
Algon the Ever-Seeking CR 10 

XP 9,600 

Male human paladin 11 

LE Medium humanoid 

Init –1; Senses Perception +7 

Aura courage (10 ft.), justice (10 ft.), resolve (10 ft.) 

 

Defense 

AC 23, touch 9, flat-footed 23 (+10 armor, –1 Dex, +1 natural, +3 shield) 

hp 131 (11d10+66) 

Fort +17, Ref +7, Will +14 

Immune charm, disease, fear; Resist electricity 20 

 

Offense 

Speed 20 ft. 

Melee +1 longsword +16/+11/+6 (1d8+4/19–20) 

Ranged mwk throwing axe +11/+6/+1 (1d6+7) 

Special Attacks channel positive energy (DC 17, 6d6), smite evil (+2 attack and AC, +11 damage) 

 

Paladin Spell-Like Abilities (CL 11th; concentration +13) 

At will—detect evil 

Paladin Spells Prepared (CL 8th; concentration +10) 

3rd—dispel magic 

2nd—bull’s strength, resist energy 

1st—cure light wounds, divine favor, protection from chaos 

 

Statistics 

Str 16, Dex 8, Con 20, Int 10, Wis 14, Cha 14 

Base Atk +11; CMB +14; CMD 23 

Feats Cleave, Dazzling Display, Intimidating Prowess, Lunge, Power Attack, Shatter Defenses, 

Weapon Focus (longsword) 

Skills Bluff +8, Diplomacy +6, Intimidate +15, Knowledge (religion) +5, Linguistics +1, Perception +7, 

Stealth +1 

Languages Celestial, Common, Draconic 

SQ divine bond (weapon +3, 2/day), divine grace, lay on hands (5d6, 7/day), mercies 

(dazed, nauseated, shaken) 

Combat Gear potion of cure serious wounds, potion of see invisibility;  

Other Gear +1 full plate, +1 heavy steel shield, +1 longsword, masterwork throwing axe, amulet of 

natural armor +1, cloak of resistance +1, belt of mighty constitution +2, dust of appearance, 57 gp 

 

 

 

 

 

 

 

 

 



Hungry Dead CR 3 

XP 600 

Human advanced skeletal champion warrior 1 

NE Medium undead 

Init +7; Senses darkvision 60 ft.; Perception +8 

 

Defense 

AC 25, touch 14, flat-footed 21 (+6 armor, +3 Dex, +4 natural, +2 shield) 

hp 23 (3 HD; 2d8+1d10+3) 

Fort +5 Ref +3 Will +5; channel resistance +4 

DR 5/bludgeoning; Immune cold, undead traits 

 

Offense 

Speed 30 ft. 

Melee mwk longsword +9 (1d8+5/19–20) 

 

Statistics 

Str 21, Dex 17, Con —, Int 13, Wis 14, Cha 16 

Base Atk +2; CMB +5; CMD 16 

Feats Cleave, Improved InitiativeB, Power Attack, Weapon Focus (longsword) 

Skills Intimidate +9, Perception +8, Stealth +1 

 

Every round, 1d6 hungry dead burst from the ground within 100 feet of the PCs and attack. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Tengu Clowns (4) CR 5 

XP 1,600 each 

Tengu rogue 6 (Pathfinder RPG Bestiary 263) 

CN Medium humanoid 

Init +4; Senses low-light vision; Perception +10 

 

Defense 

AC 21, touch 15, flat-footed 16 (+5 armor, +4 Dex, +1 dodge, +1 shield) 

hp 42 each (6d8+12) 

Fort +3, Ref +9, Will +3 

Defensive Abilities evasion, trap sense +2, uncanny dodge 

 

Offense 

Speed 30 ft. 

Melee mwk short sword +9 (1d6+1/19–20), bite +3 (1d3+1) 

Ranged dagger +8 (1d4+1/19–20) 

Special Attacks sneak attack +3d6 

 

Statistics 

Str 13, Dex 18, Con 12, Int 8, Wis 12, Cha 12 

Base Atk +4; CMB +5; CMD 20 

Feats Dodge, Mobility, Spring Attack, Weapon Finesse 

Skills Acrobatics +12, Climb +7, Escape Artist +10, Knowledge (local) +4, Linguistics +7, Perception 

+10, Perform (comedy) +10, Perform (dance) +9, Sleight of Hand +12, Stealth +13 

Languages Azlanti, Common, Tengu, Varisian 

SQ gifted linguist, swordtrained, rogue talents (combat trick, ledge walker, assault leader), 

trapfinding +3 

Other Gear +1 chain shirt, masterwork buckler, masterwork short sword, daggers (3) 

 

Assault Leader (Ex): Once per day, when the rogue misses with an attack on a flanked opponent, she 

can designate a single ally who is also flanking the target that her attack missed. That ally can make a 

single melee attack against the opponent as an immediate action. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Rogg, Stone Giant CR 8 

XP 4,800 

N Large humanoid (giant) 

Init +2; Senses darkvision 60 ft., low-light vision; Perception +12 

 

Defense 

AC 22, touch 11, flat-footed 20 (+2 Dex, +11 natural, –1 size) 

hp 102 (12d8+48) 

Fort +12, Ref +6, Will +7 

Defensive Abilities improved rock catching 

 

Offense 

Speed 40 ft. 

Melee greatclub +16/+11 (2d8+12) or 2 slams +16 (1d8+8) 

Ranged rock +11/+6 (1d8+12) 

Space 10 ft.; Reach 10 ft. 

Special Attacks rock throwing (180 ft.) 

 

Statistics 

Str 27, Dex 15, Con 19, Int 10, Wis 12, Cha 10 

Base Atk +9; CMB +18; CMD 30 

Feats Iron Will, Martial Weapon Proficiency (greatclub), Point-Blank Shot, Power Attack, Precise Shot, 

Quick Draw 

Skills Climb +12, Intimidate +12, Perception +12, Stealth +4 (+12 in rocky terrain);  

Racial Modifiers +8 Stealth in rocky terrain 

Languages Common, Giant 

 

Special Abilities 

Improved Rock Catching (Ex) A stone giant gains a +4 racial bonus on its Reflex save when 

attempting to catch a thrown rock with rock catching. This ability otherwise works like the rock 

catching ability. 

Funny Juggler (Ex) Rogg is adept at throwing random items (usually housewares and desserts). These 

attacks inflict damage as per rock throwing, even when not made of stone. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Trained Bears (4) CR 4 

XP 1,200 

N Large animal 

Init +1; Senses low-light vision, scent ; Perception +6 

 

Defense 

AC 16, touch 10, flat-footed 15 (+1 Dex, +6 natural, –1 size) 

hp 42 (5d8+20) 

Fort +8, Ref +5, Will +2 

 

Offense 

Speed 40 ft. 

Melee 2 claws +7 (1d6+5 plus grab), bite +7 (1d6+5) 

Space 10 ft.; Reach 5 ft. 

 

Statistics 

Str 21, Dex 13, Con 19, Int 2, Wis 12, Cha 6 

Base Atk +3; CMB +9 (+13 grapple); CMD 20 (24 vs. trip) 

Feats Endurance, Run, Skill Focus (Survival) 

Skills Perception +6, Survival +5, Swim +14; Racial Modifiers +4 Swim 

 

Special Abilities 

Unicycle Riding (Ex) The trained bears balance on unicycles, greatly improving their mobility when 

they can remain upright. They gain Spring Attack as a bonus feat. They must make a DC 10 Acrobatics 

check upon using this feat to avoid falling prone at the end of their movement. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Bernaditi (Conspirator), Rakshasa CR 10 

XP 9,600 

LE Medium outsider (native, shapechanger) 

Init +9; Senses darkvision 60 ft.; Perception +14 

 

Defense 

AC 25, touch 16, flat-footed 19 (+5 Dex, +1 dodge, +9 natural) 

hp 115 (10d10+60) 

Fort +9, Ref +12, Will +8 

DR 15/good and piercing; SR 25 

 

Offense 

Speed 40 ft. 

Melee +1 kukri +16/+11 (1d4+4/15–20), claw +10 (1d4+1), bite +10 (1d6+1) 

Special Attacks detect thoughts 

Spells Known (CL 7th) 

3rd (5/day)—lightning bolt (DC 16), suggestion (DC 16) 

2nd (7/day)—acid arrow, invisibility, minor image 

1st (7/day)—charm person (DC 14), mage armor, magic missile, shield, silent image 

0—dancing lights, detect magic, ghost sound (DC 13), mage hand, mending, message, prestidigitation 

 

Tactics 

Before Combat Bernaditi casts mage armor when the newcomers first enter the circus big top. 

During Combat If Bernaditi suspects violence, he opens up with suggestion spells, asking any martial 

types to “kindly step outside and fetch me a bag of sweets,” then turns his lightning bolts on anyone 

remaining. He loves grappling arcane casters to chew on their heads. 

Morale If reduced below 30 hp, Bernaditi attempts to flee using invisibility. Failing that, he eagerly 

offers his token and whatever (false) information on his fellow Conspirators that the heroes desire in 

exchange for his life. 

