DARKMANTLE Area 1

As this creature falls from the cavern roof, it opens like a hideous octopus, its thin, hook-lined tentacles connected by a fleshy web.

N Small magical beast

Init +6; Senses blindsight 90 ft., darkvision 60 ft., low-light vision; Perception +4

DEFENSE

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

hp 15 (2d10+4)

Fort +5, Ref +3, Will +0

OFFENSE

Speed 20 ft., fly 30 ft. (poor)

Melee slam +3 (1d4 plus grab)

Special Attacks grab (any size) – gets grapple with no atk of opportunity as free action with successful slam attack


constrict (1d4+4) – deals normal + constrict dmg if grapple maintained (no atk roll needed)

Spell-Like Abilities (CL 5th)


1/day – darkness

STATISTICS

Str 11, Dex 15, Con 14, Int 2, Wis 11, Cha 10

Base Atk +2; CMB +1 (+5 grapple); CMD 13 (can't be tripped)

Feats Improved Initiative

Skills Fly +5, Perception +4, Stealth +10

TACTICS

During Combat When the last PC passes beyond and underneath it, the darkmantle casts darkness and drops down on that PC to grapple and constrict.

Morale The darkmantle has nowhere to go in the tight confines of the stairway and fights to the death.

IZZIK AND SKEZZA (Tengu) Area 6a

Black feathers cover this crow-headed humanoid, and its hands and legs end in powerful talons.

Male tengu rogue 1

N Medium humanoid (tengu)

Init +3; Senses low-light vision; Perception +8

DEFENSE

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

hp 9 (1d8+1)

Fort +1, Ref +5, Will +2

OFFENSE

Speed 30 ft.

Melee dagger +3 (1d4+1 / 19-20), bite -2 (1d3)

Special Attacks sneak attack +1d6

STATISTICS

Str 12, Dex 17, Con 12, Int 10, Wis 15, Cha 8

Base Atk +0; CMB +1; CMD 14

Feats Weapon Finesse

Skills Acrobatics +7, Appraise +4, Bluff +3, Climb +5, Knowledge (local) +4, Linguistics +8, Perception +8, Stealth +9

Languages Common, Goblin, Halfling, Tengu

SQ gifted linguist, swordtrained, trapfinding (can use Disable Device to disarm magical traps)

TACTICS

Before Combat The tengus assume that anyone trying to break down the door from the other side is the lustspawn returned to kill them, and take up positions on either side of the door to take opponents by surprise and use sneak attacks on flanked enemies.

Morale Izzik and Skezza might be reasoned with, but their fear gives them a starting attitude of hostile.  If made friendly, the tengus can share what little knowledge of the ossuary they have (page 7).

GASBURST ZOMBIE Area 6e

Standing before you is a grossly bloated zombie, its rotting skin stretched and straining as if pumped full of air.

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 / piercing; Immune undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee slam +4 (1d6+4)

Special Attacks Death Burst (Ex) – When a gasburst zombie dies, it explodes in a cloud of ungol dust that fills a 10-ft.-cube surrounding the zombie.  All creatures in the area are exposed to the 

poisonous dust and must make a DC 15 Fortitude save.


   Ungol Dust – type poison (inhaled); save Fortitude DC 15; frequency 1/round for 4 rounds; initial effect 1 Cha drain; secondary effect 1d2 Cha damage; cure 1 save

STATISTICS

Str 17, Dex 10, Con -, Int -, Wis 10, Cha 10

Base Atk +1; CMB +4; CMD 14

Feats Toughness

Special Qualities staggered (Ex) – allowed only a single move or standard action each round (can single-move charge)

ERDIKHAAN (Skeletal Champion) Area 9b

This armored skeleton stands in a battle-ready pose, its weapon held high as cold blue light shines in its eye sockets.

Human skeletal champion warrior 1

NE Medium undead

Init +5; Senses darkvision 60 ft.; Perception +6

DEFENSE

AC 21, touch 12, flat-footed 19 (+8 armor, +1 Dex, +2 natural)

hp 17 (3 HD; 2d8+1d10+3)

Fort +3, Ref +1, Will +3; channel resistance +4

DR 5 / bludgeoning; Immune cold, undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee mwk ranseur +7 (2d4+4 / x3)(trip, reach – threatens 10' away, but can't use against adjacent foe)

