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Primary Goal(s):  The PCs prevent the former Master of Blades' identity from being discovered.
Secondary Goal(s):  The PCs cure Vilk of lycanthropy and save Rutowski from being slain.
ACT 1: PREPARATION
1. Wolfsbane (CR 2 or CR 4 or CR 7)
Finding wolfsbane in the tangled forest requires a successful DC 15 Knowledge (nature) or Survival check, with each check representing a half-hour of searching.  A single dose of wolfsbane can be harvested as a full-round action.  The patch can be harvested for up to 5 doses (requiring five separate actions).  If the PCs fail, retreat, or decline to attempt to collect the wolfsbane, they will have no means of curing Vilk's lycanthropy and their only option will be to kill or capture the old man (failing their secondary objective).
XTABAY  [2 in subtiers 1-2, 3-4; 3 in subtier 6-7]

Knowledge (nature) 10



CR 1/2
These patches of vines are ornamented with beautiful cimson and violet flowers, the petals of which seem to bear tiny faces.
N Small plant
Init +1; Senses low-light vision, tremorsense 30 ft.; Perception +1
DEFENSE
AC 12, touch 12, flat-footed 10 (+1 Dex, +1 size)
hp 8 each (1d8+4)
Fort +6, Ref +1, Will +1
Immune acid, plant traits
OFFENSE
Speed 5 ft.
Melee 2 stings +0 (1d3-1 plus 1d2 acid)
Special Attacks devour, soporific pollen
STATISTICS
Str 8, Dex 13, Con 19, Int --, Wis 12, Cha 11
Base Atk +0; CMB -2; CMD 9 (can't be tripped)
SPECIAL ABILITIES
Devour (Ex) While a creature is under the effects of a xtabay's soporific pollen, the plant may, as a full-round action, occupy the same square as the sleeping creature and slowly sap the life from it.  Each round the xtabay uses this ability, the affected creature must make a DC 14 Fortitude save or take 1d2 points of Con damage.  This feeding is curiously painless, and normally isn't enough to waken a foe put to sleep by the plant.  Each round this feeding continues, the sleeping victim can attempt a new DC 14 Will save to awaken.  This save DC is Constitution-based.
Soporific Pollen (Ex) As a standard action, a xtabay can release sleep-inducing pollen into the air around it.  Each creature within a 10-ft.-radius burst centered on the xtabay must make a DC 14 Will save or fall asleep (helpless) for 1d3 minutes.  A creature that succeeds on the Fortitude save cannot be affected by the same xtabay's soporific pollen for 24 hours.  A creature put to sleep by this pollen can be awakened by vigorously shaking the sleeper (a standard action) or by damaging it.  This is a mind-affecting sleep affect.  The save DC is Constitution-based.
Plant Traits (Ex):  Plants are immune to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms), paralysis, poison, polymorph, sleep, and stun.
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  The ability's range is specified in the creature's descriptive text.
YOUNG ASSASSIN VINE  [1 in subtier 3-4]

Knowledge (nature) 12



CR 2
This gnarled vine, as thick as a man's arm and bearing hand-shaped leaves, convulses across the ground in an unnatural slither.
N Medium plant
Init +2; Senses blindsight 30 ft., low-light vision; Perception +1
DEFENSE
AC 16, touch 12, flat-footed 14 (+2 Dex, +4 natural)
hp 22 (4d8+4)
Fort +5, Ref +3, Will +2
Immune electricity, plant traits; Resist cold 10 and fire 101
OFFENSE
Speed 5 ft.
Melee slam +6 (1d62+4 plus grab)
Special Attacks entangle, constrict [see grab] (1d62+4)
TACTICS
Before Combat The assassin vine lies motionless until a target approaches to within its reach, requiring a DC 20 Knowledge (nature), Perception, or Survival check to notice.
During Combat The assassin vine simply attempts to hold onto one target and constrict until it stops fighting.
Morale The mindless assassin vine fights to the death or until prey flees beyond its blindsight radius.
STATISTICS
Str 16, Dex 14, Con 12, Int --, Wis 13, Cha 9
Base Atk +3; CMB +6 (+10 grapple); CMD 18
SQ camoflage
SPECIAL ABILITIES
Camoflage (Ex) Since an assassin vine looks like a normal plant when at rest, a DC 20 Perception check is required to notice it before it attacks for the first time.  Anyone with ranks in Survival or Knowledge (nature) can use either of those skills instead of Perception to notice the plant.
Entangle (Su) An assassin vine can, as a free action, cause plants within 30 feet of it to animate and grasp at foes.  This ability is otherwise similar to entangle (CL 4th, DC 13).  The save DC is Wisdom-based.

Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

Blindsight negates displacement and blur effects.
Entangle:  This spell causes tall grass, weeds, and other plants to wrap around creatures in the area of effect or those that enter the area.  Creatures that fail their save gain the entangled condition.  Creatures that make their save can move as normal, but those that remain in the area must save again at the end of your turn.  Creatures that move into the area must save immediately.  Those that fail must end their movement and gain the entangled condition.  Entangled creatures can attempt to break free as a move action, making a Strength or Escape Artist check.  The DC for this check is equal to the DC of the spell.  The entire area of effect is considered difficult terrain while the effect lasts.  If the plants in the area are covered in thorns, those in the area take 1 point of damage each time they fail a save against the entangle or fail a check made to break free.  Other effects, depending on the local plants, might be possible at GM discretion.
Quick Summary
The area is difficult terrain (all squares count as 2 for movement).

Creatures in the area make a Reflex save.

· Fail = entangled

· Success = may move as normal (through difficult terrain)

Any who enter the area make a Reflex save immediately.