 

Statistics 

Str 16, Dex 20, Con 22, Int 13, Wis 13, Cha 17 

Base Atk +10; CMB +13; CMD 29 

Feats Combat Expertise, Dodge, Improved Critical (kukri), Improved Initiative, Weapon Finesse 

Skills Bluff +20, Diplomacy +16, Disguise +24, Perception +14, Perform +16, Sense Motive +14, 

Stealth +18; Racial Modifiers +4 Bluff, +8 Disguise 

Languages Common, Infernal, Undercommon 

SQ change shape (any humanoid, alter self) 

 

Special Abilities 

Detect Thoughts (Su) A rakshasa can detect thoughts as per the spell of the same name (CL 18th). It 

can suppress or resume this ability as a free action. When a rakshasa uses this ability, it always 

functions as if it had spent three rounds concentrating and thus gains the maximum amount of 

information possible. A creature can resist this effect with a DC 18 Will save. The save DC is 

Charisma-based. 

 

 

 



Brambleson (Conspirator) CR 9 

XP 6,400 

CN Small fey 

Init +7; Senses low-light vision, scent; Perception +15 

 

Defense 

AC 24, touch 19, flat-footed 16 (+6 Dex, +2 dodge, +5 natural, +1 size) 

hp 97 (15d6+45); fast healing 5 

Fort +8, Ref +16, Will +7 

Defensive Abilities evasion, uncanny dodge; DR 5/cold iron 

Weaknesses suggestible 

 

Offense 

Speed 50 ft., climb 15 ft. 

Melee broken +2 short sword +15/+10 (1d6+3), bite +10 (1d4+3) 

Spell-Like Abilities (CL 7th; concentration +10) 

At will—detect magic, know direction, locate object, pass without trace 

3/day—dimension door, greater invisibility (self), lesser confusion (DC 14), mage armor, true strike 

1/day—remove curse 

 

Tactics 

During Combat Brambleson makes full use of his Combat Expertise, Spring Attack, and Mobility feats 

in combat, moving constantly and pecking away at opponents more as a nuisance than a genuine 

threat. With his incredible leaping ability, he takes the fight into tree branches or other territory 

awkward for larger folk as soon as possible. 

Morale Brambleson’s honor won’t let him admit defeat, though he readily calls any fight a draw 

when he’s down to one-third his total hit points, and then offers them his token. If a dishonorable 

opponent won’t accept such a condition, he flees into the Briar. 

 

Statistics 

Str 16, Dex 24, Con 17, Int 13, Wis 7, Cha 16 

Base Atk +7; CMB +13; CMD 28 

Feats Agile Maneuvers, Alertness, Combat Expertise, Combat Reflexes, Dodge, Mobility, Spring 

Attack, Weapon Finesse  

Skills Acrobatics +20 (+28 jump), Bluff +16, Climb +24, Diplomacy +13, Escape Artist +19, Knowledge 

(geography) +6, Knowledge (local) +9, Knowledge (nature) +6, Linguistics +6, Perception +15, Sense 

Motive +15, Stealth +24, Survival +8, Swim +11 

Languages Azlanti, Common, Draconic, Elven, Gnome, Sylvan, Thassilonian, Varisian 

SQ prince of rabbits, quickness, woodland stride 

Gear sword of oaths (broken +2 short sword), elixir of truth, tin crown holding, feather tokens 

(anchor, bird, tree [2]) 

Special Abilities 

Prince of Rabbits (Ex) Brambleson always counts as having a running start when making Acrobatics 

checks to jump. 

Quickness (Su) Brambleson gains one bonus move action every round. 

Suggestible (Ex) The rabbit prince’s simplistic mind sidetracks 

easily. Whenever he rolls a Will save to resist a charm effect, Brambleson must roll two dice and use 

the worse of the two results. 



Agathion, Avoral 

Great feathers sweep back from this fierce bird-man's brow, and long, clawed hands grow from the 

end of his wings. 

 

Embor Comes-By-Night, Avoral CR 9 

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 90 ft. (good) 

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

Spell-Like Abilities (CL 9th; 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 9th-level paladin) 

 

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. 

Steal Shadow (Su) By carefully sewing at a humanoid’s feet, Embor may steal its shadow, replacing it 

with an old blanket. The process takes 5 standard actions to complete, during which the target must 

be either willing, restrained, or unaware. A shadowless creature cannot sleep peacefully, becoming 

fatigued, and cannot eliminate the fatigue nor heal naturally through rest. 

This ability functions as bestow curse (CL 9th) for the purposes of removing its effects magically. 

Embor can reverse this effect by working for another 5 rounds to restore a target’s shadow. 

 



Mourning Choir (Former Conspirator), Couatl CR 10 

XP 9,600 

LG Large outsider (native) 

Init +7; Senses darkvision 60 ft., detect chaos/evil/good/law; Perception +23 

 

Defense 

AC 22, touch 13, flat-footed 18 (+3 Dex, +1 dodge, +9 natural, –1 size) 

hp 126 (12d10+60) 

Fort +9, Ref +13, Will +14 

 

Offense 

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

Melee bite +16 (1d8+7 plus grab and poison)  

Space 10 ft.; Reach 5 ft. 

Special Attacks constrict (1d8+7) 

Spell-Like Abilities (CL 9th) 

Constant—detect chaos, detect evil, detect good, detect law 

At will—detect thoughts (DC 15), ethereal jaunt (CL 16th), invisibility, plane shift (DC 20) 

Spells Known (CL 9th) 

4th (4/day)—charm monster (DC 17), crushing despair 

3rd (7/day)—gaseous form, magic circle against evil, summon monster III 

2nd (7/day)—cure moderate wounds, eagle's splendor, scorching ray (2 rays, 4d6), silence (DC 15) 

1st (7/day)—endure elements, mage armor, obscuring mist, protection from chaos, true strike 

0 (at will)—daze, disrupt undead, light, ray of frost, read magic, resistance, stabilize 

 

Tactics 

During Combat Mourning Choir initiates combat by casting crushing despair in the surprise round, 

following up with two or three charm person spells against the most belligerent PCs, then begins 

summoning celestial constrictor snakes to restrain opponents. She only attacks or inflicts damage if 

reduced below half her total hit points. 

Morale When reduced to 15 or fewer hit points she simply curls up and waits for the PCs to kill her. 

 

Statistics 

Str 20, Dex 16, Con 20, Int 17, Wis 19, Cha 17 

Base Atk +12; CMB +18 (+22 grapple); CMD 32 (can't be tripped) 

Feats Alertness, Dodge, Empower Spell, Eschew MaterialsB, Improved Initiative, Iron Will, Lightning 

Reflexes 

Skills Acrobatics +18, Bluff +9, Diplomacy +18, Fly +20, Knowledge (arcana) +9, Knowledge (religion) 

+12, Perception +23, Sense Motive +15, Spellcraft +15, Survival +16, Use Magic Device +18 

Languages Celestial, Common, Draconic; telepathy 100 ft. 

 

Special Abilities 

Spells A couatl casts spells as a 9th-level sorcerer, and can cast spells from the cleric list as well as 

those normally available to a sorcerer. Cleric spells are considered arcane spells for a couatl, meaning 

that the creature does not need a divine focus to cast them. 

Poison (Ex) Injury—bite; save Fortitude DC 16; frequency 1/minute for 10 minutes; effect 1d4 Str; 

cure 2 consecutive saves. The DC is Constitution-based. 

 



Crushing Despair 

School enchantment (compulsion) [mind-affecting]; Level bard 3, sorcerer/wizard 4 

Casting Time 1 standard action 

Components V, S, M 

Range 30 ft. 

Area cone-shaped burst 

Duration 1 min./level 

Saving Throw Will negates; Spell Resistance yes 

An invisible cone of despair causes great sadness in the subjects. Each affected creature takes a –2 

penalty on attack rolls, saving throws, ability checks, skill checks, and weapon damage rolls. 

Crushing despair counters and dispels good hope. 

 

 

Constrictor Snake CR 2 

XP 600 

N Medium animal  

Init +3; Senses scent, Darkvision; Perception +12 

 

Defense 

AC 15, touch 13, flat-footed 12 (+3 Dex, +2 natural) 

hp 19 (3d8+6) 

Fort +4, Ref +6, Will +2 

Resist Cold 5, Acid 5, Electricity 5; SR 8 

 

Offense 

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

Melee bite +5 (1d4+4 plus grab) 

Special Attacks constrict (1d4+4) 

 

Statistics 

Str 17, Dex 17, Con 12, Int 1, Wis 12, Cha 2 

Base Atk +2; CMB +5 (+9 grapple); CMD 18 (can't be tripped) 

Feats Skill Focus (Perception), Toughness 

Skills Acrobatics +15, Climb +11, Perception +12, Stealth +11, Swim +11;  

Racial Modifiers +4 Perception, +4 Stealth,+8 Acrobatics 

 

Special Attacks smite evil 1/day as a swift action (adds Cha bonus to attack rolls and damage bonus 

equal to HD against evil foes; smite persists until target is dead or the celestial creature rests). 