STATISTICS

Str 17, Dex 13, Con -, Int 9, Wis 10, Cha 12

Base Atk +2; CMB +5; CMD 16

Feats Cleave (std action) – make single atk at full BAB against foe in reach; if hits, deals dmg and can make an additional atk at full BAB to a single foe adjacent to first and within reach; incurs -2 
penalty to AC until next turn

          Power Attack – take up to -1 to melee atk rolls and combat maneuvers to gain up to +3 on all melee dmg rolls; must choose to use before making atk roll and lasts until next turn (including atks 
of opportunity)

          Improved Initiative, Weapon Focus (+1 to atk roll with ranseurs)

Skills Intimidate +7, Perception +6, Stealth -1

Gear half-plate armor, masterwork ranseur

TACTICS

During Combat In the narrow confines of the crypt, Erdikhaan tries to disarm the first opponent in line, using his ranseur's reach to keep opponents at a distance or making attacks of opportunity if they try to close.  If given a choice, he focuses his attacks on melee-oriented creatures, relishing the challenge of matching his skill at arms against theirs.

Morale Erdikhaan is more than willing to sacrifice his unlife for his long-dead liege, but does not pursue opponents out of the Grand Cathedral.

LEMURE Area 9d

A roiling wave of flesh gushes forward.  Amid the fatty surge wriggle half-formed limbs and a dripping tumorous face.

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

Init +0; Senses darkvision 60 ft., see in darkness; Perception +0

DEFENSE

AC 14, touch 10, flat-footed 14 (+4 natural)

hp 13 (2d10+2)

Fort +4, Ref +3, Will +0

DR 5 / good or silver; Immune fire, mind-affecting effects, poison; Resist acid 10, cold 10

OFFENSE

Speed 20 ft.

Melee 2 claws +2 (1d4)

STATISTICS

Str 11, Dex 10, Con 12, Int -, Wis 11, Cha 5

Base Atk +2; CMB +2; CMD 12

TACTICS

During Combat Appearing as a lump of melted fat or a squat stalagmite in the middle of the tunnel, the lemure congeals into a vaguely humanoid shape when anyone enters the crypt, mindlessly attacking intruders in a wave of roiling flesh.

Morale The lemure fights to the death, returning to Hell in a burst of sulfurous smoke when slain.

GHOULS (2) Area 9e

This humanoid creature has long, sharp teeth, and its pallid flesh is stretched tightly over its starved fram.

CE Medium undead

Init +2; Senses darkvision 60 ft.; Perception +7

DEFENSE

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

hp 13 (2d8+4)

Fort +2, Ref +2, Will +5; 

Defensive Abilities channel resistance +2

Immune undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee bite +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (1d6+1 plus paralysis)

Special Attacks Disease (Su) – Ghoul Fever:  Bite-injury; save Fort DC 13; onset 1 day; frequency 1/day; effect 1d3 Con and 1d3 Dex damage; cure 2 consecutive saves.  The save DC is Cha-based.  

A humanoid who dies of ghoul fever rises as a ghoul at the next midnight.  A humanoid who becomes a ghoul in this way loses all of its former abilities.  It's not under the 

control of any other ghouls, but it hungers for the flesh of the living and behaves like a normal ghoul in all respects.  A humanoid of 4 HD or more rises as a ghast.

                           Paralysis (Su, 1d4+1 rounds, Fort DC 13, elves are immune to this affect)  A paralyzed character is frozen in place and unable to move or act.  A paralyzed character has effective Dex 

and Str scores of 0 and is helpless, but can take purely mental actions.  A winged creature flying in the air at the time that it becomes paralyzed cannot flap its wings and 

falls.  A creature can move through a space occupied by a paralyzed creature – ally or not.  Each square occupied by a paralyzed creature, however, counts as 2 squares to 

move through.

STATISTICS

Str 13, Dex 15, Con -, Int 13, Wis 14, Cha 14

Base Atk +1; CMB +2; CMD 14

Feats Weapon Finesse

Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3

Languages Common

TACTICS

Before Combat One ghoul hides in the first western alcove while the other waits in the northernmost alcove to the east.  Once intruders have passed between them, the ghouls leap out to flank and slay the victim.

During Combat The ghouls each attack the closest foe.  If one successfully paralyzes a victim, it immediately begins to feed, automatically inflicting bite damage every round.  A feeding ghoul ignores other opponents, even if attacked, until it takes 4 hit points of damage, at which point it turns on its attacker with bloody teeth and claws.

Morale The ghoul fights until destroyed.

BLOODY SKELETON Area 9f

A gore-soaked skeleton steps out from a nearby alcove wielding a rusty scimitar.