· Fail = entangled and movement ends

· Success = may move normally (through difficult terrain)

Any who remain in the area at the end of the caster's turn must save again.

Entangled creatures can attempt to break free as a move action by making Strength or Escape Artist check vs. the DC of the spell.

Entangled Condition Summary
· Move at half speed

· Cannot run or charge

· -2 penalty on all attack rolls

· -4 penalty to Dexterity
Must make a concentration check (DC 15 + spell level) to cast a spell (or lose it)

Grab (Ex):  If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this ability.  If the creature can use grab on creatures of other sizes, it is noted in the creature's Special Attacks line.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
Plant Traits (Ex):  Plants are immune to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms), paralysis, poison, polymorph, sleep, and stun.
1 The young assassin vine's resistances had been reduced by 5, but nothing about the "young" template indicates this should be the case.
2 While a slam attack from a medium creature would normally cause 1d4 damage as reflected in the scenario's stat block, a normal (i.e. large) assassin vine's slam attack causes 1d8 (1 step greater than normal).  Using the "young" template causes this to decrease the damage die by 1 step to 1d6 (not 1d4).
ELDER ASSASSIN VINE1  [1 in subtier 6-7]

Knowledge (nature) 16



CR 6
This gnarled vine, as thick as a man's arm and bearing hand-shaped leaves, convulses across the ground in an unnatural slither.
N Large plant
Init +0; Senses blindsight 30 ft., low-light vision; Perception +1
DEFENSE
AC 17, touch 9, flat-footed 17 (+8 natural, -1 size)
hp 76 (9d8+36)
Fort +10, Ref +3, Will +4
Immune electricity, plant traits; Resist cold 102 and fire 10
OFFENSE
Speed 5 ft.
Melee slam +13 (1d8+12 plus grab)
Space 10 ft.; Reach 10 ft.
Special Attacks entangle, constrict [see grab] (1d8+12)
TACTICS
Before Combat The assassin vine lies motionless until a target approaches to within its reach, requiring a DC 20 Knowledge (nature), Perception, or Survival check to notice.
During Combat The assassin vine initiates combat with its entangle ability, then simply attempts to hold onto one target and constrict until it stops fighting.
Morale The mindless assassin vine fights to the death or until prey flees beyond its blindsight radius.
STATISTICS
Str 26, Dex 10, Con 18, Int --, Wis 13, Cha 9
Base Atk +6; CMB +15 (+19 grapple); CMD 25
SQ camoflage
SPECIAL ABILITIES
Camoflage (Ex) Since an assassin vine looks like a normal plant when at rest, a DC 20 Perception check is required to notice it before it attacks for the first time.  Anyone with ranks in Survival or Knowledge (nature) can use either of those skills instead of Perception to notice the plant.
Entangle (Su) An assassin vine can, as a free action, cause plants within 30 feet of it to animate and grasp at foes.  This ability is otherwise similar to entangle (CL 4th, DC 13).  The save DC is Wisdom-based.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

Blindsight negates displacement and blur effects.
Entangle:  This spell causes tall grass, weeds, and other plants to wrap around creatures in the area of effect or those that enter the area.  Creatures that fail their save gain the entangled condition.  Creatures that make their save can move as normal, but those that remain in the area must save again at the end of your turn.  Creatures that move into the area must save immediately.  Those that fail must end their movement and gain the entangled condition.  Entangled creatures can attempt to break free as a move action, making a Strength or Escape Artist check.  The DC for this check is equal to the DC of the spell.  The entire area of effect is considered difficult terrain while the effect lasts.  If the plants in the area are covered in thorns, those in the area take 1 point of damage each time they fail a save against the entangle or fail a check made to break free.  Other effects, depending on the local plants, might be possible at GM discretion.
Quick Summary
The area is difficult terrain (all squares count as 2 for movement).

Creatures in the area make a Reflex save.

· Fail = entangled

· Success = may move as normal (through difficult terrain)

Any who enter the area make a Reflex save immediately.

· Fail = entangled and movement ends

· Success = may move normally (through difficult terrain)

Any who remain in the area at the end of the caster's turn must save again.

Entangled creatures can attempt to break free as a move action by making Strength or Escape Artist check vs. the DC of the spell.
Entangled Condition Summary
· Move at half speed