 

 

 

 

 

 

 

 

 

 



The Barrow King (Conspirator) CR 9 

XP 6,400 

Male cairn wight aristocrat 1/fighter 5 (Pathfinder RPG Bestiary 276) 

LE Medium undead 

Init +7; Senses darkvision 60 ft.; Perception +18 

 

Defense 

AC 27, touch 14, flat-footed 24 (+7 armor, +1 deflection, +3 Dex, +6 natural) 

hp 94 (10 HD; 5d8+5d10+45) 

Fort +10, Ref +6, Will +12; +1 vs. fear 

Defensive Abilities bravery +1; Immune undead traits 

Weaknesses resurrection vulnerability 

 

Offense 

Speed 30 ft. 

Melee +1 greatsword +17/+12 (2d6+13/19–20 plus energy drain) or 2 slams +14 (1d4+6 plus energy 

drain) 

Ranged mwk throwing axe +12/+7 (1d6+6) 

Special Attacks weapon training (heavy blades +1), energy drain (1 level, DC 16) 

 

Tactics 

During Combat The Barrow King’s first action is to knock over the votive candles atop his 

sarcophagus, awakening the grasping dead haunt (see below). He then charges into combat with 

Vital Strike and uses Cleave and Step Up to keep from being surrounded. 

Morale The Barrow King fights until destroyed. If, however, the PCs lay the island’s dead to rest (such 

as by destroying the haunt), the Barrow King halts combat and thanks them, offering his blessing and 

the Bard’s Heart in gratitude. 

 

Statistics 

Str 23, Dex 16, Con —, Int 15, Wis 18, Cha 19 

Base Atk +8; CMB +14; CMD 28 

Feats Cleave, Improved Initiative, Power Attack, Skill Focus (Perception), Step Up, Vital Strike, 

Weapon Focus (greatsword), Weapon Specialization (greatsword) 

Skills Appraise +9, Climb +12, Craft (stonemasonry) +8, Intimidate +14, Knowledge (nobility) +12, 

Knowledge (religion) +7, Perception +18, Sense Motive +14, Stealth +11 

Languages Common, Necril, Varisian 

SQ create spawn, armor training 1 

Combat Gear potion of water walk, elixirs of fire breath (2); 

Other Gear +1 brass dragonhide breastplate, +1 greatsword, masterwork throwing axe, ring of 

protection +1, cloak of resistance +1, 92 gp. 

 

 

 

 

 

 

 

 



Steam Vent Traps (12) CR 2 

XP 600 each 

Type mechanical; Perception DC 25; Disable Device DC 20 

Effects 

Trigger location; Reset manual 

Effect jets of scalding steam (2d6 fire damage; DC 20 Reflex save for half damage); multiple targets 

(all targets in the chamber) 

 

 

 

Marzalee the Weaver (Conspirator) CR 7 

XP 3,200 

Female variant giant ant queen aristocrat 6 (Pathfinder RPG Bestiary 16) 

LN Large vermin 

Init +6; Senses darkvision 60 ft., scent; Perception +14 

 

Defense 

AC 21, touch 11, flat-footed 19 (+2 Dex, +10 natural, –1 size) 

hp 92 (8d8+56) 

Fort +13, Ref +5, Will +11 

 

Offense 

Speed 10 ft. 

Melee +1 heavy mace +10 (2d6+6), bite +4 (1d8+2), sting +4 (1d6+2 plus poison) 

Space 10 ft.; Reach 10 ft. 

Special Attacks poison 

 

Statistics 

Str 20, Dex 14, Con 25, Int 9, Wis 21, Cha 17 

Base Atk +5; CMB +11; CMD 23 (27 vs. trip) 

Feats Craft Wondrous Item, Improved Initiative, Master Craftsman, Skill Focus (Craft [sculpture]) 

Skills Craft (sculpture) +12, Craft (clothing) +11, Heal +11, Knowledge (nobility) +8 

Languages Common 

SQ weaving caress 

Gear red scepter (+1 heavy mace), cloak of resistance +1, 138 gp 

 

Special Abilities 

Poison (Ex) Sting—injury; save Fort DC 18; frequency 1/round for 6 rounds; effect 1d4 Str; cure 1 

save. 

Weaving Caress (Su) As a standard action, Marzalee can touch a construct or inanimate object and 

restore 3d8+8 points of damage. 

 

 

 

 

 

 

 



Animated Wax Gobs (3) CR 7 

XP 3,200 each 

N Huge construct 

Init –2; Senses darkvision 60 ft., low-light vision; Perception –5 

 

Defense 

AC 15, touch 6, flat-footed 15 (–2 Dex, +9 natural, –2 size) 

hp 118 each (7d10+80) 

Fort +2, Ref +0, Will –3 

Defensive Abilities hardness 5; Immune construct traits 

 

Offense 

Speed 30 ft. 

Melee slam +15 (2d6+15 plus 1d6 fire and grab) 

Space 15 ft.; Reach 15 ft. 

Special Attacks constrict (2d6 fire) 

 

Statistics 

Str 30, Dex 6, Con —, Int —, Wis 1, Cha 1 

Base Atk +7; CMB +19 (+23 grapple); CMD 27 (can’t be tripped) 

SQ construction points (constrict, grab, molten) 

 

Special Abilities 

Molten (Ex) The molten wax making up the creature’s body burns on contact, inflicting an additional 

1d6 fire damage on all slam attacks. Any creature grappling an animated wax gob or striking it with 

natural weapons automatically takes 1d6 fire damage. Pinned creatures instead suffer 2d6 fire 

damage per round. 

 

Construct immunities:  

Immunity to all mind-affecting effects (charms, compulsions, morale effects, patterns, and 

phantasms).  

Immunity to bleed, disease, death effects, necromancy effects, paralysis, poison, sleep effects, and 

stunning. 

Not subject to ability damage, ability drain, fatigue, exhaustion, energy drain, or nonlethal damage.  

Immunity to any effect that requires a Fortitude save (unless the effect also works on objects, or is 

harmless). 

Constructs do not breathe, eat, or sleep. 

 

 

 

 

 

 

 

 

 

 

 



Goblin CR 1/3 

Goblin warrior 1 

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/×3) 

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 

 

Unicorn CR 3 

CG Large magical beast 

Init +3; Senses darkvision 60 ft., low-light vision, scent; Perception +10 

Aura magic circle against evil 

Defense 

AC 15, touch 12, flat-footed 12; (+3 Dex, +3 natural, –1 size; +2 deflection vs. evil) 

hp 34 (4d10+12) 

Fort +7, Ref +7, Will +6; +2 resistance vs. evil 

Immune charm, compulsion, poison 

Offense 

Speed 60 ft. 

Melee gore +8 (1d8+4), 2 hooves +5 (1d3+2) 

Space 10 ft.; Reach 5 ft. 

Special Attacks powerful charge (gore, 2d8+8) 

Spell-Like Abilities (CL 9th) 

At will—detect evil (as free action), light 

3/day—cure light wounds 

1/day—cure moderate wounds, greater teleport (within its forest territory), neutralize poison (DC 21) 

Statistics 

Str 18, Dex 17, Con 16, Int 11, Wis 21, Cha 24 

Base Atk +4; CMB +9; CMD 22 (26 vs. trip) 

Feats Multiattack, Weapon Focus (horn) 

Skills Acrobatics +8, Perception +10, Stealth +8, Survival +7 (+10 in forests);  

Racial Modifiers +3 Survival in forests, +4 Stealth 

Languages Common, Sylvan 

SQ magical strike, wild empathy +17 

Special Abilities 

Magic Circle against Evil (Su) This ability continually duplicates the effect of the spell. The unicorn cannot 

suppress this ability. 

Magical Strike (Ex) A unicorn's gore attack is treated as a magic good weapon for the purposes of damage 

reduction. 

Wild Empathy (Su) This works like the druid's wild empathy class feature, except the unicorn has a +6 racial 

bonus on the check. Unicorns with druid levels add this racial modifier to their wild empathy checks.  

 



Sonnorae (Honorary Conspirator) CR 11 

XP 12,800 

CE mute hag (see page 31) 

Init +5; Senses blindsight 60 ft., scent; Perception +21 

 

Defense 

AC 24, touch 15, flat-footed 19 (+5 Dex, +9 natural) 

hp 175 (14d10+84) 

Fort +12, Ref +14, Will +13 

DR 10/cold iron and magic; Immune cold, acid, charm, fear, gaze attacks, sleep; SR 22 

Weaknesses vulnerable to fire 

 

Offense 

Speed 30 ft. 

