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CENTIPEDES, GIANT  [2 in room A2]


Knowledge (nature) 10



CR 1/2
These lengthy, segmented horrors writhe and twist, pulsing their venomous mandibles in search of prey.
N Medium vermin
Init +2; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 6 (1d8+1)
Fort +3, Ref +2, Will +0
Immune mind-affecting effects
OFFENSE
Speed 40 ft., climb 40 ft.
Melee bite +2 (1d6-1 plus poison)
Special Attack poison
STATISTICS
Str 9, Dex 15, Con 12, Int –, Wis 10, Cha 2
Base Atk +0; CMB -1; CMD 11 (can't be tripped)
Feats Weapon Finesse
Skills Climb +10, Perception +4, Stealth +10; Racial Modifiers +4 Perception, +8 Stealth
SPECIAL ABILITIES
Poison (Ex) Bite – injury; save Fort DC 13; frequency 1/round for 6 rounds; effect 1d3 Dex damage; cure 1 save.  The save DC is Constitution-based and includes a +2 racial bonus.
GOBLINS (Goblin warriors 1)
 [6 in room A3, 3 in room A12 and A13]

Knowledge (nature) 5

CR 1/3
These creatures stand barely three feet tall, their scrawny, humanoid bodies dwarved by their wide, ungainly heads.
NE Small humanoid (goblinoid)
Init +6; Senses darkvision 60 ft.; Perception -1
DEFENSE
AC 16, touch 13, flat-footed 14 (+2 armor, +2 Dex, +1 shield, +1 size)
hp 6 (1d10+1)
Fort +3, Ref +2, Will -1
OFFENSE
Speed 30 ft.
Melee short sword +2 (1d4/19-20)
Ranged short bow +4 (1d4/x3)
STATISTICS
Str 11, Dex 15, Con 12, Int 10, Wis 9, Cha 6
Base Atk +1; CMB +0; CMD 12
Feats Improved Initiative
Skills Ride +10, Stealth +10, Swim +4; Racial Modifiers +4 Ride, +4 Stealth
Languages Goblin
Gear leather armor, light weeden shield, short sword, short bow with 20 arrows
SKELETONS (medium skeletons)  [4 in room A6]

Knowledge (religion) 10



CR 1/3
These piles of bones suddenly stir, rising up to take on human shapes.  Their long, bony fingers reach out to claw at the living.
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 16, touch 12, flat-footed 14 (+2 armor, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
OFFENSE
Speed 30 ft.
Melee broken scimitar +0 (1d6), claws -3 (1d4+1) or 2 claws +2 (1d4+2)
Ranged short bow +2 (1d6/x3)
STATISTICS
Str 15, Dex 14, Con –, Int –, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved Initiative
Gear broken chain shirt, broken scimitar, short bow with 20 arrows

Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
GARHAL SILVERCROWN  [male wight in room A8]
Knowledge (religion) 13



CR 3
The flesh of this walking corpse is rotting and putrid, its body skeletal in places and its eye sockets glowing with red light.
LE Medium undead
Init +1; Senses darkvision 60 ft.; Perception +11
DEFENSE

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 26 (4d8+8)
Fort +3, Ref +2, Will +5
Defensive Abilities undead traits
Weaknesses resurrection vulnerability
OFFENSE

Speed 30 ft.
Melee slam +4 (1d4+1 plus energy drain)
Special Attacks create spawn, energy drain (1 level, DC 14)
STATISTICS

