The Price of Friendship Opponents

Ploog's Office:  immediately = Ploog and the guards in his office + 4 guards outside the office; 1d4 rounds later = +2 guards; 3rd round = Vrosh (and 
his pets with 5+ players)

Renegotiation Required (bulette captured):  only Ploog and guards in the room

Renegotiation Required (bulette not captured):  Ploog and guards in the room; 2nd round = +2 guards (+4 in tier 8-9)

PLOOG



CR 8 (male orc expert 2/fighter (dirty fighter) 7); Tier 5-6

PLOOG



CR 11 (male orc expert 2/fighter (dirty fighter) 10); Tier 8-9

A slightly rotund but heavily muscled orc dressed in crimson and silver robes and wearing a feathered cap sits behind a desk counting a large pile of gold coins.

Combat Expertise (-2 atk & CM / +2 dodge AC):  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.

Dirty Trick:  You can attempt to hinder a foe in melee as a standard action.  This maneuver covers any sort of situational attack that imposes a penalty on a foe for a short period of time.  Examples include kicking sand into an opponent's face to blind him for 1 round, pulling down an enemy's pants to halve his speed, or hitting a foe in a sensitive spot to make him sickened for a round.  The GM is the arbiter of what can be accomplished with this maneuver, but it cannot be used to impose a permanent penalty, and the results can be undone if the target spends a move action.  If you do not have the Improved Dirty Trick feat or a similar ability, attempting a dirty trick provokes an attack of opportunity from the target of your maneuver.


If your attack is successful, the target takes a penalty.  The penalty is limited to one of the following conditions:  blinded, dazzled, deafened, entangled, shaken, or sickened.


This condition lasts for 1 round.  For every 5 by which your attack exceeds your opponent's CMD, the penalty lasts 1 additional round.  This penalty can usually be removed if the target spends a move action.  If you possess the Greater Dirty Trick feat, the penalty lasts for 1d4 rounds, plus 1 round for every 5 by which your attacks exceeds your opponent's CMD.  In addition, removing the condition requires the target to spend a standard action.

Ferocity [Ex]:  A creature with ferocity remains conscious and can continue fighting even if its hit point total is below 0.  The creature is still staggered and loses 1 hit point each round.  A creature with ferocity still dies when its hit point total reaches a negative amount equal to its Constitution score.

Light Sensitivity:  Orcs are dazzled in areas of bright sunlight or within the radius of a daylight spell.  (A dazzled creature takes a -1 penalty on attack rolls and sight-based Perception checks.)

Lunge (tier 8-9 only):  You can increase the reach of your melee attacks by 5 feet until the end of your turn by taking a -2 penalty to your AC until your next turn.  You must decide to use this ability before any attacks are made.

Maneuver Training [Ex]:  At 5th level, a dirty fighter becomes a master of dirty tricks.  He gains a +2 bonus on dirty trick combat maneuver checks and +2 to his CMD when he is the target of a dirty trick combat maneuver.  This ability replaces weapon training 1.

Potion of Bull's Strength (tier 5-6 only) (+4 STR, 3 mins.):  +2 melee atk, +2 melee dmg (+3 2-handed), +2 CMB/CMD, +2 climb & swim checks, +2 STR checks

Potion of Fly (5 mins.):  The subject can fly at a speed of 60 feet (or 40 feet if it wears medium or heavy armor, or if it carries a medium or heavy load).  It can ascend at half speed and descend at double speed, and its maneuverability is good.


Using a fly spell requires only as much concentration as walking, so the subject can attack or cast spells normally.  The subject of a fly spell can charge but not run, and it cannot carry aloft more weight than its maxiumum load, plus any armor it wears.  The subject gains a bonus on Fly skill checks equal to 1/2 your caster level.


Should the spell duration expire while the subject is still aloft, the magic fails slowly.  The subject floats downward 60 feet per round for 1d6 rounds.  If it reaches the ground in that amount of time, it lands safely.  If not, it falls the rest of the distance, taking 1d6 points of damage per 10 feet of fall.  Since dispelling a spell effectively ends it, the subject also descends safely in this way if the fly spell is dispelled, but not if it is negated by an antimagic field.