Melee 2 claws +20 (1d6+6 plus 1d4 bleed), bite +20 (1d6+6) 

Special Attacks shaping touch 

Spell-Like Abilities (CL 14th; concentration +18) 

Constant—detect good, detect magic, detect thoughts (DC 16) 

At will—contagion (DC 17), cure light wounds, diminish plants, inflict light wounds (DC 15), invisibility 

(self only), minor creation, poison (DC 17) 

3/day—bestow curse (DC 17), blindness/deafness (DC 16), empowered cone of cold (DC 

19), crushing despair (DC 17), silence (DC 16) 

1/day—control weather 

 

Statistics 

Str 23, Dex 21, Con 22, Int 20, Wis 19, 

Cha 18 

Base Atk +14; CMB +20; CMD 35 

Feats Alertness, Blind-Fight, Combat Casting, Empower Spell-Like Ability (cone of cold), Great 

Fortitude, Persuasive, Toughness 

Skills Bluff +14, Craft (leather) +16, Diplomacy +18, Heal +12, Intimidate +21, Knowledge (arcana) 

+11, Knowledge (history) +19, Knowledge (local) +11, Knowledge (nature) +11, Perception +21, Sense 

Motive +18, Sleight of Hand +12, Spellcraft +16, Stealth +18 

Languages Aklo, Common, Draconic, Giant, Goblin, Sylvan (cannot speak) 

SQ blind and mute, change shape (any humanoid, alter self ) 

 

Special Abilities 

Blind and Mute (Ex) Mute hags tear out their eyes and tongues, leaving them blind to life’s joys and 

incapable of sharing their sorrow. A mute hag is immune to gaze attacks, and cannot use spell 

completion or command word trigger magic items. 

Shaping Touch (Su) The touch of a mute hag twists flesh like clay. As a full-round action that draws 

an attack of opportunity, a mute hag may change the appearance of a grappled or helpless victim. 

The effect acts as a permanent alter self spell. Unwilling victims may resist the transformation 

with a DC 21 Fortitude save. A mute hag allowed to work for 10 minutes may also increase a victim’s 

age category by one step; doing so does not grant mental ability score boosts but does inflict physical 

ability score penalties as normal. Creatures that are affected by this power or successfully save 

against it cannot be affected by the same hag’s shaping touch for one month. The DC is Charisma-

based. 



Mr. Softshoes (Grig) CR 2 

XP 400 

N male advanced tiny fey  

Init +4; Senses low-light vision; Perception +7 

 

Defense 

AC 21, touch 19, flat-footed 14 (+6 Dex, +1 dodge, +2 natural, +2 size) 

hp 6 (1d6+3) 

Fort +3, Ref +8, Will +5 

DR 5/cold iron; SR 16 

 

Offense 

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

Melee short sword –1 (1d3–1/19–20) 

Ranged longbow +8 (1d4–1/×3) 

Space 2-1/2 ft.; Reach 0 ft. 

Special Attacks fiddle 

Spell-Like Abilities (CL 9th; concentration +13) 

3/day—disguise self, entangle (DC 15), invisibility (self only), pyrotechnics (DC 16) 

 

Statistics 

Str 9, Dex 22, Con 17, Int 14, Wis 17, Cha 18 

Base Atk +0; CMB +4; CMD 12 (18 vs. trip) 

Feats Dodge 

Skills Acrobatics +10 (+14 jump), Escape Artist +10, Fly +14, Perception +7, Perform (string) +8, 

Stealth +18; Racial Modifiers +4 Acrobatics when jumping 

Languages Common, Sylvan 

 

Special Abilities 

Fiddle (Su) Grigs are capable of rubbing their legs together like a cricket to create a surprisingly 

pleasant sound not unlike that of a tiny fiddle. As a standard action, a grig can create a catchy tune 

that compels any creature within a 20-foot spread to dance and caper. A creature can resist this 

compulsion by making a DC 14 Will save. Creatures that fail are compelled to dance and shuffle their 

feet, and are effectively staggered as long as the grig continues to fiddle. A grig can maintain this 

effect for up to 10 rounds per day by concentrating. Once a creature makes the save against a grig's 

fiddle, it is immune to further fiddle effects from that grig for 24 hours. This is a sonic mind-affecting 

effect. The save DC is Charisma-based. 

 

 

 

 

 

 

 

 

 

 

 



Balimar (Conspiritor) CR 10 

XP 9,600 

Male soulbound doll summoner 9 (Advanced Player’s Guide 54, Pathfinder Bestiary 2 255) 

NE Tiny construct 

Init +8; Senses darkvision 60 ft., low-light vision; Perception –1 

 

Defense 

AC 25, touch 16, flat-footed 21 (+6 armor, +4 Dex, +1 natural, +2 shield, +2 size) 

hp 77 (12 HD; 3d10+9d8+21) 

Fort +6, Ref +12, Will +10 

DR 2/magic; Immune construct traits 

Weaknesses susceptible to mind-affecting effects 

 

Offense 

Speed 20 ft. 

Melee +1 dagger +11/+6 (1d2/19–20) 

Space 2-1/2 ft.; Reach 0 ft.  

Spell-Like Abilities (CL 11th; concentration +13) 

5/day—summon monster V 

3/day—light, mage hand, open/close, prestidigitation 

1/day—levitate, inflict serious wounds (DC 15) 

Summoner Spells Known (CL 9th; concentration +11) 

3rd (3)—displacement, magic circle against law, rejuvenate eidolon*, wall of ice (DC 15) 

2nd (5)—bull’s strength, glitterdust (DC 14), haste, see invisibility 

1st (6)—magic fang, protection from good, reduce person (DC 13), shield, unseen servant 

0—daze, detect magic, light, mending, read magic, resistance 

 

Tactics 

During Combat Balimar leaves physical combat to Balio, using his spells to buff and heal his eidolon 

as needed and flinging fireballs from his wand.  

Morale If reduced to less than half his total hit points, Balimar apologizes for antagonizing the PCs 

and offers to write them a new play to accentuate their individual talents. 

 

Statistics 

Str 9, Dex 18, Con —, Int 13, Wis 8, Cha 15 

Base Atk +9; CMB +11; CMD 20 

Feats Combat Casting, Extend Spell, Improved Initiative, Iron Will, Lightning Reflexes, Toughness 

Skills Bluff +5, Knowledge (arcana) +10, Knowledge (nobility) +14, Spellcraft +10, Stealth +12, Use 

Magic Device +15 

Languages Common, Varisian 

SQ bond senses, life link, maker’s call, shield ally, soul focus, strings, transposition 

Combat Gear wand of fireball (CL 10th, 13 charges);  

Other Gear +2 chain shirt, +1 dagger, 348 gp 

Special Abiliti es 

Strings (Ex) Balimar and Balio spent millennia bound together by puppet strings. They cannot move 

more than 5 feet away from one another, but may occupy the same square without penalty. 

Consequently, Balimar benefits from his shield ally class ability at all times (already figured into his 

stats). 



Balio CR — 

Male eidolon 

NE Medium outsider (extraplanar) 

Init +2; Senses darkvision 60 ft.; Perception +0 

 

Defense 

AC 25, touch 13, flat-footed 22 (+2 Dex, +1 dodge, +12 natural) 

hp 73 (7d10+35) 

Fort +9, Ref +4, Will +5; +4 vs. enchantment spells and effects 

Defensive Abilities evasion; Resist electricity 10 

 

Offense 

Speed 30 ft. 

Melee 2 slam +12 (2d6+6) 

Space 5 ft.; Reach 10 ft. 

 

Statistics 

Str 19, Dex 15, Con 18, Int 7, Wis 10, Cha 11 

Base Atk +7; CMB +11; CMD 24 

Feats Dodge, Multiattack, Toughness, Weapon Focus (slam), Weapon Specialization (slam) 

Skills Acrobatics +15, Craft (carpentry) +5, Perform (oratory) +8, Sense Motive +8, Sleight of Hand 

+10, Stealth +12 

Languages Common, Varisian 

SQ link, share spells, devotion, evolutions (ability increase [2], improved damage (slams), improved 

natural armor [2], limbs [arms], limbs [legs], magic attacks, reach, resistance, skilled, slam [2]), 

multiattack 

 

Fireball 

School evocation [fire]; Level sorcerer/wizard 3 

Casting Time 1 standard action 

Components V, S, M (a ball of bat guano and sulfur) 

Range long (400 ft. + 40 ft./level) 

Area 20-ft.-radius spread 

Duration instantaneous 

Saving Throw Reflex half; Spell Resistance yes 

A fireball spell generates a searing explosion of flame that detonates with a low roar and deals 1d6 

points of fire damage per caster level (maximum 10d6) to every creature within the area. 

Unattended objects also take this damage. The explosion creates almost no pressure. 

You point your finger and determine the range (distance and height) at which the fireball is to burst. 

A glowing, pea-sized bead streaks from the pointing digit and, unless it impacts upon a material body 

or solid barrier prior to attaining the prescribed range, blossoms into the fireball at that point. An 

early impact results in an early detonation. If you attempt to send the bead through a narrow 

passage, such as through an arrow slit, you must "hit" the opening with a ranged touch attack, or else 

the bead strikes the barrier and detonates prematurely. 

The fireball sets fire to combustibles and damages objects in the area. It can melt metals with low 

melting points, such as lead, gold, copper, silver, and bronze. If the damage caused to an interposing 

barrier shatters or breaks through it, the fireball may continue beyond the barrier if the area permits; 

otherwise it stops at the barrier just as any other spell effect does. 



Eliara, Lamia Matriarch CR 8 

XP 4,800 

CE Large monstrous humanoid (shapechanger) 

Init +4; Senses darkvision 60 ft., low-light vision; Perception +3 

 

Defense 

AC 21, touch 13, flat-footed 17 (+4 Dex, +8 natural, –1 size) 

hp 102 (12d10+36) 

Fort +7, Ref +12, Will +11 

Immune mind-affecting effects; SR 19 

 

Offense 

Speed 40 ft., climb 40 ft., swim 40 ft. 