· Cannot run or charge

· -2 penalty on all attack rolls

· -4 penalty to Dexterity
Must make a concentration check (DC 15 + spell level) to cast a spell (or lose it)
Grab (Ex):  If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this ability.  If the creature can use grab on creatures of other sizes, it is noted in the creature's Special Attacks line.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
Plant Traits (Ex):  Plants are immune to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms), paralysis, poison, polymorph, sleep, and stun.
1 The stat block for the elder assassin vine had so many inconsistencies with the "advanced" template it was supposed to represent I decided to leave it "as is".
2 The assassin vine's normal cold resistance had been mistakenly replaced with electrical resistance.
2. Wolf's Delight (CR 3 or CR 5 or CR 8)
Goal:  Getting in to speak to Vilk's former lover, Markov Rutowski, requires getting past his manservant Almoch.  The PCs can do this through charm, magic, or wit.  Allow for creative player solutions.  If he can be made friendly, Almoch allows the PCs an audience in exchange for a 50 gp bribe.  If helpful, he allows them an audience with Rutowski free of charge.
ALMOCH  [subtier 1-2]
LN male human aristocrat 1/warrior 2
Skill DCs Bluff DC 16; Diplomacy DC 16 (indifferent); Intimidate DC 15; Stealth DC 17
Will Save +4
Special Though thorough, Almoch remains a product of Ardis's superficial upper classes.  PCs wearing noble outfits gain a +2 circumstance bonus on Diplomacy and Intimidate checks.  A successful DC 12 Knowledge (nobility) check grants a PC enough insight into the local political climate to provide a +2 bonus on Diplomacy checks.
ALMOCH  [subtier 3-4]
LN male human aristocrat 2/warrior 3
Skill DCs Bluff DC 16; Diplomacy DC 16 (unfriendly); Intimidate DC 17; Stealth DC 21
Will Save +6
Special Though thorough, Almoch remains a product of Ardis's superficial upper classes.  PCs wearing noble outfits gain a +2 circumstance bonus on Diplomacy and Intimidate checks.  A successful DC 15 Knowledge (nobility) check grants a PC enough insight into the local political climate to provide a +2 bonus on Diplomacy checks.
ALMOCH  [subtier 6-7]
LN male human aristocrat 4/warrior 4
Skill DCs Bluff DC 17; Diplomacy DC 17 (unfriendly); Intimidate DC 20; Stealth DC 24
Will Save +7
Special Though thorough, Almoch remains a product of Ardis's superficial upper classes.  PCs wearing noble outfits gain a +2 circumstance bonus on Diplomacy and Intimidate checks.  A successful DC 19 Knowledge (nobility) check grants a PC enough insight into the local political climate to provide a +2 bonus on Diplomacy checks.
Goal:  Convincing Rutowski to part with information about Vilk requires the PCs to improve his attitude toward them to indifferent or better.
MARKOV RUTOWSKI  [subtier 1-2]
N male middle-aged half-elf aristocrat 4
Skill DCs Bluff DC 19; Diplomacy DC 22 (unfriendly); Intimidate DC 18
Will Save +5 (+7 vs. enchantments)
Special Reading Rutowski's reactions provides a subtle bonus: A DC 16 Sense Motive check grants a +2 bonus on a PC's next Bluff, Diplomacy, or Intimidate check.  If a PC examines the book Rutowski was reading, he discovers it to be a collection of Taldan poetry; a DC 10 Knowledge (history) or Profession (scribe) check recalls enough simlar poetry to impress Rutowski, granting a +4 bonus on all future Diplomacy checks with him.
MARKOV RUTOWSKI  [subtier 3-4]
N male middle-aged half-elf aristocrat 6
Skill DCs Bluff DC 21; Diplomacy DC 22 (unfriendly); Intimidate DC 20
Will Save +6 (+8 vs. enchantments)
Special Reading Rutowski's reactions provides a subtle bonus: A DC 18 Sense Motive check grants a +2 bonus on a PC's next Bluff, Diplomacy, or Intimidate check.  If a PC examines the book Rutowski was reading, he discovers it to be a collection of Taldan poetry; a DC 10 Knowledge (history) or Profession (scribe) check recalls enough simlar poetry to impress Rutowski, granting a +2 bonus on all future Diplomacy checks with him.
MARKOV RUTOWSKI  [subtier 6-7]
N male middle-aged half-elf aristocrat 6
Skill DCs Bluff DC 24; Diplomacy DC 23 (unfriendly); Intimidate DC 23
Will Save +7 (+9 vs. enchantments)
Special Reading Rutowski's reactions provides a subtle bonus: A DC 21 Sense Motive check grants a +2 bonus on a PC's next Bluff, Diplomacy, or Intimidate check.  If a PC examines the book Rutowski was reading, he discovers it to be a collection of Taldan poetry; a DC 10 Knowledge (history) or Profession (scribe) check recalls enough simlar poetry to impress Rutowski, granting a +2 bonus on all future Diplomacy checks with him.
Diplomacy:  You can change the initial attitudes of nonplayer characters with a successful check.  The DC of this check depends on the creature's starting attitude toward you, adjusted by its CHA modifier.  You cannot use Diplomacy to influence a given creature's attitude more than once in a 24 hour period.1  If a request is refused, the result does not change with additional checks, although other requests might be made.
Succeed:  If you succeed, the character's attitude toward you is improved by one step (Hostile to Unfriendly to Indifferent to Friendly to Helpful).  For every 5 by which your check result exceeds the DC, the character's attitude toward you increases by one additional step.  A creature's attitude cannot be shifted more than two steps up in this way, although the GM can override this rule in some situations.
Fail:  If you fail the check by 4 or less, the character's attitude toward you is unchanged.  If you fail by 5 or more, the character's attitude toward you is decreased by one step.
Intimidate:  You can use intimidate to force an opponent to act friendly toward you for 1d6 x 10 minutes with a successful check.  The DC of this check is equal to 10 + the target's Hit Dice + the target's Wisdom modifier.
Succeed:  If successful, the opponent will:

· give you information you desire

· take actions that do not endanger it

· offer other limited assistance

After the intimidate expires, the target treats you as unfriendly and may report you to local authorities.
Fail:  If you fail this check by 5 or more, the target attempts to deceive you or otherwise hinder your activities.
You can attempt to intimidate an opponent again, but each additional check increases the DC by +5.  This increase resets after one hour has passed.

Encounter Failure:  Should players fail to earn the courtesan's respect or to otherwise persuade him to share what he knows, Erudyta instead provides them with Judge Prodowca's name after his own independent research, though they don't gain the listed rewards for this encounter.
1 This restriction will most likely require multiple party members to make Diplomacy checks in order to reach the needed attitude to succeed at the goals for this encounter.
ACT 2: THE HUNT
1. Wolfpack (CR 3 or CR 5 or CR 8)
The courtroom benches and chairs count as rough terrain, but do not directly block movement.  The bar and tables are low barriers, requiring a DC 5 Acrobatics check to leap over.  Standing atop the judge's bench provides partial cover from low attackers (such as the wolfhounds) and provides a +1 circumstance bonus on attacks against opponents on the ground, but is tall enough to require a DC 10 Acrobatics or Climb check to mount.  Judge Pradowca has 14 hps and AC 12.