	Flying Maneuver
	Fly DC

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20


Fly skill modifier (tier 5-6):  +2 (+4 for good maneuverability, +0 for 1/2 caster level, +0 Dex modifier, -2 armor check (-5 chainmail, +1 masterwork, +2 armor training 2))

Fly skill modifier (tier 8-9):  +2 (+4 for good maneuverability, +0 for 1/2 caster level, +0 Dex modifier, +2 potion of heroism, -4 armor check (-7 chainmail, +1 masterwork, +2 armor training 2))

Potion of Heroism (tier 8-9 only) (50 mins.):  +2 morale bonus on attack rolls, saves, and skill checks

Power Attack (-3 atk / +9 dmg):  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.

Sidestep (+2, tier 5-6) (+3, tier 8-9) [Ex]:  At 2nd level, a dirty fighter learns how to evade his enemies when they react to his combat maneuvers.  He gains a +1 dodge bonus to his AC against attacks of opportunity provoked by him while attempting a combat maneuver.  This bonus increases by +1 for every four levels beyond and level.  This ability replaces bravery.

Speedy Tricks (tier 8-9 only) [Ex]:  At 9th level, a dirty fighter has perfected how to quickly perform dirty tricks.  He can make a dirty trick combat maneuver as an attack instead of a standard action.  This ability replaces weapon training 2.  (Ploog can use one or more of his three full-round attacks to make a dirty trick or use a dirty trick instead of an attack of opportunity.)

Tripping Strike (tier 8-9 only):  (Listed in scenario as Tripping Critical)  Whenever you score a critical hit with a melee attack, you can trip your opponent, in addition to the normal damage dealt by the attack.  If your confirmation roll exceeds your opponent's CMD, you may knock your opponent prone as if from the trip combat maneuver.  This does not provoke an attack of opportunity.  If you are tripped during your own trip attempt, you can drop your weapon to avoid being tripped.

ORC GUARDS


CR 3 (orc fighter 4); 5+ players = 2 at Tier 5-6; 5+ players = 4 at Tier 8-9

Several burly orc guards stand around Ploog's office, crossbows in hand and battleaxes slung over their shoulders.  They keep a constant glare directed toward you and give you an occasional toothy smirk.

Cleave:  As a standard action, you can make a single attack at your full BAB against a foe within reach.  If you hit, you deal damage normally and can make an additional attack (using your full BAB) against a foe that is adjacent to the first and also within reach.  You can only make one additional attack per round with this feat.  When you use this feat, you take a -2 penalty to your AC until your next turn.  (Can't be used with Step Up)

Ferocity [Ex]:  A creature with ferocity remains conscious and can continue fighting even if its hit point total is below 0.  The creature is still staggered and loses 1 hit point each round.  A creature with ferocity still dies when its hit point total reaches a negative amount equal to its Constitution score.

Light Sensitivity:  Orcs are dazzled in areas of bright sunlight or within the radius of a daylight spell.  (A dazzled creature takes a -1 penalty on attack rolls and sight-based Perception checks.)

Potion of Cure Moderate Wounds (2d8+3)

Power Attack (-2 atk / +6 dmg):  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.

Step Up:  Whenever an adjacent foe attempts to take a 5-foot step away from you, you may also make a 5-foot step as an immediate action so long as you end up adjacent to the foe that triggered this ability.  If you take this step, you cannot take a 5-foot step during your next turn.  If you take an action to move during your next turn, subtract 5 feet from your total movement.

Tanglefoot Bag:  A tanglefoot bag is a small sack filled with tar, resin, and other sticky substances.  When you throw a tanglefoot bag at a creature (as a ranged touch attack with a range increment of 10 feet), the bag comes apart and goo bursts out, entangling the target and then becoming tough and resilient upon exposure to air.  An entangled creature takes a -2 penalty on attack rolls and a -4 penalty to Dexterity and must make a DC 15 Reflex save or be glued to the floor, unable to move.  Even on a successful save, it can move only at half speed.  Huge or larger creatures are unaffected by a tanglefoot bag.  A flying creature is not stuck to the floor, but it must make a DC 15 Reflex save or be unable to fly (assuming it uses its wings to fly) and fall to the ground.  A tanglefoot bag does not function underwater.