Melee +1 scimitars +14/+14/+9/+9/+4 (1d6+6/15–20 plus 1 Wisdom drain on first hit each round) or 

touch +16 (1d4 Wisdom drain) 

Space 10 ft.; Reach 5 ft. 

Special Attacks Wisdom drain 

Spell-Like Abilities (CL 12th; concentration +17) 

At will—charm monster (DC 19), ventriloquism (DC 16) 

3/day—deep slumber (DC 18), dream, major image (DC 18), mirror image, suggestion (DC 18) 

Spells Known (CL 6th; concentration +11) 

3rd (4/day)—haste 

2nd (6/day)—death knell (DC 17), invisibility 

1st (8/day)—cure light wounds, divine favor, mage armor, magic missile 

0 (at will)—dancing lights, daze (DC 15), detect magic, ghost sound (DC 15), mage hand, mending, 

prestidigitation 

 

Tactics 

Before Combat Before entering combat, Eliara casts mage armor on herself, and then spends four 

rounds casting invisibility on her cockatrice pets. Finally, she casts haste and orders them to attack as 

the PCs read their lines or argue with the directors. Should the heroes battle the twins directly, she 

bides her time and instead begins casting once it looks like one side or the other is about to win 

(either to help her directors, or to share in their glory). 

During Combat Once her pets attack and reveal themselves, Eliara casts charm monster on the most 

heavily armored foe, then reverts to her natural form to attack in melee. 

Morale If reduced below 20 hit points, Eliara attempts to flee using invisibility, but if all her pets are 

slain first she flies into a rage and fights to the death. 

 

Statistics 

Str 20, Dex 19, Con 17, Int 16, Wis 16, Cha 21 

Base Atk +12; CMB +18; CMD 32 (can't be tripped) 

Feats Double Slice, Extend Spell, Improved Critical (scimitar), Improved Two-Weapon Fighting, Two-

Weapon Fighting, Weapon Focus (scimitar) 

Skills Acrobatics +8 (+12 jump), Bluff +21, Climb +13, Diplomacy +11, Disguise +11, Intimidate +20, 

Knowledge (any one) +15, Knowledge (arcana) +15, Spellcraft +15, Swim +13, Use Magic Device +21; 

Racial Modifiers +4 Acrobatics, +4 Bluff, +4 Use Magic Device 

Languages Abyssal, Common, Draconic 

SQ change shape (fixed Medium humanoid form, alter self), undersized weapons 



Special Abilities 

Spells A lamia matriarch casts spells as a 6th-level sorcerer, and can cast spells from the cleric list as 

well as those normally available to a sorcerer. Cleric spells are considered arcane spells for a lamia 

matriarch. 

Wisdom Drain (Su) A lamia matriarch drains 1d4 points of Wisdom each time she hits with her melee 

touch attack. The first time each round that she strikes a foe with a melee weapon, she also drains 1 

point of Wisdom. A DC 21 Will save negates the Wisdom drain. Unlike with other kinds of ability 

drain attacks, a lamia matriarch does not heal damage when she uses her Wisdom drain. The save DC 

is Charisma-based. 

 

 

 

 

Thassilonian Show Cockatrices (4) CR 4 

XP 800 

N Small magical beast 

Init +3; Senses darkvision 60 ft., low-light vision; Perception +10 

 

Defense 

AC 15, touch 15, flat-footed 11 (+3 Dex, +1 dodge, +1 size) 

hp 27 (5d10) 

Fort +4, Ref +7, Will +2 

 

Offense 

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

Melee bite +9 (1d4–2 plus petrification) 

 

Statistics 

Str 6, Dex 17, Con 11, Int 2, Wis 13, Cha 8 

Base Atk +5; CMB +2; CMD 16 

Feats Dodge, Skill Focus (Perception), Weapon Finesse 

Skills Fly +6, Perception +10 

 

Special Abilities 

Petrification (Su) A cockatrice's bite causes flesh to calcify and harden—multiple bites can cause a 

living creature to fossilize into stone. Each time a creature is damaged by a cockatrice's bite attack, it 

must succeed on a DC 12 Fortitude save or take 1d4 points of Dexterity damage as its flesh and 

bones stiffen and harden. (This slow petrification does not alter a bitten creature's natural armor.) A 

creature that is reduced to 0 Dexterity by a cockatrice's bites immediately turns completely to stone, 

as if petrified by a flesh to stone spell. Every day, a creature petrified by a cockatrice in this manner 

can attempt a new DC 12 Fortitude save to recover from the petrification, at which point the victim 

returns to flesh with 1 Dexterity (and thereafter can be restored to full Dexterity by natural healing or 

magic as normal)—but after a petrified creature fails three of these Fortitude saves in a row, the 

petrified state becomes permanent. A creature restored to flesh via magic has its Dexterity damage 

caused by cockatrice bites removed, but not any existing Dexterity damage from other sources. A 

cockatrice is immune to the petrification ability of itself and of other cockatrices, but other 

petrification attacks affect them normally. The save DC is Constitution-based. 

 



Azer Workers (3) CR 2 

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/×3 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 9 

Base Atk +2; CMB +3; CMD 14 

Feats Power Attack 

Skills Acrobatics +0, Appraise +6, Climb +3, Craft (any two) +6, Knowledge (nobility) +6, Perception +6 

Languages Common, Ignan  

 

Avalanches (CR 7) 

An avalanche can be spotted from as far away as 1d10 × 500 feet by a character who makes a DC 20 

Perception check, treating the avalanche as a Colossal creature. If all characters fail their Perception 

checks to determine the encounter distance, the avalanche moves closer to them, and they 

automatically become aware of it when it closes to half the original distance. It's possible to hear an 

avalanche coming even if you can't see it. Under optimum conditions (no other loud noises 

occurring), a character who makes a DC 15 Perception check can hear the avalanche or landslide 

when it is 1d6 × 500 feet away. This check might have a DC of 20, 25, or higher in conditions where 

hearing is difficult (such as in the middle of a thunderstorm).  

A landslide or avalanche consists of two distinct areas: the bury zone (in the direct path of the falling 

debris) and the slide zone (the area the debris spreads out to encompass). Characters in the bury 

zone always take damage from the avalanche; characters in the slide zone might be able to get out of 

the way. Characters in the bury zone take 8d6 points of damage, or half that amount if they make a 

DC 15 Reflex save. They are subsequently buried. Characters in the slide zone take 3d6 points of 

damage, or no damage if they make a DC 15 Reflex save. Those who fail their saves are buried.  

Buried characters take 1d6 points of nonlethal damage per minute. If a buried character falls 

unconscious, he must make a DC 15 Constitution check or take 1d6 points of lethal damage each 

minute thereafter until freed or dead. See Cave-Ins and Collapses for rules on digging out buried 

creatures. 

The typical avalanche has a width of 1d6 × 100 feet, from one edge of the slide zone to the opposite 

edge. The bury zone in the center of the avalanche is half as wide as the avalanche's full width. 

To determine the precise location of characters in the path of an avalanche, roll 1d6 × 20; the result 

is the number of feet from the center of the path taken by the bury zone to the center of the party's 

location. Avalanches of snow and ice advance at a speed of 500 feet per round, while rock and soil 

avalanches travel at a speed of 250 feet per round. 

 

 



Voricose CR 9 

XP 6,400 

Male cyclops expert 8 (Pathfinder RPG Bestiary 52) 

NE Large humanoid (giant) 

Init +3; Senses low-light vision; Perception +27 

 

Defense 

AC 19, touch 8, flat-footed 19 (+4 armor, –1 Dex, +7 natural, –1 size) 

hp 125 (18d8+44) 

Fort +11, Ref +4, Will +11 

Defensive Abilities ferocity 

 

Offense 

Speed 30 ft. 

Melee beer mugs +19/+14/+9 (1d8+7) 

Ranged beer mugs +11/+6/+1 (1d8) 

Space 10 ft.; Reach 10 ft. 

 

Statistics 

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

Base Atk +13; CMB +21; CMD 30 

Feats Alertness, Catch Off-Guard, Cleave, Great Cleave, Improved Bull Rush, Improved Initiative, 

Improved Unarmed Strike, Power Attack, Throw Anything 

Skills Appraise +12, Bluff +12, Craft (alcohol) +12, Diplomacy +12, Intimidate +22, Perception +27, 

Profession (bartender) +13, Sense Motive +19, Survival +13 

Languages Common, Cyclops, Giant 

SQ flash of insight 

Gear hide armor, oil of taggit (8 doses) 

 

Oil of taggit 

Source Ultimate Equipment pg. 111 

Price 90 gp; Weight — 

Type ingested; Save Fortitude DC 15 

Onset 1 minute 

Effect unconscious 1d3 hours 

Cure 1 save 

 

 

 

 

 

 

 

 

 

 

 

 



Ongaur, Fire Giant CR 10 

XP 9,600 

LE Large humanoid (fire, giant) 

Init –1; Senses low-light vision; Perception +14 

 

Defense 

AC 24, touch 8, flat-footed 24 (+8 armor, –1 Dex, +8 natural, –1 size) 

hp 142 (15d8+75) 

Fort +14, Ref +4, Will +9 

Defensive Abilities rock catching; Immune fire 

Weaknesses vulnerability to cold  

 

Offense 

Speed 40 ft. (30 ft. in armor) 

Melee greatsword +21/+16/+11 (3d6+15) or 2 slams +20 (1d8+10) 

Ranged rock +10 (1d8+15 plus 1d6 fire) 

Space 10 ft.; Reach 10 ft. 