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 6 (1d8+2); fast healing 1

Fort +2, Ref +2, Will +2;

Defensive Abilities channel resistance +4, deathless (Su, see Morale); DR 5 / bludgeoning

Immune cold, undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee broken scimitar +0 (1d6), claw -3 (1d4+1) or 2 claws +2 (1d4+2)

STATISTICS

Str 15, Dex 14, Con -, Int -, Wis 10, Cha 14

Base Atk +0; CMB +2; CMD 14

Feats Improved Initiative

Gear broken chain shirt, broken scimitar

TACTICS

Morale The bloody skeleton fights until destroyed, but it reanimates 1 hour later to take up its duties once more.  It can be permanently destroyed by positive energy or if sprinkled with a vial of holy water after being destroyed in the area of a bless or hallow spell.

BROWN MOLD Area 9g

Brown mold feeds on warmth, drawing heat from anything around it.  It normally comes in patches 5 feet in diameter, and the temperature is always cold in a 30-foot radius around it.  Living creatures within 5 feet of it take 3d6 points of nonlethal cold damage.  Fire brought within 5 feet of brown mold causes the mold to instantly double in size.  Cold damage, such as from a cold of cold, instantly destroys it.

FLESH-EATING COCKROACH SWARM Area 12

Size and Movement:  10' square (if crawling or climbing), 10' cube (if flying), provokes atks of opportunity when moving into enemy square

Distraction (Ex):  living creatures that takes damage from a creature with this ability is nauseated (only action can take is a single move action) for 1 round; Fort save (DC 14) negates the effect

Light Sensitivity (Ex):  creatures with light sensitivity are dazzled (-1 penalty on atk rolls and sight-based Perception checks) in areas of bright sunlight or within the radius of a daylight spell.

Swarm Traits:  not subject to critical hits or flanking; disperses at 0 hps (lethal or nonlethal); can't be staggered or reduced to a dying state by dmg; can't be tripped, grappled, or bull rushed and can't grapple; immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Int score and a hive mind; Diminutive and Fine swarms are susceptible to high winds (such as gust of wind spell) and treated as a creature of their individual size would be

Weakness:  +50% damage from area effect attacks

During Combat:  If the armor is disturbed, the cockroaches boil forth from the neck, wrists, and ankles of the armor, attacking any living creature within reach.

RUNE GUARDIAN OF WRATH Area 13

A carved rune detaches itself from the wall and floats silently in midair, glowing with arcane energy.

N Tiny construct

Init +6; Senses darkvision 60 ft., low-light vision; Perception +3

DEFENSE

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

hp 11 (2d10)

Fort +0, Ref +2, Will +2

Immune construct traits - immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, any effect requiring a Fort save (unless it also works on objects or is harmless); not subject to nonlethal or ability dmg, ability drain, fatigue, exhaustion, or energy drain; not at risk of death from massive dmg

SR 12; Weaknesses school vulnerability (abjuration or conjuration, no SR vs. these schools)

OFFENSE

Speed fly 60 ft. (perfect)

Melee slam +2 (1d2-2) must enter target's square, provoking an attack of opportunity

Special Attacks sin magic (see below)

Spell-Like Abilities (CL 3rd)


At will – burning hands (DC 12)

STATISTICS

Str 6, Dex 15, Con -, Int 11, Wis 14, Cha 12

Base Atk +2; CMB +2; CMD 10

Feats Improved Initiative

Skills Fly +18, Perception +3, Stealth +12

Languages Thassilonian (does not speak)

TACTICS

Before Combat Seven rounds after the PCs enter the room, one of the carved runes detaches itself from the wall and flies toward the PCs.

During Combat It tries to catch as many creatures as possible with its burning hands ability, and pursues foes throughout the ossuary.

FLAPPING HEAD Area 15

	Flying Maneuver
	Fly DC
	Doable?

	Move less than half speed and remain flying
	10
	yes

	Hover
	15
	no

	Turn greater than 45° by spending 5 feet of movement
	15
	no

	Turn 180° by spending 10 feet of movement
	20
	no

	Fly up at a greater than 45° angle
	20
	no


Restrictions:  With its -6 penalty to Fly skill the flapping head can't hover (due to an automatic Fly check failure) and falls to the ground.  This means it can't use its "quick strikes" full-attack action while flying.  Whether or not it can "stand" on the ground without legs or body in order to use its "quick strikes" full-attack action without being penalized the -4 melee penalty for being prone is questionable.  In order to remain flying at the end of its turn without making a Fly check, the flapping head must move a distance greater than half its speed (minimum 20 ft.).  It can begin its next turn moving in a different direction than it ended its last turn without suffering a Fly check due to making a sharp turn, since Fly checks are only made in response to restrictions to movement during its current turn.

