all nabasus survive this
transformation, but those who do become powerful
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DEDIZED OF LEDG

Shrouded in tattered leather robes, this strange humanoid looks
more alien and horrific the more one studies its twitching visage.

DENIZEN OF LENG

XP 4,800

CE Medium outsider (chaotic, evil, extraplanar)

Init +4; Senses darkvision 60 ft.; Perception +16

DEFENSE

AC 21, touch 13, flat-footed 16 (+4 Dex, +1 dodge, +6 natural)
hp 95 (10d10+40); planar fast healing 5

Fort +11, Ref +11, Will +6

Defensive Abilities no breath, unusual anatomy; Immune

poison; Resist cold 30, electricity 30; SR 19
OFFENSE

Speed 4o ft.

Melee bite +14 (1d6+2 plus 1d6 Dexterity drain),

2 claws +14 (1d4+2)

Special Attacks sneak attack +5d6
Spell-Like Abilities (CL 10th;
concentration +15)

Constant—tongues

3/day—detect thoughts (DC 17),
hypnotic pattern (DC 17), levitate,
minor image (DC 17) ¥
1/day—locate object, plane shift ) 4

(DC 20, self only)
4

STATISTICS

Str 14, Dex 18, Con 19, Int 18,
Wis 17, Cha 21

Base Atk +10; CMB +12; CMD 27
Feats Deceitful, Dodge, Mobility,
Persuasive, Weapon Finesse

Skills Bluff +22, Diplomacy +7, Disable
Device +14, Disguise +12 (+16

as humanoid), Intimidate +12,
Knowledge (any one) +17,
Perception +16, Profession

(sailor) +8, Sense Motive +16,
Sleight of Hand +17, Spellcraft +12,
Stealth +17, Use Magic Device +18;
Racial Modifiers +4 Disguise
when disguised as a
Medium humanoid
Languages Aklo; tongues
ECOLOGY

Environment any land
Organization solitary, gang
(2-5), or crew (6—15)
Treasure double (500

to 2,000 gp in rubies,
other treasure)

SPECIAL ABILITIES

Dexterity Drain (Su) The otherworldly teeth and tongues of
a denizen of Leng deal 1d6 points of Dexterity drain with a
bite. Constructs, elementals, and other creatures that do not
possess flesh are immune to this effect. A successful DC 19
Fortitude save reduces the Dexterity drain to 1 point. The
save DC is Constitution-based.

Planar Fast Healing (Su) A denizen of Leng maintains a
connection to Leng at all times, and when away from
Leng, it has fast healing 5. It loses this ability on Leng or in
areas where planar connections do not function. If killed,
a denizen’s body dissolves into nothingness in 1d4 rounds,
leaving behind its equipment. A slain denizen reforms in
Leng, similar to a slain summoned creature; it can only be
permanently killed if its fast healing is negated.

Unusual Anatomy (Ex) A denizen’s internal anatomy varies
from individual to individual, and has a 50% chance to treat
any critical hit or sneak attack against it as a normal hit.

goatish legs with cloven hooves.

A

%

over into other worlds.

feet tall.

These eerie denizens travel the universe from their
strange homeland of Leng, walking uncontested only
when they disguise themselves as humans by wearing
loose-fitting robes and wrappings about the
head and face. Under these disguises, they
y have horned brows, clawed fingers,
L mouths full of tentacles, and crooked

Many scholars have argued over where
the otherworldly realm of Leng lies—
some believe it can be found among
the Outer Planes, while others are

convinced it can only be reached
via a dimension of dreams. The
denizens of Leng can travel to

other planes freely, and often
do so in strange, black ships,
constantly seeking new breeds
of slaves or trading rubies for
unusual services or magical treasures.
At other times, their visits
are much more violent,
focusing on abducting

- )/ victims for use as slaves
', or worse. On Leng, these
denizens have long fought

a war against that realm’s
monstrous spiders, a war
" that sometimes spills

A denizen of Leng
weighs 200 pounds
and stands roughly 5-1/2



DESTRACHAD

The hunched, reptilian beast lopes on two clawed feet, its eyeless
head dominated by a huge circular maw filled with jagged teeth.