Special Attacks heated rock, rock throwing (120 ft.) 

 

Statistics 

Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 10 

Base Atk +11; CMB +22; CMD 31 

Feats Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Martial Weapon 

Proficiency (greatsword), Power Attack, Weapon Focus (greatsword)  

Skills Climb +14, Craft (any one) +8, Intimidate +11, Perception +14  

Languages Common, Giant 

 

Special Abilities 

Heated Rock (Su) Fire giants transfer the heat of their bodies to rocks as part of an attack action 

when they throw rocks. A heated rock deals 1d6 points of additional fire damage on a hit. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



The Ticktock Man (Conspirator) CR 11 

XP 12,800 

LE male variant young kolyarut (Pathfinder RPG Bestiary 2 163) 

LN Small outsider (extraplanar, inevitable, lawful) 

Init +8; Senses darkvision 60 ft., low-light vision; Perception +22 

 

Defense 

AC 26, touch 16, flat-footed 20 (+6 Dex, +10 natural) 

hp 158 (12d10+92); regeneration 5 (chaotic) 

Fort +12, Ref +12, Will +11 

Defensive Abilities constructed; DR 10/chaotic; SR 23 

 

Offense 

Speed 30 ft. 

Melee +2 bastard sword +19/+14/+9 (1d8+6/19–20), slam +12 (1d10+4) or 

2 slams +17 (1d10+4) 

Spell-Like Abilities (CL 12th; concentration +15) 

At will—discern lies (DC 17), disguise self, enervation, fear (DC 17), hold person (DC 16), invisibility 

(self only), locate creature, suggestion (DC 16), vampiric touch 

3/day—hold monster (DC 18), mark of justice, quickened suggestion (DC 16) 

1/week—geas/quest 

 

Statistics 

Str 18, Dex 23, Con 19, Int 10, Wis 17, Cha 16 

Base Atk +12; CMB +16; CMD 30 

Feats Alertness, Combat Casting, Combat Reflexes, Improved Initiative, Lightning Reflexes, Quicken 

Spell-Like Ability (suggestion) 

Skills Diplomacy +22, Disguise +22, Knowledge (planes) +15, Perception +22, Sense Motive +22, 

Survival +18;  

Racial Modifiers +4 Diplomacy, +4 Disguise 

Languages truespeech 

 

 

Enervation 

School necromancy; Level sorcerer/wizard 4 

Casting Time 1 standard action 

Components V, S 

Range close (25 ft. + 5 ft./2 levels) 

Effect ray of negative energy 

Duration instantaneous 

Saving Throw none; Spell Resistance yes 

You point your finger and fire a black ray of negative energy that suppresses the life force of any 

living creature it strikes. You must make a ranged touch attack to hit. If you hit, the subject gains 1d4 

temporary negative levels (see Special Abilities). Negative levels stack. 

Assuming the subject survives, it regains lost levels after a number of hours equal to your caster level 

(maximum 15 hours). Usually, negative levels have a chance of becoming permanent, but the 

negative levels from enervation don't last long enough to do so. 

An undead creature struck by the ray gains 1d4 × 5 temporary hit points for 1 hour. 



Greater Air Elemental CR 9 

XP 6,400 

N Huge outsider (air, elemental, extraplanar) 

Init +14; Senses darkvision 60 ft.; Perception +16 

 

Defense 

AC 25, touch 19, flat-footed 14 (+10 Dex, +1 dodge, +6 natural, –2 size) 

hp 123 (13d10+52) 

Fort +12, Ref +18, Will +6 

Defensive Abilities air mastery; DR 10/—; Immune elemental traits 

 

Offense 

Speed fly 100 ft. (perfect) 

Melee 2 slams +21 (2d8+7) 

Space 15 ft.; Reach 15 ft. 

Special Attacks whirlwind (DC 23) 

 

Statistics 

Str 24, Dex 31, Con 18, Int 8, Wis 11, Cha 11 

Base Atk+13; CMB +22; CMD 43 

Feats Blind-Fight, Combat Reflexes, Dodge, Flyby Attack, Improved InitiativeB, Iron Will, Mobility, 

Power Attack, Weapon FinesseB 

Skills Acrobatics +25, Escape Artist +23, Fly +27, Knowledge (planes) +12, Perception +16, Stealth +15 

 

Special Abilities 

Air Mastery (Ex) Airborne creatures take a –1 penalty on attack and damage rolls against an air 

elemental. 

Elemental Height Weight Whirlwind/Vortex Save DC Whirlwind/Vortex Height 

Small 4 ft. 1 lb. 12 10–20 ft. 

Medium 8 ft. 2 lbs. 14 10–30 ft. 

Large 16 ft. 4 lbs. 18 10–40 ft. 

Huge 32 ft. 8 lbs. 22 10–50 ft. 

Greater 36 ft. 10 lbs. 23 10–60 ft. 

Elder 40 ft. 12 lbs. 27 10–60 ft. 

 

 

 

 

 

 

 

 

 

 

 

 



The Nightpeddler, Denizen of Leng (Conspirator) CR 8 

CE Medium outsider (chaotic, evil, extraplanar) 

Init +4; Senses darkvision 60 ft.; Perception +16 

 

Defense 

AC 21, touch 15, 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 40 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 (DC 20, self only) 

 

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 

 

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. 

Despite the Harrowed Realm’s sealed nature, the Nightpeddler retains his planar fast healing ability, 

drawing on the Harrowed Realm’s power rather than that of the Plateau of Leng. 

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. 

 

 

 

 

 



Caravan Guards (3), Kytons CR 6 

XP 2,400 

LE Medium outsider (evil, extraplanar, kyton, lawful) 

Init +7; Senses darkvision 60 ft.; Perception +14 

 

Defense 

AC 21, touch 13, flat-footed 18 (+4 armor, +3 Dex, +4 natural) 

hp 60 (8d10+16); regeneration 2 (good weapons and spells, silver weapons) 

Fort +8, Ref +9, Will +3 

DR 5/silver or good; Immune cold; SR 17 

 

Offense 

Speed 30 ft. 

Melee 4 chains +11 (2d4+2) 

Space 5 ft; Reach 5 ft. (10 ft. with chains) 

Special Attacks dancing chains, unnerving gaze 

 

Statistics 

Str 15, Dex 17, Con 14, Int 11, Wis 12, Cha 12 

Base Atk +8; CMB +10; CMD 23 

Feats Alertness, Blind-Fight, Improved Initiative, Weapon Focus (chain) 

Skills Acrobatics +14, Climb +13, Craft (blacksmithing) +11, Escape Artist +14, Intimidate +12, 

Perception +14 

Languages Common, Infernal 

SQ chain armor 

 

Special Abilities 

Chain Armor (Ex) The chains that adorn a kyton grant it a +4 armor bonus, but are not treated as 

armor for the purpose of arcane spell failure, armor check penalties, maximum Dexterity, weight, or 

proficiency. 

Dancing Chains (Su) A kyton can control up to four chains within 20 feet as a standard action, making 

the chains dance or move as it wishes. In addition, a kyton can increase these chains' length by up to 

15 feet and cause them to sprout razor-edged barbs. These chains attack as effectively as the kyton 

itself. If a chain is in another creature's possession, the creature can attempt a DC 15 Will save to 

break the kyton's power over that chain. If the save is successful, the kyton cannot attempt to control 

that particular chain again for 24 hours or until the chain leaves the creature's possession. A kyton 

can climb chains it controls at its normal speed without making Climb checks. The save DC is 

Charisma-based. 

Unnerving Gaze (Su) Range 30 ft., Will DC 15 negates. A kyton can make its face resemble one of an 

opponent's departed loved ones or bitter enemies. Those who fail their saves become shaken for 1d3 

rounds. This is a mind-affecting fear effect. The save DC is Charisma-based. 

 

 

 

 

 

 

 



Marouka CR 8 

Male variant spriggan fighter 7 (Pathfinder RPG Bestiary 2 257) 

CE Small humanoid (gnome) 

Init +8; Senses low-light vision; Perception +10 

Defense 

AC 21, touch 16, flat-footed 16 (+5 armor, +4 Dex, +1 dodge, +1 size) 

hp 95 (11 HD; 4d8+7d10+39) 

Fort +11, Ref +7, Will +4; +2 vs. fear 

Defensive Abilities bravery +2 

Offense 

Speed 20 ft. 