FALK (Dark Creeper) Area 16

Filthy, reeking black rags wrap this small humanoid from head to toe, leaving only its hands and pale white nose visible.

Dark creeper

CN Small humanoid (dark folk)

Init +3; Senses See in Darkness (Su) – sees perfectly in darkness of any kind; Perception +4

DEFENSE

AC 16, touch 14, flat-footed 13 (+2 armor, +3 Dex, +1 size)

hp 19 (3d8+6)

Fort +3, Ref +5, Will +1

Weaknesses Light Blindness (Ex) – blinded for 1 round if exposed to bright light, such as sunlight or the daylight spell, and dazzled as long as they remain in areas of bright light

OFFENSE

Speed 30 ft.

Melee dagger +6 (1d3 / 19-20 plus poison) black smear – injury; save Fort DC 15; frequency 1/round for 6 rounds; effect 1d2 Str damage; cure 1 save

Special Attacks Sneak Attack +1d6

                           Death Throes (Su) – when slain, body combusts in flash of bright white light, leaving gear in heap on ground; all creatures within 10-foot burst must make DC 13 Fort save or be 

blinded for 1d6 rounds; other dark creepers within 10 feet automatically blinded for at least 1 round, due to light blindness; Con-based save

Spell-Like Abilities (CL 3rd)


At will – darkness, detect magic

STATISTICS

Str 11, Dex 17, Con 14, Int 9, Wis 10, Cha 8

Base Atk +2; CMB +1; CMD 14

Feats Skill Focus (Sleight of Hand), Weapon Finesse

Skills Climb +8, Perception +4, Sleight of Hand +7, Stealth +12

Languages Dark Folk

Gear dagger, black smear poison [3 doses]

SQ poison use (never risk accidently poisoning themselves), rag armor (equivalent to leather armor when worn by their kind)

TACTICS

Before Combat If he hears movement or combat outside one of the doors to this room, Falk readies an action to cast darkness as soon as someone opens the door.

During Combat Falk hides in the shadows of his darkness spell and tries to sneak attack the first person to enter.  If the new arrivals have defeated the creature outside the door (either the flapping head or Yrix), Falk doesn't attack and instead tries to slip past them to escape, either via the stairs at area 18 or through the Sihedron Door at area 19.

Morale If cornered, Falk fights until reduced to 9 hit points or fewer, at which point he drops to the ground, babbling in the Dark Folk tongue, and offering all of the loot he has collected (see Treasure) if the PCs let him live.

NECROPHIDIUS Area 20

The soft scrape of bone reveals the long, sinuous skeleton of a large snake, its head a humanoid skull with a snake's jaws.

Construct Traits:  immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, any effect requiring a Fort save (unless it also works on objects or is harmless); not subject to nonlethal or ability dmg, ability drain, fatigue, exhaustion, or energy drain; not at risk of death from massive dmg

Paralyzed condition:  A paralyzed character is frozen in place and unable to move or act.  A paralyzed character has effective Dex and Str scores of 0 and is helpless, but can take purely mental actions.  A winged creature flying in the air at the time that it becomes paralyzed cannot flap its wings and falls.  A creature can move through a space occupied by a paralyzed creature – ally or not.  Each square occupied by a paralyzed creature, however, counts as 2 squares to move through.

IRON COBRA Area 21

This creature resembles a small, metallic cobra.  Its body is made of overlapping iron plates, and its eyes are pinpoints of red light.

N Small construct

Init +2; Senses darkvision 60 ft., low-light vision; Perception +0

DEFENSE

AC 20, touch 13, flat-footed 18 (+2 Dex, +7 natural, +1 size)

hp 15 (1d10+10)

Fort +0, Ref +2, Will +0

Immune construct traits - immune to death effects, disease, mind-affecting effects, necromancy effects, paralysis, poison, sleep, stun, any effect requiring a Fort save (unless it also works on objects or is harmless); not subject to nonlethal or ability dmg, ability drain, fatigue, exhaustion, or energy drain; not at risk of death from massive dmg

DR 5 / -; SR 13

OFFENSE

Speed 40 ft.