DESTRACHAN
XP 4,800

NE Large aberration

Init +5; Senses blindsight 100 ft.; Perception +27
DEFENSE

AC 19, touch 11, flat-footed 17 (+1 Dex, +1 dodge, +8 natural, -1 size)

hp 90 (12d8+36)

Fort +9, Ref +7, Will +12

Defensive Abilities protection from sonics; Immune gaze
attacks, visual effects, illusions, and attacks relying on sight;
Resist sonic 30

OFFENSE

Speed 30 ft.

Melee bite +12 (2d6+4), 2 claws +12 (1d8+4)

Space 10 ft.; Reach 5 ft.

Special Attacks destructive harmonics
STATISTICS

Str 18, Dex 13, Con 16, Int 13, Wis 18, Cha 13
Base Atk +9; CMB +14; CMD 26

Feats Dodge, Great Fortitude, Improved

Initiative, Lightning Reflexes, Mobility,
Vital Strike
Skills Climb +19, Perception +27, Sense
Motive +16, Stealth +12, Survival +19; Racial
Modifiers +8 Perception (hearing only)
Languages Common (cannot speak)
ECOLOGY

Environment underground

Organization solitary, pair,
or pack (3-5)

Treasure incidental

SPECIAL ABILITIES

Destructive Harmonics (Su)
A destrachan can project a
blast of sonic energy in a cone
up to 8o feet long or in a 30-foot-
radius burst centered on itself
as a standard action. It can
adjust the harmonics
of its sonic cry to
generate one of two
different effects on
targets within the
area of effect, but
can only create one of
these effects with each use
of this ability. The save DCs are
Constitution-based.
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Destruction: All creatures within the area of effect of the
destructive harmonics take 8d6 points of sonic damage—a
DC 19 Reflex save halves this damage. If the destrachan
wishes, this damage can instead deal nonlethal damage
rather than sonic damage. Alternatively, the destrachan
can target a single crystal, metal, stone, or wooden object
within 8o feet with this attack—that object takes 8d6 points
of damage. This damage is not halved when applied to the
object’s hit points, but is reduced by the object’s hardness.
A magical or attended object can attempt a DC 19 Reflex
save to halve the damage.

Pain: Rather than deal damage, the destrachan can cause
intense pain and overwhelming sound to affect all creatures
within the area. Targets in the area must succeed on a DC
19 Fortitude save to avoid being stunned for 1 round and
deafened for 1d6 rounds.

Protection from Sonics (Ex) A destrachan gains a +4 racial
bonus on all saves against sonic attacks. It is immune to
the effects of its own destructive harmonics. A destrachan

whose sense of hearing is impaired
is effectively blinded, treating
all targets as if they had total
concealment.

Despite its bestial appearance, the
destrachan is in fact a creature of
cunning and cruel intellect that enjoys
inflicting pain and viciously toying with
its prey. It has no eyes, and is completely
blind, but possesses a pair of complex,
tripartite ears it can adjust to different
levels of sensitivity to sound, allowing
the destrachan to hunt in absolute
darkness as if it were able to see.
Destrachans  are  carnivores,
preferring to stalk and Kkill
live prey, although they also
feast on carrion. This habit .
serves them well, since they
often kill more than they can
immediately consume. They
often hunt in packs, using
a complex series of clicks,
shrieks, and whistles to
communicate with each
other. While destrachans
cannot speak, they are
capable of understanding
spoken languages like the
common tongue, and often
take pleasure in their
victims’ cries and
pleas for mercy.



DEUIL fCCUSER

This childlike blasphemy conjoins the features of a plump human
infant and a gigantic, gore-fattened fly.