Melee +1 flail +17/+12 (1d6+6) 

Special Attacks weapon training (flails +1), sneak attack +2d6 

Spell-Like Abilities (CL 4th; concentration +5) 

At will—bleed (DC 11), daze monster (DC 13), scare (DC 13) 

Statistics 

Str 14, Dex 19, Con 14, Int 12, Wis 8, Cha 13 

Base Atk +10; CMB +11; CMD 26 

Feats Combat Reflexes, Dazzling Display, Dodge, Improved Initiative, Intimidating Prowess, Iron Will, 

Skill Focus (Intimidate), Toughness, Weapon Focus (flail), Weapon Specialization (flail) 

Skills Climb +4, Intimidate +24, Perception +10, Ride +20, 

Sleight of Hand +13, Stealth +17 

Languages Common, Giant, Gnome 

SQ armor training 2, giant rider, spriggan magic, spriggan skills 

Gear +1 chain shirt, +1 flail 

Special Abilities 

Giant Rider (Ex) Marouka may ride any humanoid with the giant subtype with a Ride check as if it 

were a mount. Although giants are ill suited to be mounts, Marouka does not take the –5 penalty on 

Ride checks for riding one. 

 

Advanced Ogre Guards (4) CR 4 

LE Large humanoid (giant) 

Init –1; Senses darkvision 60 ft., low-light vision; Perception +5 

Defense 

AC 18, touch 9, flat-footed 17 (+4 armor, +1 Dex, +5 natural, –1 size) 

hp 38 (4d8+20) 

Fort +8, Ref +1, Will +5 

Offense 

Speed 30 ft. (40 ft. base) 

Melee greatclub +9 (2d8+9)  

Ranged javelin +3 (1d8+7)  

Space 10 ft.; Reach 10 ft. 

Statistics 

Str 25, Dex 12, Con 19, Int 10, Wis 14, Cha 11 

Base Atk +3; CMB +11; CMD 20 

Feats Iron Will, Toughness 

Skills Climb +7, Perception +5 

Languages Giant 



Bishop Ezrael and Acolytes (3) CR 7 

CE Medium outsider (chaotic, demon, evil, extraplanar, incorporeal) 

Init +8; Senses darkvision 60 ft.; Perception +20 

 

Defense 

AC 18, touch 18, flat-footed 14 (+4 deflection, +4 Dex) 

hp 59 (7d10+21) 

Fort +5, Ref +11, Will +7 

Defensive Abilities incorporeal;  

DR 10/cold iron or good; Immune cold, electricity, poison; Resist acid 10, fire 10; SR 17 

Weaknesses sunlight powerlessness 

 

Offense 

Speed fly 40 ft. (perfect) 

Melee 2 claws +11 touch (1d6 plus 1d6 cold), bite +11 touch (1d8 plus 1d6 cold)  

Special Attacks pounce, sprint, shadow blend 

Spell-Like Abilities (CL 10th) 

At will—deeper darkness, fear (DC 18), greater teleport (self only), telekinesis (DC 19) 

3/day—shadow conjuration (DC 18), shadow evocation (DC 19) 

1/day—magic jar (DC 19), summon (level 3, 1 shadow demon 50%) 

 

Tactics 

Before Combat The trio automatically notices the heroes’ approach unless they take great pains to 

be stealthy. Each acolyte casts magic jar, then Ezrael blends into the shadows and calls out to the 

group in Biyo’s voice, assuming they’re the cook’s conspirators. 

During Combat Ezrael and his acolytes prefer slaying heretics with the intruders’ own bodies. The 

acolytes attempt to possess at least one non-cleric, then turn on the group. Ezrael reveals himself 

intermittently and relies on telekinesis to throw enemies about. 

Morale As perverted half-beings, the bishop’s shadows have little to live for. They fight until slain. 

 

Statistics 

Str —, Dex 18, Con 17, Int 14, Wis 14, Cha 19 

Base Atk +7; CMB +11; CMD 25 

Feats Blind-Fight, Combat Reflexes, Improved Initiative, Lightning Reflexes,  

Skills Acrobatics +14, Bluff +14, Fly +22, Knowledge (local) +12, Knowledge (planes) +12, Perception 

+20, Sense Motive +12, Stealth +14; Racial Modifiers +8 Perception 

Languages Abyssal, Common; telepathy 100 ft. 

 

Special Abilities 

Sprint (Ex) Once per minute, a shadow demon increase its fly speed to 240 feet for 1 round. 

Shadow Blend (Su) During any conditions other than bright light, a shadow demon can disappear 

into the shadows as a move-equivalent action, effectively becoming invisible. Artificial illumination or 

light spells of 2nd level or lower do not negate this ability. 

Sunlight Powerlessness (Ex) A shadow demon is utterly powerless in bright light or natural sunlight 

and flees from it. A shadow demon caught in such light cannot attack and can take only a single move 

or standard action. A shadow demon that is possessing a creature using magic jar is not harmed by 

sunlight, but if it is struck by a sunbeam or sunburst spell while possessing a creature, the shadow 

demon is driven out of its host automatically. 



Agrasug, Efreeti CR 8 

XP 4,800 

LE Large outsider (extraplanar, fire) 

Init +7; Senses darkvision 60 ft., detect magic; Perception +15 

 

Defense 

AC 21, touch 13, flat-footed 17 (+3 Dex, +1 dodge, +8 natural, –1 size) 

hp 95 (10d10+40) 

Fort +7, Ref +10, Will +9 

Immune fire; Vulnerability cold 

 

Offense 

Speed 20 ft., fly 40 ft. (perfect) 

Melee 2 slams +15 (1d8+6 plus 1d6 fire) or mwk falchion +16/+11 (2d6+9/18–20) 

Space 10 ft.; Reach 10 ft. 

Special Attacks change size, heat 

Spell-Like Abilities (CL 11th) 

Constant—detect magic 

At Will—plane shift (willing targets to elemental planes, Astral Plane, or Material Plane only), 

produce flame, pyrotechnics (DC 14), scorching ray (3 rays, 4d6) 

3/day—invisibility, quickened scorching ray, wall of fire (DC 16) 

1/day—grant up to 3 wishes (to nongenies only), gaseous form, permanent image (DC 18) 

 

Statistics 

Str 23, Dex 17, Con 18, Int 12, Wis 14, Cha 15 

Base Atk +10; CMB +17; CMD 31 

Feats Combat Casting, Combat Reflexes, Deceitful, Dodge, Improved InitiativeB, Quicken Spell-Like 

Ability (scorching ray) 

Skills Bluff +19, Craft (any one) +14, Disguise +10, Fly +13, Intimidate +15, Perception +15, Sense 

Motive +15, Spellcraft +14, Stealth +8 

Languages Auran, Aquan, Common, Ignan, Terran; telepathy 100 ft. 

SQ change shape (humanoid or giant, alter self or giant form I) 

Special Abilities 

Change Size (Sp) Twice per day, an efreeti can magically change a creature's size. This works just like 

an enlarge person or reduce person spell (the efreeti chooses when using the ability), except that the 

ability can work on the efreeti. A DC 13 Fortitude save negates the effect. The save DC is Charisma-

based. This is the equivalent of a 2nd-level spell. 

Heat (Ex) An efreeti's body deals 1d6 points of fire damage whenever it hits in melee, or in each 

round it grapples. 

 

 

 

 

 

 

 

 

 



Essessol, Marid CR 9 

XP 6,400 

CN Large outsider (extraplanar, water) 

Init +8; Senses darkvision 60 ft.; Perception +17 

 

Defense 

AC 23, touch 14, flat-footed 18 (+4 Dex, +1 dodge, +9 natural, –1 size) 

hp 114 (12d10+48) 

Fort +10, Ref +12, Will +10 

 

Offense 

Speed 20 ft., swim 60 ft. 

Melee 2 slams +17 (2d6+6) or mwk trident +18/+13/+8 (2d6+9) 

Space 10 ft.; Reach 10 ft. 

Special Attacks vortex (1/10 minutes, 10–50 ft. tall, 1d8+4 damage, DC 22), water mastery, water's 

fury 

Spell-Like Abilities (CL 12th) 

Constant—detect evil, detect good, detect magic, water walk 

At will—create water, invisibility, plane shift (willing targets to elemental planes, Astral Plane, or 

Material Plane only), purify food and drink (liquids only), quench 

5/day—control water, gaseous form, obscuring mist, water breathing 

3/day—see invisibility 

1/day—persistent image (DC 18) 

1/year—grant 1 wish (to nongenies only) 

 

Statistics 

Str 23, Dex 19, Con 18, Int 14, Wis 15, Cha 16 

Base Atk +12; CMB +19; CMD 34 

Feats Combat Casting, Combat Reflexes, Dodge, Great Fortitude, Improved InitiativeB, Improved 

Natural Attack, Power Attack 

Skills Craft (any one) +17, Diplomacy +18, Knowledge (planes) +17, Perception +17, Sense Motive 

+17, Spellcraft +17, Stealth +15, Swim +29 

Languages Aquan, Auran, Common, Ignan, Terran; telepathy 100 ft. 

SQ change shape (water elemental, humanoid or giant, alter self, elemental body III, or giant form I) 

 

Special Abilities 

Water Mastery (Ex) A marid gains a +1 bonus on attack and damage rolls if both it and its opponent 

are touching water. If the opponent or the marid is touching the ground, the marid takes a –4 

penalty on attack and damage rolls. 