FERAL WOLFHOUNDS  [6 dogs in subtier 1-2]

Knowledge (nature) 5



CR 1/3
These tall, muscular dogs have a rough coats and a hungry look in their dark brown eyes.
N Small animal
Init +1; Senses low-light vision, scent; Perception +8
DEFENSE
AC 13, touch 12, flat-footed 12 (+1 Dex, +1 natural, +1 size)
hp 6 each (1d8+2)
Fort +4, Ref +3, Will +1
OFFENSE
Speed 40 ft.
Melee bite +2 (1d4+1)
TACTICS
Before Combat The wolfhounds fixate on Judge Pradowca unless the PCs interfere.
During Combat The wolfhounds attack Judge Pradowca unless attacked directly.  If one member of the pack is attacked, all wolfhounds focus on the most recent attacker before moving on.
Morale The wolfhounds flee if half their number are killed.
STATISTICS
Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +0; CMB +0; CMD 11 (15 vs. trip)
Feats Skill Focus (Perception)
Skills Acrobatics +1 (+9 jumping), Perception +8, Survival +1 (+5 scent tracking); Racial Modifiers +4 Acrobatics when jumping, +4 Survival when tracking by scent

FERAL WOLFHOUNDS  [4 wolves in subtier 3-4]

Knowledge (nature) 6



CR 1
These tall, muscular dogs have a rough coats and a hungry look in their dark brown eyes.
N Medium animal
Init +2; Senses low-light vision, scent; Perception +8
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 13 each (2d8+4)
Fort +5, Ref +5, Will +1
OFFENSE
Speed 50 ft.
Melee bite +2 (1d6+1 plus trip)
TACTICS
Before Combat The wolfhounds fixate on Judge Pradowca unless the PCs interfere.
During Combat The wolfhounds attack Judge Pradowca unless attacked directly.  If one member of the pack is attacked, all wolfhounds focus on the most recent attacker before moving on.
Morale The wolfhounds flee if half their number are killed.
STATISTICS
Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Skill Focus (Perception)
Skills Perception +8, Stealth +6, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent

SHADOWBLOOD WOLFHOUNDS  [4 in subtier 6-7]
Knowledge (nature) 9



CR 4
These tall, muscular dogs have a rough coats and a hungry look in their dark brown eyes.
N Medium animal
Init +3; Senses low-light vision, scent; Perception +9
DEFENSE
AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural)
hp 42 each (5d8+20)
Fort +7, Ref +7, Will +4
OFFENSE
Speed 50 ft.
Melee bite +7 (1d6+4 plus trip), 2 claws +7 (1d4+4)
TACTICS
Before Combat The wolfhounds fixate on Judge Pradowca unless the PCs interfere.
During Combat The wolfhounds attack Judge Pradowca unless attacked directly.  If one member of the pack is attacked, all wolfhounds focus on the most recent attacker before moving on.
Morale The wolfhounds flee if half their number are killed.
STATISTICS
Str 19, Dex 16, Con 17, Int 2, Wis 12, Cha 6
Base Atk +3; CMB +7; CMD 20 (24 vs. trip)
Feats Iron Will, Skill Focus (Perception), Toughness
Skills Perception +9, Stealth +8, Survival +5
2. Wolfless (CR 2 or CR 4 or CR 7)
The water in the collecting chamber is 2 feet deep and counts as difficult terrain.  Anyone taking slashing or piercing damage in the sewers must make an immediate DC 12 Fort save or contract filth fever (type disease, injury; save Fort DC 12; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves).  Remember that creatures in dim light have partial concealment and creatures in darkness have concealment.

GELATINOUS CUBE  [1 in subtier 3-4]


Knowledge (dungeoneering) 13



CR 3
Bits of broken weapons, coins, and a partially digested skeleton are visible inside this quivering cube of slime.
N Large ooze
Init -5; Senses blindsight 60 ft.; Perception -5
DEFENSE
AC 4, touch 4, flat-footed 4 (-5 Dex, -1 size)
hp 50 (4d8+32)
Fort +9, Ref -4, Will -4
Immune electricity, ooze traits
OFFENSE
Speed 15 ft.
Melee slam +2 (1d6 plus 1d6 acid)
Space 10 ft.; Reach 5 ft.
Special Attacks engulf, paralysis
TACTICS
Before Combat The ooze approaches from beneath the water's surface, gaining a +4 bonus on its Stealth check due to the cover [giving it a +0 with its -4 Dex penalty].  It attempts to surprise any prey stumbling into its territory.
During Combat The ooze fights mindlessly, focusing on a single opponent until its target dies.
Morale The ooze fights to the death.
STATISTICS
Str 10, Dex 1, Con 26, Int --, Wis 1, Cha 1
Base Atk +3; CMB +4; CMD 9 (can't be tripped)
SQ transparent
SPECIAL ABILITIES
Acid (Ex) A gelatinous cube's acid does not harm metal or stone.
Engulf (Ex) Although it moves slowly, a gelatinous cube can simply engulf large or smaller creatures in its path as a standard action.  It cannot make a slam attack during a round in which it engulfs.  The gelatinous cube merely has to move over the opponents, affecting as many as it can cover.  Opponents can make attacks of opportunity against the cube, but if they do so they are not entitled to a saving throw.  Those who do not attempt attacks of opportunity can attempt a DC 12 Reflex save to avoid being engulfed – on a success, they are pushed back or aside (opponent's choice) as the cube moves forward.  Engulfed creatures are subject to the cube's paralysis and acid, gain the pinned condition, are in danger of suffocating, and are trapped within its body until they are no longer pinned.  The save DC is Strength-based.
Paralysis (Ex) A gelatinous cube secretes an anesthetizing slime.  A target hit by a cube's melee or engulf attack must succeed on a DC 20 Fortitude save or be paralyzed for 3d6 rounds.  The cube can automatically engulf a paralyzed opponent.  The save DC is Constitution-based.
Transparent (Ex) Due to its lack of coloration, a gelatinous cube is difficult to discern.  A DC 15 Perception check is required to notice a motionless gelatinous cube.  Any creature that fails to notice a gelatinous cube and walks into it is automatically engulfed.

Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.  Blindsight negates displacement and blur effects.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.
Ooze Traits:  Oozes have no intelligent score (unless otherwise noted), and immunity to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms).  An ooze with an intelligence score loses this trait.  They are blind (but have the blindsight special quality) with immunity to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.  They are immune to poison, sleep effects, paralysis, polymorph, and stunning.  They are not subject to critical hits or flanking and do not take additional damage from precision-based attacks, such as sneak attack.  Oozes eat and breathe, but do not sleep.
Suffocation:  A character who has no air to breathe can hold her breath for 2 rounds per point of Constitution.  If a character takes a standard or full-round action, the remaining duration that the character can hold her breath is reduced by 1 round.  After this period of time, the character must make a DC 10 Constitution check in order to continue holding her breath.  The check must be repeated each round, with the DC increasing by +1 for each previous success.  When the character fails one of these Constitution checks, she begins to suffocate.  In the first round, she falls unconscious (0 hit points; helpless).  In the following round, she drops to -1 hit points and is dying.  In the third round, she suffocates.
GIANT AMOEBA  [1 in subtier 1-2]


Knowledge (dungeoneering) 11



CR 1
This blob of protoplasm is somewhat transparent, allowing the bones of undigested meals and a dark nucleus to be seen within.
N Small ooze (aquatic)
Init -5; Senses blindsight 30 ft.; Perception -5
DEFENSE
AC 6, touch 6, flat-footed 6 (-5 Dex, +1 size)
hp 15 (2d8+6)
Fort +3, Ref -5, Will -5
Defensive Abilities ooze traits
OFFENSE
Speed 10 ft., climb 10 ft., swim 20 ft.
Melee slam +3 (1d3+1 plus 1d3 acid and grab)
Special Attacks constrict [see grab] (1d3+1 plus 1d3 acid)
TACTICS
Before Combat The ooze approaches from beneath the water's surface, gaining a +4 bonus on its Stealth check due to the cover [giving it a +0 with its -4 Dex penalty].  It attempts to surprise any prey stumbling into its territory.
During Combat The ooze fights mindlessly, focusing on a single opponent until its target dies.
Morale The ooze fights to the death.
STATISTICS
Str 12, Dex 1, Con 16, Int --, Wis 1, Cha 1
Base Atk +1; CMB +1 (+5 grapple); CMD 6 (can't be tripped)
Skills Climb +9, Swim +9; Racial Modifiers +8 Climb, +8 Swim
SQ amphibious
OCHRE JELLY  [1 in subtier 6-7]


Knowledge (dungeoneering) 15



CR 5
This yellow-orange amoeboid creature slithers across the ground, pseudopods grasping ahead of its slow approach.
N Large ooze
Init -5; Senses blindsight 60 ft.; Perception -5
DEFENSE
AC 4, touch 4, flat-footed 4 (-5 Dex, -1 size)
hp 63 (6d8+36)
Fort +8, Ref -3, Will -3
Defensive Abilities split; Immune electricity, mind-affecting effects, ooze traits, slashing and piercing damage
OFFENSE
Speed 10 ft., climb 10 ft.
Melee slam +5 (2d4+3 plus 1d4 acid and grab)
Space 10 ft.; Reach 5 ft.
Special Attacks constrict [see grab] (2d4+3 plus 1d4 acid)
TACTICS
Before Combat The ooze approaches from beneath the water's surface, gaining a +4 bonus on its Stealth check due to the cover [giving it a +0 with its -4 Dex penalty].  It attempts to surprise any prey stumbling into its territory.
During Combat The ooze fights mindlessly, focusing on a single opponent until its target dies.
Morale The ooze fights to the death.
STATISTICS
Str 14, Dex 1, Con 22, Int --, Wis 1, Cha 1
Base Atk +4; CMB +7 (+11 grapple); CMD 12 (can't be tripped)
Skills Climb +10
SPECIAL ABILITIES
Acid (Ex) An ochre jelly secretes a digestive acid that dissolves only flesh (not bone) when it strikes a foe – creatures not made of flesh (including most constructs and oozes, skeletal undead, plants, and incorporeal creatures) are immune to the ochre jelly's acid damage.
Split (Ex) Slashing weapons, piercing weapons, and electricity attacks deal no damage to an ochre jelly.  Instead the creature splits into two identical jellies, each with half of the original creature's current hit point total, rounded down.  A jelly with 10 hit points or less cannot be further split and dies if reduced to 0 hit points.
Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.  Blindsight negates displacement and blur effects.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.
Grab (Ex):  If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  Unless otherwise noted, grab can only be used against targets of a size equal to or smaller than the creature with this ability.  If the creature can use grab on creatures of other sizes, it is noted in the creature's Special Attacks line.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
Ooze Traits:  Oozes have no intelligent score (unless otherwise noted), and immunity to all mind-affecting effects (charms, compulsions, morale effects, patterns, and phantasms).  An ooze with an intelligence score loses this trait.  They are blind (but have the blindsight special quality) with immunity to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.  They are immune to poison, sleep effects, paralysis, polymorph, and stunning.  They are not subject to critical hits or flanking and do not take additional damage from precision-based attacks, such as sneak attack.  Oozes eat and breathe, but do not sleep.
WEAKENED SPIDER SWARM  [1 in subtier 1-2]