ACCUSER DEVIL (ZEBUB) CR3 m
XP 800
LE Small outsider (devil, evil, extraplanar, lawful)
Init +8; Senses darkvision 60 ft.; Perception +9

DEFENSE
AC 17, touch 15, flat-footed 13 (+4 Dex, +2 natural, +1 size)
hp 30 (4d10+8)

Fort +6, Ref +10, Will +3
DR 5/good or silver; Immune

fire, poison; Resist acid 10,
cold 10

OFFENSE

Speed 20 ft., fly 60 ft. (perfect)
Melee bite +5 (1d6 plus 1d6 acid
and disease)

Spell-Like Abilities (CL 8th; concentration +9)
At will—greater teleport (self plus 50 Ibs. of

objects only), invisibility (self only)
3/day—grease, summon swarm,
whispering wind

1/day—summon (level 3, 1 zebub or 1d4
lemures, 40%)

STATISTICS

Str 11, Dex 18, Con 14, Int 9, Wis 15, Cha 12
Base Atk +4; CMB +3; CMD 17

Feats Improved Initiative, Lightning Reflexes

Skills Bluff +8, Fly +21, Knowledge (planes) +6,
Perception +9, Stealth +15

Languages Celestial, Draconic, Infernal; telepathy 100 ft.
SQ infernal eye

ECOLOGY

Environment any (Hell)

Organization solitary, pair, or swarm (3—28)

Treasure standard

SPECIAL ABILITIES

Disease (Ex) Devil Chills: Bite—injury; save Fort DC 14; onset
1d4 days; frequency 1 day; effect 1d4 Str damage; cure 3
consecutive saves.

Infernal Eye (Su) A zebub records all that it sees and may pass its
visions on to another creature. By remaining in contact with

a willing creature, it can replay up to 24 hours of witnessed
events, or shorter incidents if it so chooses. It takes a zebub 1
round to replay 1 hour of recorded images, which the target
receives in a flash of information, without sound or other
sensory information. After relaying its findings, the zebub
cannot replay its visions of those events again. A zebub cannot
replay its visions for an unwilling creature or as an attack, no
matter how horrific the events it might have witnessed.

o

Childlike souls tormented and scoured of innocence by
the flames of Hell and then reshaped by the mad whims
of the archdevil Baalzebul, accuser devils embody the
foul, merciless, and pervasive corruptions of the infernal
host. From the depths of the Pit they
rise in buzzing, shrieking plagues

unleashed to taint the land, despoil
weak flesh, and reveal exploitable
secrets. En masse they display little

of the cunning or subtlety typical of
devilkind, spreading ruin at the will of

their fiendish masters. Alone, though, a

zebub is a craven, deceitful thing, lurking
in darkness and filth, endlessly spying and
vying for the petty favors of greater evils.
Accuser devils are almost exclusively
formed amid the cesspits of frozen
Cocytus, the seventh layer of Hell.
Within the Pit they serve countless
infernal lords as messengers
and spies, with droves being
unleashed upon myriad mortal
worlds with a mandate to seek
out souls ripe for corruption or
those whose sins might lead to
greater damnations. Many zebubs
overstep the freedoms of such vague
missions, seeking to manipulate weak-
willed or easily intimidated mortals into
all manner of trivial evils, dispensing shrill
orders in their buzzing, childlike voices. Despite the fact
that many zebub plots end in the zebubs’ own revelation
and destruction, few diabolical lords allow the slaying of
their spies to go unpunished.

The zebub’s ability to grant other creatures visions
of what it has witnessed makes it an unusually useful
creature to many conjurers. Relatively easy to conjure
with a spell like lesser planar ally or lesser planar binding,
an accuser devil can be an invaluable spy. One simply
orders the foul little devil to become invisible and then
infiltrate an area where visual information is hidden,
with orders to teleport back to its point of origin to grant
visions of what it observed to its master. Those who
make use of accuser devils in this manner should take
care to watch their own actions or what they reveal, of
course, for such a creature can just as easily be bribed or
intimidated into revealing visions that some conjurers
might not want being made public. It’s common
practice among conjurers to kill their accuser devils
once they've completed their missions of infiltration
and observation.