Water's Fury (Su) As a standard action, a marid can release a jet of water in a 60-foot line that deals 

1d6 points of damage and blinds the target struck for 1d6 rounds. A DC 20 Reflex save reduces the 

damage by half and negates the blinding effect. The save DC is Constitution-based. 

Vortex (Su) A marid can transform into a vortex of swirling, churning water once every 10 mintues. 

This ability functions identically to the whirlwind ability, save that it can only be used while the marid 

is underwater; a marid cannot leave a body of water while in vortex form. 

 

 

 



Concibines, Succubi (3) CR 7  

XP 3,200 

CE Medium outsider (chaotic, demon, evil, extraplanar) 

Init +3; Senses darkvision 60 ft., detect good; Perception +21,  

 

Defense 

AC 20, touch 13, flat-footed 17 (+3 Dex, +7 natural) 

hp 84 (8d10+40) 

Fort +7, Ref +9, Will +10 

DR 10/cold iron or good; Immune electricity, fire, poison; Resist acid 10, cold 10; SR 18 

 

Offense 

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

Melee 2 claws +11 (1d6+1) 

Special Attacks energy drain, profane gift 

Spell-Like Abilities (CL 12th) 

Constant—detect good, tongues 

At will—charm monster (DC 22), detect thoughts (DC 20), ethereal jaunt (self plus 50 lbs. of objects 

only), suggestion (DC 21), greater teleport (self plus 50 lbs. of objects only), vampiric touch 

1/day—dominate person (DC 23), summon (level 3, 1 babau 50%) 

 

Statistics 

Str 13, Dex 17, Con 20, Int 18, Wis 14, Cha 27 

Base Atk +8; CMB +11; CMD 22 

Feats Agile Maneuvers, Combat Reflexes, Iron Will, Weapon Finesse 

Skills Bluff +27, Diplomacy +19, Disguise +19, Escape Artist +11, Fly +14, Intimidate +16, Knowledge 

(local) +15, Perception +21, Sense Motive +13, Stealth +14; Racial Modifiers +8 Bluff, +8 Perception 

Languages Abyssal, Celestial, Common, Draconic; tongues, telepathy 100 ft. 

SQ change shape (alter self, Small or Medium humanoid) 

 

Special Abilities 

Energy Drain (Su) A succubus drains energy from a mortal she lures into an act of passion, such as a 

kiss. An unwilling victim must be grappled before the succubus can use this ability. The succubus's 

kiss bestows one negative level. The kiss also has the effect of a suggestion spell, asking the victim to 

accept another act of passion from the succubus. The victim must succeed on a DC 22 Will save to 

negate the suggestion. The DC is 22 for the Fortitude save to remove a negative level. These save DCs 

are Charisma-based. 

Profane Gift (Su) Once per day as a full-round action, a succubus may grant a profane gift to a willing 

humanoid creature by touching it for 1 full round. The target gains a +2 profane bonus to an ability 

score of his choice. A single creature may have no more than one profane gift from a succubus at a 

time. As long as the profane gift persists, the succubus can communicate telepathically with the 

target across any distance (and may use her suggestion spell-like ability through it). A profane gift is 

removed by dispel evil or dispel chaos. The succubus can remove it as well as a free action (causing 

2d6 Charisma drain to the victim, no save). 

 

 

 

 



Zassrion, The Patchwork Lord (Conspirator), Adult Blue Dragon CR 13 

XP 25,600 

LE Huge dragon (earth) 

Init +4; Senses dragon senses; Perception +22 

Aura electricity (5 ft., 1d6 elect.), frightful presence (180 ft., DC 21) 

 

Defense 

AC 28, touch 8, flat-footed 28 (+20 natural, –2 size) 

hp 184 (16d12+80) 

Fort +15, Ref +10, Will +13 

DR 5/magic; Immune electricity, paralysis, sleep; SR 24 

 

Offense 

Speed 40 ft., burrow 20 ft., fly 200 ft. (poor) 

Melee bite +23 (2d8+12), 2 claws +22 (2d6+8), 2 wings +20 (1d8+4), tail slap +20 (2d6+12) 

Space 15 ft.; Reach 10 ft. (15 ft. with bite) 

Special Attacks breath weapon (100-ft. line, DC 23, 12d8 electricity), crush, desert thirst (DC 21) 

Spell-Like Abilities (CL 16th) 

At will—ghost sound (DC 13), minor image (DC 15), ventriloquism (DC 14) 

Spells Known (CL 5th) 

2nd (5/day)—invisibility, resist energy 

1st (7/day)—alarm, mage armor, shield, true strike 

0 (at will)—arcane mark, detect magic, mage hand, mending, read magic, resistance 

 

Tactics 

During Combat Zassrion opens with his breath weapon as soon as he can target multiple PCs. 

Knowing he cannot die permanently, he fights like a savage animal to keep from being trapped in the 

Harrowed Realm forever. 

Morale Zassrion fights until destroyed. 

 

Statistics 

Str 27, Dex 10, Con 21, Int 16, Wis 17, Cha 16 

Base Atk +16; CMB +26; CMD 36 (40 vs. trip) 

Feats Combat Casting, Dazzling Display, Deadly Stroke, Hover, Improved Initiative, Multiattack, 

Shatter Defenses, Weapon Focus (bite) 

Skills Bluff +22, Fly +11, Intimidate +22, Knowledge (local) +22, Knowledge (geography) +22, 

Perception +22, Spellcraft +22, Stealth +11, Survival +22 

Languages Auran, Common, Draconic, Giant 

SQ sound imitation 

 

Special Abilities 

Desert Thirst (Su) A blue dragon can cast create water at will (CL equals its HD). Alternatively, it can 

destroy an equal amount of liquid in a 10-foot burst. Unattended liquids are instantly reduced to 

sand. Liquid-based magic items (such as potions) and items in a creature's possession must succeed 

on a Will save or be destroyed. The save DC is Charisma-based. 

Electricity Aura (Su) An adult blue dragon is surrounded by an aura of electricity. Creatures within 5 

feet take 1d6 points of electricity damage at the beginning of the dragon's turn.  



Sound Imitation (Ex) A very young or older blue dragon can mimic any voice or sound it has heard by 

making a successful Bluff check against a listener's Sense Motive check. 

Deadly Stroke (Combat): As a standard action, make a single attack with the weapon for which you 

have Greater Weapon Focus against a stunned or flat-footed opponent. If you hit, you deal double 

the normal damage and the target takes 1 point of Constitution bleed. The additional damage and 

bleed is not multiplied on a critical hit. 

Shatter Defenses (Combat): Any shaken, frightened, or panicked opponent hit by you this round is 

flat-footed to your attacks until the end of your next turn. This includes any additional attacks you 

make this round. 

Frightful Presence (Ex) This special quality makes a creature's very presence unsettling to foes. 

Activating this ability is a free action that is usually part of an attack or charge. Opponents within 

range who witness the action may become frightened or shaken. The range is usually 30 feet, and the 

duration is usually 5d6 rounds. This ability affects only opponents with fewer Hit Dice or levels than 

the creature has. An affected opponent can resist the effects with a successful Will save (DC 10 + 1/2 

frightful creature's racial HD + frightful creature's Cha modifier; the exact DC is given in the creature's 

descriptive text). An opponent that succeeds on the saving throw is immune to that same creature's 

frightful presence for 24 hours. On a failed save, the opponent is shaken, or panicked if 4 HD or 

fewer. Frightful presence is a mind-affecting fear effect. 

Crush (Ex): A flying or jumping Huge or larger dragon can land on foes as a standard action, using its 

whole body to crush them. Crush attacks are effective only against opponents three or more size 

categories smaller than the dragon. A crush attack affects as many creatures as fit in the dragon's 

space. Creatures in the affected area must succeed on a Reflex save (DC equal to that of the dragon's 

breath weapon) or be pinned, automatically taking bludgeoning damage during the next round 

unless the dragon moves off them. If the dragon chooses to maintain the pin, it must succeed at a 

combat maneuver check as normal. Pinned foes take damage from the crush each round if they don't 

escape. A crush attack deals the indicated damage plus 1-1/2 times the dragon's Strength bonus. 

 

Resist Energy 

School abjuration; Level cleric 2, druid 2, paladin 2, ranger 1, sorcerer/wizard 2 

Casting Time 1 standard action 

Components V, S, DF 

Range touch 

Target creature touched 

Duration 10 min./level 

Saving Throw Fortitude negates (harmless); Spell Resistance yes (harmless) 

This abjuration grants a creature limited protection from damage of whichever one of five energy 

types you select: acid, cold, electricity, fire, or sonic. The subject gains resist energy 10 against the 

energy type chosen, meaning that each time the creature is subjected to such damage (whether from 

a natural or magical source), that damage is reduced by 10 points before being applied to the 

creature's hit points. The value of the energy resistance granted increases to 20 points at 7th level 

and to a maximum of 30 points at 11th level. The spell protects the recipient's equipment as well. 

Resist energy absorbs only damage. The subject could still suffer unfortunate side effects. 

Resist energy overlaps (and does not stack with) protection from energy. If a character is warded by 

protection from energy and resist energy, the protection spell absorbs damage until its power is 

exhausted. 

 