A creature that is glued to the floor (or unable to fly) can break free by making a DC 17 Strength check or by dealing 15 points of damage to the goo with a slashing weapon.  A creature trying to scrape goo off itself, or another creature assisting, does not need to make an attack roll; hitting the goo is automatic, after which the creature that hit makes a damage roll to see how much of the goo was scraped off.  Once free, the creature can move (including flying) at half speed.  If the entangled creature attempts to cast a spell, it must make concentration check with a DC of 15 + the spell's level or be unable to cast the spell.  The goo becomes brittle and fragile after 2d4 rounds, cracking apart and losing its effectiveness.  an application of universal solvent to a stuck creature dissolves the alchemical goo immediately.

Thunderstone:  You can throw this stone as a ranged attack with a range increment of 20 feet.  When it strikes a hard surface (or is struck hard), it creates a deafening bang that is treated as a sonic attack.  Each creature within a 10-foot-radius spread must make a DC 15 Fortitude save or be deafened for 1 hour.  A deafened creature, in addition to the obvious effects, takes a -4 penalty on initiative and has a 20% chance to miscast and lose any spell with a verbal component that it tries to cast.

ORC GUARDS


CR 1/3 (orc warrior 1); 3 or 4 players = 2 at Tier 5-6; 3 or 4 players = 4 at Tier 8-9

Several orc guards stand around Ploog's office, javelins in hand and falchions slung over their shoulders.  They distractedly stare about the room and occasionally scratch themselves.

CE Medium humanoid

Init +0; Senses darkvision 60 ft.; Perception -1

DEFENSE

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

hp 6 (1d10+1)

Fort +3, Ref +0, Will -1

Defensive Abilities ferocity

Weaknesses light sensitivity

OFFENSE

Speed 30 ft.

Melee falchion +5 (2d4+4/18-20)

Ranged javelin +1 (1d6+3)

STATISTICS

Str 17, Dex 11, Con 12, Int 7, Wis 8, Cha 6

Base Atk +1; CMB +4; CMD 14

Feats Weapon Focus (falchion)

Skills Intimidate +2

Languages Common, Orc

SQ weapon familiarity

Gear studded leather armor, falchion, 4 javelins

TACTICS

During Combat The guards attempt to prevent Ploog from being flanked by their opponents.

Morale The guards fight to the death, as they know they will meet their ends either here or in the arena.

BULETTE


CR 7 Tier 5-6; Capturing a Bulette = 1; A Captive Meal = 1

As your group looks for signs of a bulette's presence in the blasted and broken landscape, you hear a rumbling in the distance and look up just in time to see a large grey fin creating a wake in the ash and soil.

N Huge magical beast

Init +6; Senses darkvision 60 ft., low-light vision, scent, tremorsense 60 ft.; Perception +11

DEFENSE

AC 22, touch 10, flat-footed 20 (+2 Dex, +12 natural, -2 size)

hp 84 (8d10+40)

Fort +11, Ref +8, Will +5

OFFENSE

Speed 40 ft., burrow 20 ft.

Melee bite +13 (2d8+9/19-20) and 2 claws +12 (2d6+6)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

STATISTICS

Str 23, Dex 15, Con 20, Int 2, Wis 13, Cha 6

Base Atk +8; CMB +16; CMD 28 (32 vs. trip)

Feats Improved Initiative, Iron Will, Skill Focus (Perception), Weapon Focus (bite)

Skills Acrobatics +9 (+17 jumping), Perception +11

TACTICS (Capturing a Bulette)

Before Combat The bulette begins combat underground giving it total cover.

TACTICS (A Captive Meal)

During Combat So long as the bulette is conscious and able to defend itself, it uses its natural attacks to fend off the roc.

Leap:  A bulette can perform a special kind of pounce attack by jumping into combat.  When a bulette charges, it can make a DC 20 Acrobatics check to jump into the air and land next to its enemies.  If it makes the Acrobatics check, it can follow up with four claw attacks against foes in reach, but cannot make a bite attack.

Savage Bite:  A bulette's bite is particularly dangerous.  It applies 1.5 times its Strength modifier to damage inflicted with its bite attack, and threatens a critical hit on a 19-20.

Scent (Ex):  (see Dire Wolf entry below)

Tremorsense (60 ft.):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.