These lesser devils stand just over 2 feet tall and rarely
weigh more than 25 pounds.



DEUIL, PELIER

This amphisbaenic monstrosity has the body of a slug with a leech’s
mouth at one end and a knot of three human heads at the other.

BELIER DEVIL (BDELLAVRITRA) CR 16 . m .
XP 76,800
LE Large outsider (devil, evil, extraplanar, lawful)

Init +10; Senses darkvision 60 ft., see in darkness; Perception +28
DEFENSE

AC 33, touch 15, flat-footed 27 (+6 Dex, +18 natural, -1 size)

hp 212 (17d10+119)

Fort +17, Ref +11, Will +20

DR 10/good and silver; Immune fire, poison; Resist acid 10,
cold 10; SR 28

OFFENSE

Speed 20 ft.,, fly 60 ft. (perfect)

Melee bite +23 (4d8+7), 3 tongues +23 (2d6+7/19—20 plus grab)

Space 10 ft.; Reach 10 ft. (20 ft. with tongues)

Special Attacks blood drain (1d4 Con damage), constrict
(1d6+7), possession, strangle
Spell-Like Abilities (CL 17th; concentration +24)
At will—acid arrow, greater dispel magic, greater teleport (self
plus 50 pounds of objects only), persistent image (DC 22)
3/day—acid fog, dimensional anchor, dominate person (DC 22),
greater scrying (DC 24), mass suggestion (DC 23)
1/day—blasphemy (DC 24), demand (DC 25), magic jar
(DC 22), plane shift (DC 22), summon (level 6,
3 barbed devils 45%), waves of exhaustion
STATISTICS

Str 24, Dex 23, Con 25, Int 25, Wis 26, Cha 24

Base Atk +17; CMB +25 (+29 grapple); CMD 41
(can’t be tripped)

Feats Combat Expertise, Combat Reflexes, Greater
Disarm, Greater Trip, Improved Critical
(tongue), Improved Disarm, Improved
Initiative, Improved Trip, Iron Will

Skills Appraise +24, Bluff +27, -
Diplomacy +27, Fly +32, . ' 2y
Intimidate +24, -
Knowledge (arcana,
local, nobility,
and planes) +27,
Perception +28,
Sense Motive +28,
Spellcraft +24,
Stealth +22

Languages
Celestial,
Common,
Draconic,
Infernal;
telepathy 100 ft.

DR, ﬂccusm; DEUIL BillEf

ECOLOGY

Environment any (Hell)
Organization solitary
Treasure double
SPECIAL ABILITIES

Possession (Su) When a belier devil uses its magic jar spell-like
ability, it can identify and pinpoint life forces accurately,
allowing it to select its victims with ease. It does not require
a receptacle to use magic jar. If it uses magic jar on a host
while on the Material Plane, its own body becomes ethereal
for the duration of the possession and the magic jar effect
lasts until the effect is dispelled, the devil ends the effect, it
is forced out of its host body, or it or its host body is slain.

Masterful possessors and foul manipulators, belier devils
are among the most feared masterminds of Hell. Known
as bdellavritras to devilkind, these worm-like fiends avoid
physical confrontation. Instead, they target influential
individuals for possession, using them to manipulate
events by proxy. If their schemes are uncovered, the devils
retaliate with all the power at their host bodies’ disposal.
A bdellavritra’s voice can emanate from its worm-like
maw, from any of its human-like mouths, or from all four
at once, as it desires. Each mouth has its own distinct
voice, often pleasing to the human ear. Bdellavritras
typically reach lengths of 16 feet from
worm-mouth to human heads,
and weigh 3,000 pounds.