Melee bite +3 (1d6+1 plus poison) black adder venom (limit of 3 uses) – bite-injury; save Fort DC 11; frequency 1/round for 6 rounds; effect 1d2 Con damage; cure 1 save

STATISTICS

Str 12, Dex 15, Con -, Int -, Wis 11, Cha 1

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

Skills Stealth +12

SQ Find Target (Su) – unused ability, ignore

TACTICS

Before Combat The serpentine construct hides behind the sarcophagus until a creature steps foot in the vault, at which point it strikes.

FESTROGS (2) Area 22

From the shadows steps forth a hideously malformed corpse with a crooked spine and bent limbs wrapped with thick folds of sinewy muscle.  Its hairless, gray-green flesh erupts with large, swollen pustules.  As soon as it senses you, it drops to all fours and rushes forward, hungrily snapping its oversized jaws like a rabid dog.

Undead Traits:  immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

Filth Fever:  type – disease, pus exposure (see diseased pustules); save Fort DC 12; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves

SKELETAL ARCHERS (4) Area 23

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 – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee broken scimitar +0 (1d6), claw -3 (1d4+1) or 2 claws +2 (1d4+2)

Ranged shortbow +2 (1d6 / x3)(60' increments, +1 bonus on atk and dmg rolls with ranged weapons at ranges of up to 30 ft., no penalty firing into melee)

STATISTICS

Str 15, Dex 14, Con -, Int -, Wis 10, Cha 10

Base Atk +0; CMB +2; CMD 14

Feats Improved Initiative, Point-Blank Shot, Precise Shot

Gear broken chair shirt, broken scimitar, shortbow and 20 arrows

TACTICS

During Combat They open fire on any living creatures that approach within range of their darkvision (60 feet), switching to their scimitars when opponents enter melee range.

Morale The skeletal archers fight until destroyed.

ALCHEMICAL SKELETONS (1) Area 25, (4) Area 29, LULU AND FIONA, SKELETAL HANDMAIDENS Area 28

Human alchemical skeleton

NE Medium undead

Init +6; Senses darkvision 60 ft.; Perception +0

DEFENSE

AC 18, touch 12, flat-footed 16 (+2 armor, +2 Dex, +4 natural)

hp 4 (1d8)

Fort +0, Ref +2, Will +2;

Defensive Abilities channel resistance +2

DR 5 / bludgeoning

Immune cold, undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

OFFENSE

Speed 30 ft.

Melee broken scimitar +0 (1d6), claw -3 (1d4+1) or 2 claws +2 (1d4+2)

STATISTICS

Str 15, Dex 14, Con -, Int -, Wis 10, Cha 10

Base Atk +0; CMB +2; CMD 14

Feats Improved Initiative

Gear broken chair shirt, broken scimitar

TACTICS

During Combat (Area 25) They attack anything entering the room other than Svilennius or Esme.

Before Combat (Area 29) The skeletons stand motionless in the four central alcoves until living creatures enter the catacombs, at which point they emerge to attack.

ALCHEMICAL ZOMBIE Area 25, VAT ZOMBIE Area 27

This walking corpse wears only a few soiled rags, its flesh rotting off its bones as it stumbles forward, arms outstretched.

Human alchemical zombie

NE Medium undead

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

DEFENSE

AC 14, touch 10, flat-footed 14 (+4 natural)

hp 12 (2d8+3)

Fort +0, Ref +0, Will +3;

Defensive Abilities channel resistance +2

DR 5 / slashing

Immune undead traits – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

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

Special Qualities Staggered (Ex) – gets only a single move or standard action per round; can move up to its speed and attack in same round as a charge action

TACTICS

During Combat (Area 25) They attack anything entering the room other than Svilennius or Esme.

During Combat (Area 27) If the PCs refuse Svilennius's order to leave his lab, he orders the vat zombie to attack; the creature bursting through the glass walls of its vat (a free action) in a flood of pungent alchemical compounds and charging the PCs.

MR. MARROW (Zombie) Area 27

This walking corpse wears only a few soiled rags, its flesh rotting off its bones as it stumbles forward, arms outstretched.

Male human zombie

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 – immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep

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

Special Qualities Staggered (Ex) – gets only a single move or standard action per round; can move up to its speed and attack in same round as a charge action

SVILENNIUS TRIPE Area 27

Acid (2):  You can throw a flask of acid as a splash weapon.  Treat this attack as a ranged touch attack with a range increment of 10 feet (maximum 50 feet).  A direct hit deals 1d6 points of acid damage.  Every creature within 5 feet of the point where the acid hits takes 1 point of acid damage from the splash.