Str 12, Dex 12, Con –, Int 11, Wis 13, Cha 15
Base Atk +3; CMB +4; CMD 15
Feats Blind-Fight, Skill Focus (Perception)
Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +16; Racial Modifier +8 Stealth
Languages Common
SQ create spawn
SPECIAL ABILITIES
Create Spawn (Su) Any humanoid creature that is slain by a wight becomes a wight itself in only 1d4 rounds.  Spawn so created are less powerful than typical wights, and suffer a -2 penalty on all d20 rolls and checks, as well as -2 hp per HD.  Spawn are under the command of the wight that created them and remine enslaved until its death, at which point they lose their spawn penalties and become full-fledged and free-willed wights.  They do not possess any of the abilities they had in life.
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a wight destroys it (Will negates).  Using the spell in this way does not require a material component.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  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.  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.
Energy Drain (Su):  This attack saps a living opponent's vital energy and happens automatically when a melee or ranged attack hits.  Each successful energy drain bestows one or more negative levels (the creature's description specifies how many).  If an attack that includes an energy drain scores a critical hit, it bestows twice the listed number of negative levels.  Unless otherwise specified in the creature's description, a draining creature gains 5 temporary hit points for each negative level it bestows on an opponent.  These temporary hit points last for a maximum of 1 hour.  Negative levels remain until 24 hours have passed or until they are removed with a spell such as restoration.  If a negative level is not removed before 24 hours have passed, the affected creature must attempt a Fortitude save (DC 10 + 1/2 the draining cretaure's racial HD + the draining creature's Cha modifier; the exact DC is given in the creature's descriptive text).  On a success, the negative level goes away with no harm to the creature.  On a failure, the negative level becomes permanent.  A separate saving throw is required for each negative level.
Negative Levels:  For each negative level a creature has, it takes a cumulative -1 penalty on all ability checks, attack rolls, combat maneuver checks, Combat Maneuver Defense, saving throws, and skill checks.  In addition, the creature reduces its current and total hit points by 5 for each negative level it possesses.  The creature is also treated as one level lower for the purpose of level-dependent variables (such as spellcasting) for each negative level possessed.  Spellcasters do not lose any prepared spells or slots as a result of negative levels.  If a creature's negative levels equal or exceed its total Hit Dice, it dies.  Permanent negative levels remain after a dead creature is restored to life.  A creature whose permanent negative levels equal its Hit Dice cannot be brought back to life through spells like raise dead and resurrection without also receiving a restoration spell, cast the round after it is restored to life.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

ZOMBIES  [2 in room A8]



Knowledge (religion) 10



CR 1/2
This walking corpse wears only a few soiled rags, its flesh rotting off its bones as it stumbles foward, arms outstretched.
NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
DR 5/slashing; Immune undead traits
OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+4)
STATISTICS
Str 17, Dex 10, Con –, Int –, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats Toughness
SQ staggered
SPECIAL ABILITIES
Staggered (Ex) Zombies have poor reflexes and can only perform a single move action or standard action each round (it has the staggered condition).  A zombie can move up to its speed and attack in the same round as a charge action.
SHADOW  [1 in room A9]



Knowledge (religion) 13



CR 3
Barely seen out of the corner of the eye, this wisp of shadow is vaguely humanoid in outline and writhes with unholy life.
CE Medium undead (incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +8
DEFENSE

AC 15, touch 15, flat-footed 12 (+2 deflection, +2 Dex, +1 dodge)
hp 19 (3d8+6)
Fort +3, Ref +3, Will +4
Defensive Abilities incorporeal, channel resistance +2; Immune undead traits
OFFENSE

Speed fly 40 ft. (good)
Melee incorporeal touch +4 (1d6 Strength damage)
Special Attacks create spawn
STATISTICS

Str –, Dex 14, Con –, Int 6, Wis 12, Cha 15
Base Atk +2; CMB +4; CMD 17
Feats Dodge, Skill Focus (Perception)
Skills Fly +11, Perception +8, Stealth +8 (+12 in dim light, +4 in bright light); Racial Modifiers +4 Stealth in dim light (-4 in bright light)
SPECIAL ABILITIES
Create Spawn (Su) A humanoid creature killed by a shadow's Strength damage becomes a shadow under the control of its killer in 1d4 rounds.
Strength Damage (Su) A shadow's touch deals 1d6 points of Strength damage to a living creature.  This is a negative energy effect.  A creature dies if this Strength damage equals or exceeds its actual Strength score.