CINDERLANDS BULETTE(S)
CR 8 (advanced bulette); Tier 8-9; Capturing a Bulette = 2; A Captive Meal = 1

As your group looks for signs of a bulette's presence in the blasted and broken landscape, you hear a rumbling in the distance and look up just in time to see a large grey fin creating a wake in the ash and soil.  Unfortunately, this distracts you from the approach of another fin from the opposite direction.

N Huge magical beast

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

DEFENSE

AC 26, touch 12, flat-footed 22 (+4 Dex, +14 natural, -2 size)

hp 100 (8d10+56)

Fort +13, Ref +10, Will +7

OFFENSE

Speed 40 ft., burrow 20 ft.

Melee bite +15 (2d8+12/19-20) and 2 claws +14 (2d6+8)

Space 15 ft.; Reach 10 ft.

Special Attacks leap, savage bite

STATISTICS

Str 27, Dex 19, Con 24, Int 2, Wis 17, Cha 10

Base Atk +8; CMB +18; CMD 30 (34 vs. trip)

Feats Improved Initiative, Iron Will, Skill Focus (Perception), Weapon Focus (bite)

Skills Acrobatics +11 (+19 jumping), Perception +13

TACTICS (Capturing a Bulette)

Before Combat The bulette begins combat underground giving it total cover.

TACTICS (A Captive Meal)

During Combat So long as the bulette is conscious and able to defend itself, it uses its natural attacks to fend off the roc.

Optional Encounter:  skip if less than 90 minutes remain

Scaling for 3 to 4 players:  The roc is so preoccupied by trying to control or carry off the bulette that it is only able to use two of its natural attacks each round.  The GM is encouraged to describe the animal's frustrating difficulties in simultaneously subduing and defending its prize each round.

JUVENILE ROC


CR 8 (young roc); Tier 5-6

As the duststorm settles, a huge raptor unleashes a shrill cry as it bares its talons and descends upon the party's captive treasure.

N Huge animal

Init +8; Senses low-light vision; Perception +15

DEFENSE

AC 24, touch 12, flat-footed 20 (+4 Dex, +12 natural, -2 size)

hp 88 (16d8+16)

Fort +11, Ref +16, Will +8

OFFENSE

Speed 40 ft., fly 80 ft. (average)

Melee 2 talons +18 (1d8+7/19-20 plus grab), bite +17 (2d6+7)

Space 15 ft.; Reach 10 ft.

STATISTICS

Str 24, Dex 19, Con 13, Int 2, Wis 12, Cha 11

Base Atk +12; CMB +21 (+25 grapple); CMD 35

Feats Flyby Attack, Improved Critical (talons), Improved Initiative, Iron Will, Lightning Reflexes, Power Attack, Skill Focus (Perception), Weapon Focus (talons)

Skills Fly +11, Perception +15

TACTICS

During Combat The roc charges the bulette, after which it focuses its attention on incapacitating its meal.  If the PCs attack the roc, it tries to split its attacks, striking the bulette with one claw and using its other natural attacks against other assailants.

Morale If reduced to 22 hit points or fewer, the roc attempts to escape, carrying any grabbed creature with it.

CINDERLANDS ROC

CR 11 (advanced roc); Tier 8-9

As the duststorm settles, an immense raptor unleashes a shrill cry as it bares its talons and descends upon the party's captive treasure.

Flyby Attack:  When flying, the creature can take a move action and another standard action at any point during the move.  The creature cannot take a second move action during a round when it makes a flyby attack.

Grab (Ex):  If a roc hits with a talon attack, it deals normal damage and attempts to start a grapple (on opponents of its size or smaller) as a free action without provoking an attack of opportunity.  Each successful grapple check it makes during successive rounds automatically deals talon damage.  The roc receives a +4 bonus on combat maneuver checks made to start and maintain a grapple.

Power Attack (-4 atk / +8 dmg):  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.

VROTH THE CRUSHER

CR 7 (ettin fighter 1); Tier 5-6

VROTH THE CRUSHER

CR 10 (ettin fighter 4); Tier 8-9

This lumbering, two-headed giant wears battered gladitorial leather armor and clutches a large flail in each fist.  His body is covered in scars, the majority of which appear to be claw and bite wounds.

Antitoxin:  If you drink a vial of antitoxin, you get a +5 alchemical bonus on Fortitude saving throws against poison for 1 hour.