PEUIL, HANDIIAIDEN

Twin tentacles stretch from the crown of this feminine fiend’s
head, while her lower body blooms in a gown of writhing tendrils.

HANDMAIDEN DEVIL (GYLOU) CR 14

XP 38,400

LE Medium outsider (devil, evil, extraplanar, lawful)

Init +11; Senses darkvision 6o ft., true seeing; Perception +23
DEFENSE

AC 31, touch 17, flat-footed 24 (+7 Dex, +14 natural)

hp 187 (15d10+105)

Fort +16, Ref +16, Will +10

DR 10/good; Immune fire, poison; Resist acid 10, cold 10; SR 25
OFFENSE

Speed 4o ft., fly 60 ft. (average)

Melee 2 claws +22 (2d8+7/19—20/x3), 2 tentacles +20 (1d6+3
plus grab)

Space 5 ft.; Reach 5 ft. (10 ft. with tentacle)

Special Attacks tentacle cage (4d8+10 bludgeoning, AC 17, 18 hp)
Spell-Like Abilities (CL 14th; concentration +19)
Constant—spider climb, true seeing

At will—alter self; dispel good (DC 20), enthrall (DC 17),
greater teleport (self plus 1 entrapped creature and 5o Ibs.
of goods only), persistent image (DC 20)
3/day—black tentacles, charm monster (DC 19)
1/day—summon (level 5, 3 erinyes 65%)
STATISTICS

Str 24, Dex 25, Con 25, Int 22, Wis 21, Cha 20
Base Atk +15; CMB +22 (+26 grapple); CMD 39
(can’t be tripped)

Feats Acrobatic Steps, Combat Expertise,

Combat Reflexes, Improved Initiative, Improved Trip,
Multiattack, Nimble Moves, Strike Back

Skills Acrobatics +25 (+29 jump), Bluff +23, Diplomacy +23,
Disguise +23, Escape Artist +22, Fly +14, Knowledge (arcana)
+21, Knowledge (planes) +24, Perception +23, Perform (sing)
+23, Sense Motive +23, Spellcraft +21, Stealth +25
Languages Celestial, Common, Draconic, Infernal,
telepathy 100 ft.

SQ agile grappler

ECOLOGY

Environment any (Hell)

Organization solitary, retinue (1 gylou and 2d4
erinyes), or cortege (1—4 gylous and 2d1o erinyes)
Treasure standard

SPECIAL ABILITIES

Agile Grappler (Ex) A gylou does not gain the
grappled condition if she grapples a foe.

Tentacle Cage (Su) If a gylou successfully grapples a
creature, she transfers that creature into her lower

body’s nest of cage-like tentacles. This works like swallow
whole. The gylou’s tentacles are AC 17 and have 18 hp for

o

the purpose of an entrapped creature cutting itself out. A
gylou’s tendrils heal quickly, allowing her to use this ability
1 round after a creature cuts itself free.

Known as handmaiden devils, Mothers of Pain, and
Maids of Miscarriage, gylous attend to the whims and
schemes of Hell’s few female overlords. Like manipulative
matrons amid decadent mortal courts, these deceivers
hide their fathomless evil beneath illusions of beauty,
graciousness, and tradition. Gylous particularly loathe
children. It’s said that the persistent cry of a babe can
sometimes cause these fiends to abandon their illusions
and viciously attack.

As greater devils, gylous can command many lesser
devils, yet harbor an exclusive favoritism for erinyes. A
gylou weighs 160 pounds and stands stiffly at 5-1/2 feet—
though many wear their head-sprouting tentacles in tall,
elaborate coiffures.




DEVIL, INMIOLATION

Ash and embers encrust the smoldering humanoid frame of this
imperious, dragon-winged devil.