Knowledge (nature) 5



CR 1/2
An awful, scuttling mass of legs and mandibles scrambles forward out of the darkness.
N Diminutive vermin (swarm)
Init +2; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size)
hp 4 (1d8)
Fort +2, Ref +2, Will +0
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 10)
STATISTICS
Str 1, Dex 15, Con 10, Int --, Wis 10, Cha 2
Base Atk +0; CMB --; CMD --
Skills Climb +10, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 10; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save.  The save DC is Constitution-based.
SPIDER SWARM  [1 in subtier 3-4]


Knowledge (nature) 6



CR 1
An awful, scuttling mass of legs and mandibles scrambles forward out of the darkness.
N Diminutive vermin (swarm)
Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size)
hp 9 (2d8)
Fort +3, Ref +3, Will +0
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11)
STATISTICS
Str 1, Dex 17, Con 10, Int --, Wis 10, Cha 2
Base Atk +1; CMB --; CMD --
Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save.  The save DC is Constitution-based.
CENTIPEDE SWARM  [1 in subtier 6-7]


Knowledge (nature) 9



CR 4
A writhing mass of legs and poisonous pincers swarms across the ground in a deadly, undulating wave.
N Diminutive vermin (swarm)
Init +4; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 18, touch 18, flat-footed 14 (+4 Dex, +4 size)
hp 31 (9d8-9)
Fort +5, Ref +7, Will +3
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
OFFENSE
Speed 30 ft., climb 30 ft.
Melee swarm (2d6 plus poison)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 13), poison
STATISTICS
Str 1, Dex 19, Con 8, Int --, Wis 10, Cha 2
Base Atk +6; CMB --; CMD --
Feats Weapon Finesse
Skills Climb +12, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 13; frequency 1/round for 6 rounds; effect 1d4 Dex damage; cure 1 save.  The save DC is Constitution-based and includes a +2 racial bonus.
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as a gust of wind spell) and treated as a creature of their individual size.
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  Aquatic creatures with tremorsense can also sense the location of creatures moving through water.  The ability's range is specified in the creature's descriptive text.
ACT 3: TO CATCH A KILLER
2. The Old Wolf (CR 3 or CR 6 or CR 9)
PCs can avoid this fight if they improve the Midnight Mauler's attitude from hostile to helpful.  An initial DC 24 Diplomacy check is required to improve it to unfriendly (indifferent if it exceeds the check by 5).  Since an individual can't influence a given creature's attitude more than once every 24 hours, the PCs need to make multiple attempts with different party members to get the Mauler to surrender.  Remember to reduce the DC by 5 for each step the previous check improved his attitude.  If his attitude improves to indifferent or better then he is open to answering questions.  If at any time the PCs fail a Diplomacy check by 5 or more, the Mauler attacks.

The streets are dimly illuminated providing concealment (20% miss chance) to creatures versus those without a light source or darkvision.  The rooftops of the surrounding shops are only 8 feet high, allowing players or the Mauler to leap up onto them as part of a move with a DC 32 Acrobatics check or leap and pull themselves up as a move action with only a DC 10 Acrobatics check.

See "A Bitter Cure" inset on page 19 of the scenario for details on administering Vilk the cure (and its effects).
THE MIDNIGHT MAULER (HYBRID FORM)  [subtier 1-2]


Knowledge (local) 13


CR 3
Male venerable human afflicted werewolf fighter 3/rogue 1

NE Medium humanoid (human, shapechanger)
Init -1; Senses low-light vision, scent; Perception +8
DEFENSE
AC 16, touch 9, flat-footed 16 (+3 armor, -1 Dex, +4 natural)
hp 28 (3d10+1d8+3)
Fort +4, Ref +3, Will +5; +1 vs. fear
Defensive Abilities bravery +1; DR 5/silver
OFFENSE
Speed 50 ft.
Melee mwk short sword +5 (1d6/19-20), bite -2 (1d6)
Ranged dagger +2 (1d4/19-20)
Special Attacks sneak attack +1d6
TACTICS1
Before Combat The Midnight Mauler keeps his back to a wall while conversing with the PCs.
During Combat The Mauler prefers to tackle opponents one-on-one, and backs himself into corners or leaps onto rooftops to keep from being surrounded and overwhelmed.  He prefers to use a full attack, but if forced to move to prevent flanking or to isolate a foe, he falls back on his Vital Strike feat.
Morale The Midnight Mauler fights until slain or cured.
STATISTICS
Str 11, Dex 9, Con 11, Int 14, Wis 17, Cha 9
Base Atk +3; CMB +3; CMD 12
Feats Combat Reflexes, Two-Weapon Defense*, Two-Weapon Fighting*, Vital Strike, Weapon Focus (short sword)
Skills Acrobatics +6 (+14 jump), Bluff +3, Climb +7, Diplomacy +3, Disable Device +3, Disguise +3, Escape Artist +3, Intimidate +6, Knowledge (local) +6, Perception +8, Profession (scribe) +7, Sense Motive +7, Stealth +6
Languages Common, Elven, Varisian
SQ armor training 1, change shape (human, hybrid, and wolf; polymorph), lycanthropic empathy (wolves and dire wolves), trapfinding +1
Gear studded leather, daggers (5), mwk short swords (2), cloak of resistance +1, 46 pp, 8 gp
SPECIAL ABILITIES
Venerable (Ex) Because of his advanced age, the Midnight Mauler no longer gains any benefit from several of his feats (denoted with an asterisk), reducing his challenge rating by 1.
Combat Reflexes (+0, 1/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
FERAL WOLFHOUND  [1 dog in subtier 1-2]