Incorporeal (Ex):  An incorporeal creature has no physical body.  It can be harmed only by other incorporeal creatures, magic weapons or creatures that strike as magic weapons, and spells, spell-like abilities, or supernatural abilities.  It is immune to all nonmagical attack forms.  Even when hit by spells or magic weapons, it takes only half damage from a corporeal source (except for channel energy).  Although it is not a magical attack, holy water (when poured into the targets square) can affect incorporeal undead.  Corporeal spells and effects that do not cause damage only have a 50% chance of affecting an incorporeal creature.  Force spells and effects, such as from a magic missile, affect an incorporeal creature normally.


An incorporeal creature can enter or pass through solid objects, but must remain adjacent to the object's exterior, and so cannot pass entirely through an object whose space is larger than its own.  It can sense the presence of creatures or objects within a square adjacent to its current location, but enemies have total concealment (50% miss chance) from an incorporeal creature that is inside an object.  In order to see beyond the object it is in and attack normally, the incorporeal creature must emerge.  An incorporeal creature inside an object has total cover, but when it attacks a creature outside the object it only has cover, so a creature outside with a readied action could strike at it as it attacks.  An incorporeal creature cannot pass through a force effect.


An incorporeal creature's attacks pass through (ingore) natural armor, armor, and shields, although deflection bonuses and force effects (such as mage armor) work normally against it.  Incorporeal creatures pass through and operate in water as easily as they do in air.  Incorporeal creatures cannot fall or take falling damage.  Incorporeal creatures cannot make trip or grapple attacks, nor can they be tripped or grappled.  In fact, they cannot take any physical action that would move or manipulate an opponent or its equipment, nor are they subject to such actions.


An incorporeal creature moves silently and cannot be heard with Perception checks if it doesn't wish to be.  Nonvisual senses, such as scent and blindsight, are either ineffective or only partly effective with regard to incorporeal creatures.  Incorporeal creatures have an innate sense of direction and can move at full speed even when they cannot see.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.

	Flying Maneuver
	Fly DC (+11)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	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

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blown away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

STIRGES  [3 in room A11]



Knowledge (arcana) 10



CR 1/2
These insectoid creatures have two pairs of bat wings, a tangle of thin legs, and a needle-sharp proboscis.
N Tiny magical beast
Init +4; Senses darkvision 60 ft., low-light vision, scent; Perception +1
DEFENSE
AC 16, touch 16, flat-footed 12 (+6 Dex, +2 size)
hp 5 (1d10)
Fort +2, Ref +6, Will +1
OFFENSE
Speed 10 ft., fly 40 ft. (average)
Melee touch +7 (attach)
Space 2-1/2 ft.; Reach 0 ft.
Special Attacks blood drain
STATISTICS
Str 3, Dex 19, Con 10, Int 1, Wis 12, Cha 6
Base Atk +1; CMB +3 (+11 grapple when attached); CMD 9 (17 vs. trip)
Feats Weapon Finesse
Skills Fly +8, Stealth +16
SQ diseased
SPECIAL ABILITIES
Attach (Ex) When a stirge hits with a touch attack, its barbed legs latch onto the target, anchoring it in place.  An attached stirge is effectively grappling its prey.  The stirge loses its Dexterity bonus to AC and has an AC of 12, but holds on with great tenacity and inserts its proboscis into the grappled target's flesh.  A stirge has a +8 racial bonus to maintain its grapple on a foe once it is attached.  An attached stirge can be struck with a weapon or grappled itself – if its prey manages to win a grapple check or Escape Artist check against it, the stirge is removed.
Blood Drain (Ex) A stirge drains blood at the end of its turn if it is attached to a foe, inflicting 1 point of Constitution damage.  Once a stirge has dealt 4 points of Constitution damage, it detaches and flies off to digest the meal.  If its victim dies before the stirge's appetite has been sated, the stirge detaches and seeks a new target.
Diseased (Ex) Due to the stagnant swamps in which they live and their contact with the blood of numerous creatures, stirges are harbingers of disease.  Any creature subjected to a stirge's blood drain attack has a 10% chance of being exposed to filth fever, bliding sickness, or a similar disease (Pathfinder RPG Core Rulebook 557).  Once this check is made, the victim can no longer be infected by this particular stirge, though attacks by different stirges are resolved normally and may result in multiple illnesses.