IMMOLATION DEVIL (PURAGAUS) CR 19
XP 204,800

LE Large outsider (devil, evil, extraplanar, lawful)

Init +8; Senses darkvision 60 ft., true seeing; Perception +27
DEFENSE

AC 36, touch 17, flat-footed 28 (+8 Dex, +19 natural, —1 size)

hp 315 (18d10+216); regeneration 5 (good weapons or good spells)

Fort +23, Ref +19, Will +14

DR 15/good and silver; Immune fire, poison; Resist acid 10,
cold 10; SR 30

OFFENSE

Speed 30 ft., fly 8o ft. (good)

Melee bite +29 (2d6+12 plus burn), 2 claw +29 (1d8+12 plus burn),

gore +29 (2d8+12 plus burn), 2 wings +27 (1d8+6)
Space 10 ft.; Reach 10 ft.
Special Attacks burn (2d6, DC 31), hellfire
Spell-Like Abilities (CL 17th; concentration +24)
Constant—fire shield, true seeing
At will—fireball (DC 20), greater teleport (self
plus 50 Ibs. of objects only), persistent
image (DC 22), wall of fire
3/day—dictum (DC 24), fire storm (DC 25),
mass charm monster (DC 25)
1/day—summon (level g, any 2d4
devils of CR 10 or lower, 90%)
STATISTICS

Str 34, Dex 26, Con 35, Int 24, Wis 23,
Cha 24

Base Atk +18; CMB +31; CMD 49

Feats Blind-Fight, Blinding
Critical, Combat Expertise,
Combat Reflexes,
Critical Focus, Iron Will,
Multiattack, Power Attack,
Stand Still

Skills Bluff +28, Diplomacy +28,
Disable Device +26, Fly +31,
Intimidate +28, Knowledge
(arcana, nobility) +25,
Knowledge (engineering, planes) +28,
Perception +27, Sense Motive +27,
Spellcraft +28, Stealth +25

Languages Celestial, Common, Draconic,
Infernal; telepathy 100 ft.

ECOLOGY

Environment any (Hell)
Organization solitary, pair, or council (3-6)
Treasure double

-

DRI, HADDAIDEN -DEUIL MIOLATION

-

SPECIAL ABILITIES

Hellfire (Su) Any fire damage caused by an immolation devil’s
abilities and spells is half fire damage, half unholy damage.

Immolation devils are tyrant warlords and terrifying
field generals among Hell’s legions. While many other
greater devils manipulate and corrupt subtly and from
afar, puragaus surround themselves with lesser diabolical = !
minions, lead interplanar incursions, hold infernal ‘&\ 4
redoubts upon mortal worlds, or strike against any who =
would defy the will of Hell.

Immolation devils stand just over 1o feet tall, with
wingspans nearing 20 feet, and weigh goo pounds.
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DEUILI’ISH

This purple, seven-armed octopoid monstrosity is the size of a
horse, with hook-lined tentacles and cold, blue eyes.

DEVILFISH
XP 1,200
NE Large magical beast (aquatic)
Init +3; Senses low-light vision, see in darkness; Perception +5
DEFENSE
AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, —1 size)
hp 42 (5d10+15)
Fort +7, Ref +7, Will +2

Resist cold 10

OFFENSE

Speed 10 ft., swim 4o ft.; jet (240 ft.)
Melee tentacles +7 (3d6+4 plus grab)
Space 10 ft.; Reach 15 fi.

Special Attacks savage bite (+7 melee, 2d6+4/18—20 plus
poison), unholy blood

STATISTICS

Str 17, Dex 17, Con 16, Int 3, Wis 12, Cha 8

Base Atk +5; CMB +9 (+13 grapple); CMD 22 (can’t be tripped)
Feats Cleave, Combat Reflexes, Power Attack

Skills Escape Artist +5, Perception +5, Stealth +3, Swim +15
Languages Abyssal, Aquan, Common
SQ water dependency

ECOLOGY

Environment any aquatic

Organization solitary
Treasure none
SPECIAL ABILITIES
Poison (Ex) Savage bite—injury; save Fort DC 15;
frequency 1/round for 6 rounds; effect 1d2 Str;
cure 2 consecutive saves.