Knowledge (nature) 5



CR 1/3
This tall, muscular dog has a rough coat and a hungry look in its dark brown eyes.
N Small animal
Init +1; Senses low-light vision, scent; Perception +8
DEFENSE
AC 13, touch 12, flat-footed 12 (+1 Dex, +1 natural, +1 size)
hp 6 (1d8+2)
Fort +4, Ref +3, Will +1
OFFENSE
Speed 40 ft.
Melee bite +2 (1d4+1)
TACTICS
Before Combat The wolfhound lurks in the shadows until called by the Midnight Mauler.
During Combat The wolfhound uses pack tactics to protect the Midnight Mauler, flanking when possible, and focusing on any who directly threaten his master.
Morale The wolfhound fights to the death.
STATISTICS
Str 13, Dex 13, Con 15, Int 2, Wis 12, Cha 6
Base Atk +0; CMB +0; CMD 11 (15 vs. trip)
Feats Skill Focus (Perception)
Skills Acrobatics +1 (+9 jumping), Perception +8, Survival +1 (+5 scent tracking); Racial Modifiers +4 Acrobatics when jumping, +4 Survival when tracking by scent
1 There are no tactics detailed for The Midnight Mauler's stat block for subtier 1-2.  However, the "Tactics" for subtier 3-4 appear appropriate for all of the subtiers and have been added here for convenience and balance.
THE MIDNIGHT MAULER (HYBRID FORM)  [subtier 3-4]


Knowledge (local) 15


CR 5
Male venerable human afflicted werewolf fighter 4/rogue 2

NE Medium humanoid (human, shapechanger)
Init -1; Senses low-light vision, scent; Perception +8
DEFENSE
AC 18, touch 9, flat-footed 18 (+5 armor, -1 Dex, +4 natural)
hp 45 (4d10+2d8+10)
Fort +5, Ref +4, Will +5; +1 vs. fear
Defensive Abilities bravery +1, evasion; DR 5/silver
OFFENSE
Speed 50 ft.
Melee mwk short sword +7 (1d6+2/19-20), bite +0 (1d6)
Ranged dagger +4 (1d4/19-20)
Special Attacks sneak attack +1d6
TACTICS

Before Combat The Midnight Mauler keeps his back to a wall while conversing with the PCs.
During Combat The Mauler prefers to tackle opponents one-on-one, and backs himself into corners or leaps onto rooftops to keep from being surrounded and overwhelmed.  He prefers to use a full attack, but if forced to move to prevent flanking or to isolate a foe, he falls back on his Vital Strike feat.
Morale The Midnight Mauler fights until slain or cured.
STATISTICS
Str 11, Dex 9, Con 11, Int 14, Wis 17, Cha 9
Base Atk +5; CMB +5; CMD 14
Feats Combat Reflexes, Power Attack*, Toughness, Two-Weapon Defense*, Two-Weapon Fighting*, Vital Strike, Weapon Focus (short sword), Weapon Specialization (short sword)
Skills Acrobatics +8 (+16 jump), Bluff +4, Climb +9, Diplomacy +4, Disable Device +4, Disguise +4, Escape Artist +4, Intimidate +8, Knowledge (local) +7, Perception +8, Profession (scribe) +8, Sense Motive +8, Stealth +8
Languages Common, Elven, Varisian
SQ armor training 1, change shape (human, hybrid, and wolf; polymorph), lycanthropic empathy (wolves and dire wolves), trapfinding +1
Gear +1 chain shirt, daggers (5), mwk short swords (2), cloak of resistance +1, 33 pp, 6 gp
SPECIAL ABILITIES
Venerable (Ex) Because of his advanced age, the Midnight Mauler no longer gains any benefit from several of his feats (denoted with an asterisk), reducing his challenge rating by 1.

Combat Reflexes (+0, 1/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
FERAL WOLFHOUND  [1 wolf in subtier 3-4]

Knowledge (nature) 6



CR 1
This tall, muscular dog has a rough coat and a hungry look in its dark brown eyes.
N Medium animal
Init +2; Senses low-light vision, scent; Perception +8
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +1
OFFENSE
Speed 50 ft.
Melee bite +2 (1d6+1 plus trip)
TACTICS
Before Combat The wolfhound lurks in the shadows until called by the Midnight Mauler.
During Combat The wolfhound uses pack tactics to protect the Midnight Mauler, flanking when possible, and focusing on any who directly threaten his master.
Morale The wolfhound fights to the death.
STATISTICS
Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Skill Focus (Perception)
Skills Perception +8, Stealth +6, Survival +1 (+5 scent tracking); Racial Modifiers +4 Survival when tracking by scent
THE MIDNIGHT MAULER (HYBRID FORM)  [subtier 6-7]