	Flying Maneuver
	Fly DC (+8)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	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

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blown away must still make a DC 20 Fly check to move.  Suffers a -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

MURGMO (Female goblin oracle 3)  [room A13]

Knowledge (nature) 12



CR 2
This short creature wields a longspear, its large hooded head adorned with numerous bone fetishes.
NE Small humanoid (goblinoid)
Init +5; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 16, touch 12, flat-footed 15 (+4 armor, +1 Dex, +1 size)
hp 23 (3d8+6)
Fort +2, Ref +2, Will +5; +4 vs. disease
OFFENSE
Speed 30 ft.
Melee mwk longspear +3 (1d6-1/x3)
Oracle Spells Known (CL 3rd; concentration +4 [defensively +8])


1st (6/day) – bane (DC 12), burning hands (DC 12), cause fear (DC 12), doom (DC 12), inflict light wounds (DC 12)


0 (at will) – bleed (DC 11), create water, detect magic, light, resistance

Mystery flame
TACTICS
Before Combat If she has time to prepare for an encounter against the PCs, Murgmo gets in a tactical position so she can use her burning hands spell and fire breath ability to damage the PCs and avoid her own allies.
During Combat Murgmo relies on her goblin warriors to do most of the heavy lifting in combat while she uses spells like doom to hinder the PCs and her fire breath ability to damage them.  She drinks her potion of cure light wounds if her hit points drop to fewer than 10.
Morale Murgmo is determined to find the sword of Zog, and fights to the death.
STATISTICS
Str 8, Dex 12, Con 12, Int 13, Wis 14, Cha 13
Base Atk +2; CMB +0; CMD 11
Feats Combat Casting, Improved Initiative
Skills Acrobatics +6, Climb +4, Heal +8, Sense Motive +8, Spellcraft +7, Stealth +8; Racial Modifiers +4 Ride, +4 Stealth
Languages Common, Goblin
SQ oracle's curse (wasting), revelations (burning magic, fire breath [3d4, 1/day, DC 12])
Combat Gear potion of cure light wounds, acid (2); Other Gear masterwork chain shirt, masterwork longspear

Revelation, Burning Magic (Su):  Whenever a creature fails a saving throw and takes fire damage from one of your spells, it catches on fire.  This fire deals 1 point of fire damage per spell level at the beginning of the burning creature's turn.  The fire lasts for 1d4 rounds, but it can be extinguished as a move action if the creature succeeds at a Reflex save (using the spell's DC).  Dousing the creature with water as a standard action grants a +2 bonus on this save, while immersing the creature in water automatically extinguishes the fire.  Spells that do not grant a save do not cause a creature to catch on fire.
Revelation, Fire Breath (Su):  As a standard action, you can unleash a 15-foot cone of flame from your mouth.  This flame deals 1d4 points of fire damage per level.  A Reflex save halves this damage.  You can use this ability once per day, plus one additional time per day at 5th level and every fire levels thereafter.  The save DC is Charisma-based.

Oracle Spells Known (CL 3rd; concentration +4 [defensively +8])
Bane [enchantment (compulsion) [emotion, fear, mind-affecting]; V, S, DF; 50 ft. range; 50-ft.-radius burst centered on caster; 3 mins.; DC 12 Will 
negates]:  creature takes -1 on attacks and saves vs. fear; counters and dispels bless

Cause Fear [necromancy [emotion, fear, mind-affecting]; V, S; 30 ft. range; 1 living creature with 5 or fewer HD; 1d4 rounds or 1 round; DC 12 Will 
partial]:  creature becomes frightened; successful Will save means only shaken 1 round
Doom [necromancy [emotion, fear, mind-affecting]; V, S, DF; 130 ft. range; 1 living creature; 3 mins.; DC 12 Will negates]:  subject becomes shaken