Savage Bite (Ex) A devilfish can attack with
its savage bite whenever it makes a

successful grapple check. This attack

is in place of any other action made

with a successful grapple check. The bite
threatens a critical hit on a roll of 18—20,
and injects the target with poison as well.
Unholy Blood (Su) A devilfish’s blood is infused with
fiendish magic. Once per day, as a swift action, a
devilfish can emit a night-black cloud of this foul
liquid, filling a 20-foot-radius cloud if underwater,
or a 20-foot-radius burst on land. In water, the
blood provides total concealment for everything
but a devilfish (which can see through the blood
with ease); on land the slippery blood coats the
ground, making the area difficult terrain. The blood
persists for 1 minute before fading. Anyone who enters a
cloud of the blood in the water or who is within the area of a

burst of blood on land must make a DC 15 Fortitude save or
be nauseated for 1d4 rounds—this save need be made only
once per cloud. The save DC is Constitution-based.

Water Dependency (Ex) A devilfish can survive out of the
water for 1 hour, after which it becomes fatigued. After
2 hours, the devilfish becomes exhausted and begins to
suffocate (Pathfinder RPG Core Rulebook 445).

Although the devilfish superficially resembles a seven-
armed octopus, it is an altogether different creature.
Possessing a rudimentary intellect, a devilfish can
understand and even speak a few words and phrases
in various languages, although when it speaks, it has a
tendency to mix languages together, making it somewhat
difficult to understand for anyone who doesn’t speak all
the languages known by the devilfish.

More than those of a mere animal, the devilfish’s
intelligence and several of its abilities are gifts from a
fiendish legacy—most sages believe that the original
devilfish were once outsiders from the Abyss, and that
over the course of thousands of years they became true
natives of the Material Plane’s oceans. Rumors of far
more intelligent devilfish dwelling in the deepest ocean
trenches persist, although if these rumors are true, these
deep-dwelling devilfish do not often come to the surface.

A devilfish is 10 feet long and weighs 500 pounds.




DHATYIPIR

This unnaturally graceful man moves without a sound, his gaze
Just as piercing as the needle-sharp blade he effortlessly wields.

DHAMPIR
XP 200
Dhampir fighter 1

CE Medium humanoid (dhampir)

Init +3; Senses darkvision 60 ft., low-light vision; Perception +1
DEFENSE

AC 17, touch 13, flat-footed 14 (+4 armor, +3 Dex)
hp 13 (1d10+3)

Fort +2, Ref +3, Will —1 (+2 vs. disease and mind-affecting effects)
Defensive Abilities negative energy affinity, resist level drain
Weakness light sensitivity
OFFENSE

Speed 30 ft.
Melee rapier +4 (1d6+1/18-20)
Spell-Like Abilities (CL 1st)
3/day—detect undead
STATISTICS
Str 13, Dex 17, Con 10, Int 10, Wis 8, Cha 16
Base Atk +1; CMB +2; CMD 15
Feats Toughness, Weapon Finesse

Skills Bluff +5, Intimidate +7, Perception +1, Ride +s5,
Survival +3; Racial Modifiers +2 Bluff, +2 Perception

Languages Common

ECOLOGY

Environment any land

Organization solitary, pair, or court (3-8 and 1 vampire)
Treasure NPC gear (chain shirt, rapier, other treasure)
SPECIAL ABILITIES

Resist Level Drain (Ex) A dhampir takes no penalties
from energy draining effects, though he can still be
killed if he accrues more negative levels then he has Hit
Dice. After 24 hours, any negative levels a dhampir takes are
removed without the need for an additional saving throw.

Cursed from birth, dhampirs result from th