Knowledge (local) 18


CR 8
Male venerable human afflicted werewolf fighter 6/rogue 3

NE Medium humanoid (human, shapechanger)
Init -1; Senses low-light vision, scent; Perception +9
DEFENSE
AC 19, touch 9, flat-footed 19 (+6 armor, -1 Dex, +4 natural)
hp 74 (6d10+3d8+24)
Fort +8, Ref +5, Will +7; +2 vs. fear
Defensive Abilities bravery +2, evasion, trap sense +1; DR 5/silver
OFFENSE
Speed 50 ft.
Melee +1 short sword +12/+7 (1d6+4/17-20), bite +4 (1d6+1)
Ranged dagger +8/+31 (1d4+2/19-20)
Special Attacks weapon training (light blades +1), sneak attack +2d6
TACTICS2
Before Combat The Midnight Mauler keeps his back to a wall while conversing with the PCs.
During Combat The Mauler prefers to tackle opponents one-on-one, and backs himself into corners or leaps onto rooftops to keep from being surrounded and overwhelmed.  He prefers to use a full attack, but if forced to move to prevent flanking or to isolate a foe, he falls back on his Vital Strike feat.
Morale The Midnight Mauler fights until slain or cured.
STATISTICS
Str 13, Dex 9, Con 12, Int 14, Wis 17, Cha 9
Base Atk +8; CMB +9; CMD 18
Feats Cleave, Combat Reflexes, Great Cleave, Improved Critical (short sword), Power Attack, Toughness, Two-Weapon Defense*, Two-Weapon Fighting*, Vital Strike, Weapon Focus (short sword), Weapon Specialization (short sword)
Skills Acrobatics +11 (+19 jump), Bluff +5, Climb +13, Diplomacy +5, Disable Device +5, Disguise +5, Escape Artist +5, Intimidate +11, Knowledge (local) +8, Perception +9, Profession (scribe) +9, Sense Motive +9, Stealth +11
Languages Common, Elven, Varisian
SQ armor training 1, change shape (human, hybrid, and wolf; polymorph), lycanthropic empathy (wolves and dire wolves), rogue talents (combat trick), trapfinding +1
Gear +2 chain shirt, +1 short swords (2), belt of giant strength +2, cloak of resistance +1, daggers (5)1, 5 opals worth 200 gp each, 80 pp, 34 gp
SPECIAL ABILITIES
Venerable (Ex) Because of his advanced age, the Midnight Mauler no longer gains any benefit from several of his feats (denoted with an asterisk), reducing his challenge rating by 1.
Cleave:  As a standard action, you can make a single attack at your full base attack bonus against a foe within reach.  If you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is adjacent to the first and also within reach.  You can only make one additional attack per round with this feat.  When you use this feat, you take a -2 penalty to your AC until your next turn.
Combat Reflexes (+0, 1/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Great Cleave:  As a standard action, you can make a single attack at your full base attack bonus against a foe within reach.  If you hit, you deal damage normally and can make an additional attack (using your full base attack bonus) against a foe that is adjacent to the first and also within reach.  If you hit, you can continue to make attacks against foes adjacent to the previous foe, so long as they are within your reach.  You cannot attack an individual foe more than once during this attack action.  When you use this feat, you take a -2 penalty to your AC until your next turn.
Power Attack [-3 atk/+6 dmg, +1 short sword; -3 atk/+3 dmg, bite, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
SHADOWBLOOD WOLFHOUND  [1 in subtier 6-7]
Knowledge (nature) 9



CR 4
This tall, muscular dog has a rough coat and a hungry look in its dark brown eyes.
N Medium animal
Init +3; Senses low-light vision, scent; Perception +9
DEFENSE
AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural)
hp 42 (5d8+20)
Fort +7, Ref +7, Will +4
OFFENSE
Speed 50 ft.
Melee bite +7 (1d6+4 plus trip), 2 claws +7 (1d4+4)
TACTICS2
Before Combat The wolfhound lurks in the shadows until called by the Midnight Mauler.
During Combat The wolfhound uses pack tactics to protect the Midnight Mauler, flanking when possible, and focusing on any who directly threaten his master.
Morale The wolfhound fights to the death.
STATISTICS
Str 19, Dex 16, Con 17, Int 2, Wis 12, Cha 6
Base Atk +3; CMB +7; CMD 20 (24 vs. trip)
Feats Iron Will, Skill Focus (Perception), Toughness
Skills Perception +9, Stealth +8, Survival +5
1 The Midnight Mauler's stat block as published lists multiple ranged attacks with a thrown weapon (daggers which are missing from his list of gear and have been added here).  Without the Quick Draw feat he can only make iterative attacks with thrown weapons as a full-round action if he has both weapons in hand at the beginning of his turn due to the need to use a move action to draw them.
2 There are no tactics detailed for the subtier 6-7 stat blocks.  However, the "Tactics" for subtier 3-4 appear appropriate for all of the subtiers and have been added here for convenience and balance.  Some adjustment may need to be made with the addition of the Cleave and Great Cleave feats in the Midnight Mauler's stat block.
TREASURE
ELIXIR OF TUMBLING
Aura faint transmutation; CL 5th
Slot --; Price 250 gp; Weight --
DESCRIPTION
This draught of liquid grants the drinker the ability to tumble about, avoiding attacks and moving carefully across nearly any surface, granting a +10 competence bonus on Acrobatics checks for 1 hour.

SWORD OF STATION
Aura faint abjuration and enchantment; CL 1st
Slot belt; Price 360 gp (lesser), 1,680 gp (normal), 4,120 gp (greater); Weight 5 lbs.
DESCRIPTION
This ornate sword and belt impart uncanny confidence and insight while worn, granting a +2 competence bonus on Sense Motive checks.  Three times per day, the wearer may draw the sword and deliver a single-word command, as per the spell.  Lesser versions of swords of station exist that allow the wearer to cast command once per day, but they lack the confidence-boosting enhancements.  Greater swords of station improve the competence bonus on Sense Motive checks to +5.  A sword of station is blunted and poorly balanced, intended as a showpiece rather than a weapon.  If used in combat, treat it as an improvised club.
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