Blind-Fight (tier 8-9 only):  In melee, every time you miss because of concealment, you can reroll your miss chance percentile roll one time to see if you actually hit.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.


An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.

Demoralize (+8, +12 if larger than target):  You can use this skill as a standard action to cause an opponent to become shaken (-2 on attack rolls, saving throws, skill checks, and ability checks) for a number of rounds.  This shaken condition doesn't stack with other shaken conditions to make an affected creature frightened.  The DC of this check is equal to 10 + the target's Hit Dice + the target's Wisdom modifier.


If you are successful, the target is shaken for one round.  This duration increases by 1 round for every 5 by which you beat the DC.  You can only threaten an opponent this way if it is within 30 feet and can clearly see and hear you.  Using demoralize on the same creature only extends the duration; it does not create a stronger fear condition.

Great Cleave (reach = 10 ft.):  As a standard action, you can make a single attack at your full base attack bonus against a foe within reach.  If you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is adjacent to the first and also within reach.  If you hit, you can continue to make attacks against foes adjacent to the previous foe, so long as they are within your reach.  You cannot attack an individual foe more than once during this attack action.  When you use this feat, you take a -2 penalty to your AC until your next turn.

Handle Animal (+9, requires DC 10) [suggested tricks (max 2):  Attack and Flank for dire wolves; Attack and Maneuver (trample/overrun) for aurochs]:  This task involves commanding an animal to perform a task or trick that it knows and requires a move action on the handlers part.  If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases by 2 (DC 12).  If your check succeeds, the animal performs the task or trick on its next action.


"Push" an animal (DC 25):  To push an animal means to get it to perform a task or trick that it doesn't know but is physically capable of performing and requires a full-round action.  If the animal is wounded or has taken any nonlethal damage or ability score damage, the DC increases by 2 (DC 27).  If your check succeeds, the animal performs the task or trick on its next action.

Improved Overrun:  You don't provoke an attack of opportunity when performing an overrun combat maneuver.  In addition, you receive a +2 bonus on checks made to overrun a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to overrun you.  Targets of your overrun attempt may not chose to avoid you.

Intimidating Prowess (Intimidate +8):  Add your Strength modifier to Intimidate skill checks in addition to your Charisma modifier.

Languages:  Ettins have no language of their own but speak a pidgin of Giant, Goblin, and Orc.  Creatures that can speak any of these languages must succeed on a DC 15 Intelligence check to communicate with an ettin.  Check once for each bit of information.  If the other creature speaks two of these languages, the DC is 10, and for someone who speaks all three, the DC is 5.

Overrun:  As a standard action, taken during your move or as part of a charge, you can attempt to overrun your target, moving through its square.  You can only overrun an opponent who is no more than one size category larger than you.  If you do not have the Improved Overrun feat, or a similar ability, initiating an overrun provokes an attack of opportunity from the target of your maneuver.  If your overrun attempt fails, you stop in the space directly in front of the opponent, or the nearest open space in front of the creature if there are other creatures occupying that space.


When you attempt to overrun a target, it can choose to avoid you, allowing you to pass through its square without requiring an attack.  If your target does not avoid you, make a combat maneuver check as normal.  If your maneuver is successful, you move through the target's space.  If your attack exceeds your opponent's CMD by 5 or more, you move through the target's space and the target is knocked prone.  If the target has more than two legs, add +2 to the DC of the combat maneuver attack roll for each additional leg it has.

Potion of Cure Serious Wounds (3d8+5)

Power Attack (-3 atk / +6 dmg):  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.

Restorative Ointment (faint conjuration aura):  A jar of this unguent is 3 inches in diameter and 1 inch deep, and contains five applications.  Placed upon a poisoned wound or swallowed, the ointment detoxifies any poison (as neutralize poison with a +5 bonus on the check).  Applied to a diseased area, it removes disease (as remove disease with a +5 bonus on the check).  Rubbed on a wound, the ointment cures 1d8+5 points of damage (as cure light wounds).

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

DIRE WOLVES


CR 7 Tier 5-6; 3 or 4 players = 0 (rampage around the arena, ignore PCs); 5+ players = 2

The ettin is flanked by two rabid looking wolves.  These immense black wolves are the size of a horse, their fangs as large and sharp as knives.