FUNGAL CRAWLERS  [2 in room A15]


Knowledge (dungeoneering) 13



CR 3
These giant fanged crickets are caked in pungent fungal growths and topped with mushroom-like caps.
N Small aberration
Init +9; Senses darkvision 60 ft.; Perception +6
DEFENSE
AC 16, touch 16, flat-footed 11 (+5 Dex, +1 size)
hp 26 (4d8+8)
Fort +3, Ref +6, Will +5
Defensive Abilities plant defenses; Immune mind-affecting effects, paralysis, poison, polymorph effects, sleep, stunning
OFFENSE
Speed 20 ft., climb 40 ft.
Melee bite +6 (1d6+2 plus poison), 2 claws +6 (1d4+2)
Special Attacks leap
STATISTICS
Str 14, Dex 20, Con 15, Int 2, Wis 13, Cha 7
Base Atk +3; CMB +4; CMD 19 (27 vs. trip)
Feats Improved Initiative, Step Up
Skills Acrobatics +10 (+14 jumping), Climb +10, Perception +6; Racial Modifiers +14 on Acrobatics checks made to jump
SPECIAL ABILITIES
Leap (Ex) A fungal crawler can perform a special kind of pounce attack by jumping into combat.  When a fungal crawler 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 it cannot make a bite attack.
Plant Defenses (Ex) A fungal crawler is part plant and shares many of the immunities that plant creatures possess.  A fungal crawler is immune to mind-affecting effects, paralysis, poison, polymorph, sleep, and stunning.
Poison (Ex) Bite – injury; save Fort DC 14; frequency 1/round for 4 rounds; effect 1d2 Str and 1d2 Con; cure 1 save.  The save DC is Constitution-based.

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.
Treasure
A3. Hall of Demons [in a pouch on one of the goblin archers]

· potion of cure light wounds [faint conjuration; CL 1st]

· small gold ring with an emerald [green stone for Door of Seven Stars]

A5. Pit Trap [in a backpack under the skeleton at the bottom of the trap]

· scroll of invisibility [faint illusion; CL 3rd]

A6. Fountain Room [on the bottom of the pool basin]

· blue ceramic shards [blue stone for Door of Seven Stars]
A7. Shrine of Abraxas [the eyes of the Abraxas idol]

· orange garnets [orange stone for Door of Seven Stars]
A9. Dark Hall [remains of the dead shadow]

· small lapis lazuli [indigo stone for Door of Seven Stars]

A10. Crumbling Passage [in the hand of the crushed goblin]

· +1 chainmail [CL 3rd]
A11. Broken Conjury [growing along the walls]

· natural yellow crystals [yellow stone for Door of Seven Stars]
A12. Pool Chamber [in the gambling pile]

· potion of lesser restoration [faint conjuration; 3rd]
A13. Incomplete Chamber [in a locked chest]

· potion of cure light wounds [faint conjuration; CL 1st]
· arrow of sleep [faint enchantment; CL 5th]

· 5 green peridots (in Murgmo's pouch) [green stone for Door of Seven Stars]

A14. Misty Chamber [on the floor hidden by the mists]

· purple garnet [violet stone for Door of Seven Stars]

A15. Temple of Zog [in a secret compartment in the statue of Zog's chest]

· small +1 cold iron short sword (sword of Zog) [CL 3rd]

· 3 fiery red rubies (in a silk pouch) [red stone for Door of Seven Stars]

· 2 fiery red rubies (the eyes of Zog) [red stone for Door of Seven Stars]

SLEEP ARROW
Aura faint enchantment; CL 5th
Slot none; Price 132 gp; Weight 1/10 lb.
DESCRIPTION
This +1 arrow is painted white and has white fletching.  If it strikes a foe so that it would normally deal damage, it instead bursts into magical energy that deals nonlethal damage (the same amount as it would deal lethal damage) and forces the target to make a successful DC 11 Will save or fall asleep.
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