Alchemist's Fire (2):  You can throw a flask of alchemists's fire as a splash weapon.  Treat this attack as a ranged touch attack with a range increment of 10 feet (maximum 50 feet).  A direct hit deals 1d6 points of fire damage.  Every creature within 5 feet of the point where the flask hits takes 1 point of fire damage from the splash.  On the round following a direct hit, the target takes an additional 1d6 points of damage.  If desired, the target can use a full-round action to attempt to extinguish the flames before taking this additional damage.  Extinguishing the flames requires a DC 15 Reflex save.  Rolling on the ground provides the target a +2 bonus on the save.  Leaping into a large body of water or magically extinguishing the flames automatically smothers the fire.

Bombs (Su):  ranged touch attack; using bombs requires a standard action and provokes an attack of opportunity; range increments of 20 ft. (maximum 100 feet); splash damage always equal to bomb's minimum damage; those caught in splash damage can attempt a Reflex save for half damage

Discovery, Frost Bomb (Su):  A target is allowed a save versus the staggered condition (only) on a direct hit.

Smokestick (2):  This alchemically treated wooden stick instantly creates thick, opaque smoke when burned.  The smoke fills a 10-foot cube.  The stick is consumed after 1 round, and the smoke dissipates naturally after 1 minute.  The smoke obscures all sight, including darkvision, beyond 5 feet.  A creature within 5 feet has concealment (attacks have a 20% miss chance).  Creatures farther away have total concealment (50% miss chance, and the attacker can't use sight to locate the target).  A moderate or stronger wind (11+ mph) dissipates the smoke in 1 round.

Spear:  brace – If you use a readied action to set a brace weapon against a charge you deal double damage on a successful hit against a charging creature.

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


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

Throwing Splash Weapons:  A thrown splash weapon can target either a creature or a chosen square (AC 5), allowing for adjustments due to penalties based on range increments (-2 per).  If the splash weapon misses, a d8 is rolled to determine the direction of the miss (with 1 being closest to the character throwing it and going clockwise around the target square) and counting out a number of squares in that direction based on the number or ranged increments the weapon was thrown.  For example, if the weapon was thrown 3 ranged increments of 10 feet each (30 feet), then it would miss by 3 squares (15 feet) in the direction the die indicates.

Thunderstone (2):  You can throw this stone as a ranged attack with a range increment of 20 feet (maximum 100 feet).  When it strikes a hard surface (or is struck hard), it creates a deafening bang that is treated as a sonic attack.  Each creature within a 10-foot-radius spread must make a DC 15 Fortitude save or be deafened for 1 hour.  A deafened creature, in addition to the obvious effects, takes a -4 penalty on initiative and has a 20% chance to miscast and lose any spell with a verbal component that it tries to cast.
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Arcane Bond (Sp):  An arcane bonded ring must be worn to have effect.  If a wizard attempts to cast a spell without his bonded object worn or in hand, he must make a concentration check or lose the spell.  The DC for this check is equal to 20 + the spell's level.  If the object is a ring, it occupies the ring slot accordingly.  A bonded object can be used once per day to cast any one spell that the wizard has in his spellbook and is capable of casting, even if the spell is not prepared.  This spell is treated like any other spell cast by the wizard, including casting time, duration, and other effects dependent on the wizard's level.  This spell cannot be modified by metamagic feats (no Silent Spell) or other abilities.  The bonded object cannot be used to cast spells from the wizard's opposition schools (no resistance, detect magic, detect poison, or read magic).

Combat Casting:  You get a +4 bonus on concentration checks made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.

Command Undead:  If you use channel energy in this way, it has no other effect (it does not heal or harm nearby creatures).

Grave Touch (Sp, 5/day, 1 round):  As a standard action, you can make a melee touch attack that causes a living creature to become shaken for a number of rounds equal to 1/2 your wizard level (minimum 1).  If you touch a shaken creature with this ability, it becomes frightened for 1 round if it has fewer Hit Dice than your wizard level.  You can use this ability a number of times per day equal to 3 + your Intelligence modifier.

Magus?:  Esme's stat block mentions magus as part of her description, but since she has no magus class features it seems safe to assume this was either a legacy item that wasn't taken out in edit or magus is simply a descriptive word used to describe her creature type.

Undead Traits:  immune to bleed, damage to its 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 Fort save (unless it also works on objects or is harmless); not subject to nonlethal dmg, ability drain, or energy drain; positive energy harms and negative energy heals; immediately destroyed at 0 hps; do not breathe, eat, or sleep
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