N Large animal

Init +2; Senses low-light vision, scent; Perception +10

DEFENSE

AC 14, touch 11, flat-footed 12 (+2 Dex, +3 natural, -1 size)

hp 37 (5d8+15)

Fort +7, Ref +6, Will +2

OFFENSE

Speed 50 ft.

Melee bite +7 (1d8+6 plus trip)

Space 10 ft.; Reach 5 ft.

STATISTICS

Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10

Base Atk +3; CMB +8; CMD 20 (24 vs. trip)

Feats Run, Skill Focus (Perception), Weapon Focus (bite)

Skills Perception +10, Stealth +3, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent

TACTICS

During Combat Combat options for the dire wolves are handled with Vroth's Handle Animal skill.

Run:  When running, you move five times your normal speed.  If you make a jump after a running start, you gain a +4 bonus on your Acrobatics check.  While running, you retain your Dexterity bonus to your Armor Class.

Scent (Ex):  A creature with the scent ability can detect opponents by sense of smell, generally within 30 feet.  If the opponenet is upwind, the range is 60 feet.  If it is downwind, the range is 15 feet.  Strong scents, such as smoke or rotting garbage, can be detected at twice the ragnes noted above.  Overpowering scents, such as skunk musk or troglodyte stench, can be detected at trhee times these ranges.


The creature detects another creature's presence but not its specific location.  Noting the direction of the scent is a move action.  If the creature moves within 5 feet (1 square) of the scent's source, the creature can pinpoint the area that the source occupies, even if it cannot be seen.


Creatures with the scent ability can identify familiar odors just as humans do familiar sights.  False, powerful odors can easily mask other scents.  The presence of such an odor completely spoils the ability to properly detect or identify creatures.

Trip (Ex):  A creature with the trip special attack can attempt to trip its opponent as a free action without provoking an attack of opportunity if it hits with the specified attack.  If the attempt fails, the creature is not tripped in return.

STORVAL AUROCHS

CR 4 (advanced giant aurochs); Tier 8-9; 3 or 4 players = 0 (see Dire Wolves); 5+ players = 4

These huge, horned bulls have dirty black hides and aggressive tempers.  Their horns are wide and sharp.

N Huge animal

Init +1; Senses low-light vision, scent; Perception +11

DEFENSE

AC 18, touch 9, flat-footed 17 (+1 Dex, +9 natural, -2 size)

hp 34 (3d8+21)

Fort +10, Ref +4, Will +3

OFFENSE

Speed 40 ft.

Melee gore +10 (2d6+15)

Space 15 ft.; Reach 10 ft.

Special Attacks stampede, trample (2d6+15, DC 21)

STATISTICS

Str 31, Dex 12, Con 25, Int 2, Wis 15, Cha 8

Base Atk +2; CMB +14; CMD 25 (29 vs. trip)

Feats Endurance, Skill Focus (Perception)

Skills Perception +11

TACTICS

During Combat The aurochs trample anyone who is not Vroth before goring their enemies to death.  (Vroth begins with the Maneuver trick.  "Heeyah!")

Morale Trapped in a noisy, confined space, the storval aurochs fight to the death.

Stampede (Ex):  A stampede occurs if three or more creatures with stampede make a trample attack while remaining adjacent to each other.  While stampeding, the creatures can trample foes of their size or smaller, and the trample's save DC increases by +2.  (Note that no more than two aurochs are adjacent in their starting positions on the arena map.)

Trample (Ex):  As a full-round action, a creature with the trample ability can attempt to overrun (see Vroth's entry above) any creature that is at least one size category smaller than itself.  This works just like the overrun combat maneuver, but the trampling creature does not need to make a check, it merely has to move over opponents in its path.  Targets of a trample take an amount of damage equal to the trampling creature's slam damage + 1.5 times its Str modifier.  Targets of a trample can make an attack of opportunity, but at a -4 penalty.  If targets forgo an attack of opportunity, they can attempt to avoid the trampling creature and receive a Reflex save to take half damage.  The save DC against a creature's trample attack is 10 + 1/2 creature's HD + creature's Str modifier (the exact DC is given in the creature's descriptive text).  A trampling creature can only deal trampling damage to each target once per round, no matter how many times its movement taikes it over a target creature.

