
Ally: Morlocks
Rather than keep track of individual morlocks, the swarm of morlocks gives each PC the ability to 
attempt one attack as though she had flanking.

Ally: Agajprak 
Agajprak commands her stone golem to attack an enemy, dealing 2d10+9 points of damage to it 
once per round. In Subtier 7–8, Agajprak can cast cure critical wounds (CL 9th) on any PC at their 
request once per day. In Subtier 10–11, Agajprak can cast transmute rock to mud on one enemy 
golem.

Ally: Marianix Karn
Marianix Karn assists the PCs in two ways. First, she uses her naturalist bardic performance  to 
augment the PCs’ combat abilities against one specific kind of monster (e.g., frost giants, not all 
giants or all humanoids) of the PCs’ choice, granting a +2 insight bonus to AC and on attack rolls 
and saving throws against exceptional, supernatural, and spell-like abilities used by creatures of 
that kind. Second, Karn can cast break enchantment twice per day.

Ally: Primo Ambusta
Ambusta sends his Hellknights to fight groups of lesser foes. In addition, Primo Ambusta
is able to cast dismissal (DC 18) once per day against a summoned demon; because he has the 
Spell Penetration and Greater Spell Penetration feats, his effective caster level to overcome spell 
resistance is 11. In addition, he is able to cast cure serious wounds (CL 7th) twice per day.



Ally: Bogipfen

Bogipfen hangs back from most fights unless a PC coaxes him to join in with a successful DC 12 
Diplomacy check as a full-round action. If he takes more than 12 points of damage from one attack,
he howls in pain and retreats until fully healed or coaxed into action again.

Morlock barbarian 4 
CE Medium monstrous humanoid 
Init +10; Senses darkvision 120 ft., scent; Perception +2 
DEFENSE 
AC 16, touch 15, flat-footed 9 (+6 Dex, +1 dodge, +1 natural, –2 rage) 
hp 93 each (7 HD; 3d10+4d12+46) 
Fort +11, Ref +12, Will +8; +3 vs. magic 
Defensive Abilities uncanny dodge, trap sense +1, Immune disease, poison 
Weaknesses light blindness 
OFFENSE 
Speed 50 ft., climb 30 ft. 
Melee club +13/+8 (1d6+6), bite +13 (1d6+3) 
Special Attacks rage (14 rounds/day), rage powers (superstition +3, surprise accuracy +2), leap 
attack, sneak attack +1d6, swarming 
Base Statistics When not raging, Bogipfen’s statistics are AC 18, touch 17, flat-footed 11; hp 79; 
Fort +9, Will +6; Melee club +11/+6 (1d6+4), bite +11 (1d6+7); Str 18, Con 18; CMB +11, 
CMD 28; Skills Climb +28. 
STATISTICS 
Str 22, Dex 23, Con 22, Int 7, Wis 14, Cha 4 
Base Atk +7; CMB +13; CMD 28 
Feats Dodge, Improved Initiative, Lightning Reflexes, Power Attack 
Skills Acrobatics +21 (+29 when jumping), Climb +30, Perception +7, Ride +13, Stealth +13; 
Racial Modifiers +8 Acrobatics (+16 when jumping), +16 Climb 
Languages Undercommon, tongues 
SQ fast movement, expert climber 
Other Gear club 

SPECIAL ABILITIES
Expert Climber (Ex) A morlock can cling to cave walls and even ceilings as long as the surface 
has hand- and footholds. In effect, a morlock is treated as constantly being under a nonmagical 
version of the spell spider climb, save that it cannot cling to smooth surfaces. This ability doubles 
the normal +8 racial bonus to Climb checks normally afforded creatures with a climb speed to a +16
racial bonus.
Leap Attack (Ex) As a standard action, a morlock may make a single attack during a jump. It can 
make this attack at any point along the course of the leap—the start, the end, or while in mid-air. 
While jumping, a morlock does not provoke attacks of opportunity for leaving a threatened square.
Swarming (Ex) Morlocks dwell and fight in cramped quarters every day of their lives, and as such 
are quite adept at swarming foes. Up to two morlocks can share the same square at the same time. If
two morlocks in the same square attack the same foe, they are considered to be flanking that foe as 
if they were in two opposite squares.


