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Success Conditions (1 PP):  Whether they discover and clear the old shrine through information gleaned through diplomacy or find the hideout as a result of a successful ambush is up to the PCs.  The PCs' mission fails if they don't catch or kill the murderer by the fourth night after arriving and kill or drive Avalexi off.
Ambushing the Murderer

The PCs use their skills to set up an ambush.  They may use Bluff checks if acting as the lure (required); Disguise or Knowledge (religion) if helping to set up the lure's outfit; Stealth if lying in wait; or Perception if acting as a lookout.  Allow the PCs to select where on the alley map they are located.


There is a base 20% chance of the killer appearing.  Each successful DC 20 skill check increases this by 20% with a 100% meaning the murderer automatically falls for the ambush.  Rolls d% each morning.  If the d% roll exceeds the final chance for success, the murderer claims another victim elsewhere in the city.


If the lure is successful the Scarlet Son shows up an hour before dawn, dropping Zadendi off at street level just around the corner from the alley.  Allow a Perception check, opposed by his Stealth check to see if he is spotted.  He takes up a perch on a ledge overlooking the alley.
ZADENDI  [female half-elf cleric of Shax 5/rogue 1]

Knowledge (local) 15




CR 5


Ambush and/or Shrine to Shax
This grim-faced, red-headed half-elf slowly twirls a blood-stained dagger.
CE Medium humanoid (elf, human)
Init +2; Senses low-light vision; Perception +8
DEFENSE
AC 20, touch 15, flat-footed 17 (+4 armor, +2 deflection, +2 Dex, +1 dodge, +1 shield)
hp 49 (6d8+23)
Fort +6, Ref +5, Will +6; +2 vs. enchantment
OFFENSE
Speed 30 ft.
Melee +1 dagger +8 [+7]1 (1d4+4/19-20)
Special Attacks channel negative energy 3/day (DC 12 [15 with Scarlet Son's desecrate], 3d6), destructive smite (+2 [melee damage], 5/day), sneak attack +1d6
Domain Spell-Like Abilities (CL 5th; concentration +7)


5/day – inspiring word (2 rounds)
Cleric Spells Prepared (CL 5th; concentration +7)

3rd – animate dead2, magic vestmentD, searing light

2nd – cure moderate wounds, enthrallD (DC 14), hold person (DC 14), silence (DC 14), spiritual weapon

1st – cause fear (DC 13), cure light wounds, divine favorD, obscuring mist, shield of faith

0 (at will) – bleed (DC 12), detect magic, guidance, light

D domain spell; Domains Destruction, Nobility
TACTICS
Before Combat Zadendi casts magic vestment and shield of faith on herself.
During Combat Zadendi is expecting a single target, and does her best to quickly slay that target as long as she believes her victim to be alone.
Morale As soon as Zadendi realizes that she's been ambushed, she backs out of the alley (and out of the area of the silence) as soon as she can in order to use her magic.  She continues her fighting retreat until brought below 20 hit points, at which point she puts all of her energy into escaping.  Clever PCs can let her "escape," and if they do, they can trail her all the way to the shrine if the Scarlet Son has fled already (thus forcing Zadendi to flee on foot).
STATISTICS
Str 16, Dex 14, Con 15, Int 8, Wis 14, Cha 10
Base Atk +3; CMB +6; CMD 19
Feats Dodge, Skill Focus (Stealth), Power Attack, Toughness
Skills Bluff +8, Knowledge (nobility) +3, Knowledge (religion) +6, Perception +8, Stealth +12
Languages Common
SQ profane gift (+2 Con from Avalexi), trapfinding +1
Combat Gear masterwork studded leather, buckler, +1 dagger [CL 3rd], cloak of elvenkind [CL 3rd], brass key in the shape of a holy symbol of Sarenrae (key to the Old Shrine)
Domain, Destruction; Destructive Smite (Su):  You gain the destructive smite power: the supernatural ability to make a single melee attack with a morale bonus on damage rolls equal to 1/2 your cleric level (minimum 1).  You must declare the destructive smite before making the attack.  You can use this ability a number of times per day equal to 3 + your Wisdom modifier.
Domain, Nobility; Inspiring Word (Sp):  As a standard action, you can speak an inspiring word to a creature within 30 feet.  That creature receives a +2 morale bonus on attack rolls, skill checks, ability checks, and saving throws for a number of rounds equal to 1/2 your cleric level (minimum 1).  You can use this power a number of times per day euqal to 3 + your Wisdom modifier.
Power Attack [-1 atk/+2 dmg]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
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 her 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 with a free action (causing 2d6 Charisma drain to the victim, no save).
Cleric Spells Prepared (CL 5th; concentration +7)
Animate Dead2 [necromancy [evil]; V, S, M; touch, one or more corpses touched; instantaneous]:  creates up to 10 HD [20 HD if Scarlet Son's desecrate is active] of 
undead; creating special undead count as double normal HD; can follow or remain in area and attack any creature
Bleed [necromancy; V, S; 35 ft. range; 1 living creature; DC 12 Will]:  target below 0 hps begins bleeding
Cause Fear [necromancy [emotion, fear, mind-affecting]; V, S; 35 ft. range; 1 living creature with 5 or fewer HD; 1d4 rounds or 1 round; DC 13 Will partial]:  creature 
becomes frightened; successful Will save means only shaken 1 round
Divine Favor [evocation; V, S, DF; personal; you; 1 min.]:  +1 luck bonus on atk & weapon dmg (no spell dmg) for every 3 caster lvls (max +3)
Hold Person [enchantment (compulsion) [mind-affecting]; V, S, F/DF; 150 ft. range; 1 humanoid creature; 5 rounds; DC 14 Will]:  subject paralyzed; each round gets new 
save (full-round action) on its turn
Obscuring Mist [conjuration (creation); V, S; 20 ft. range; cloud spreads in 20-ft. radius from you, 20 ft. high; 5 mins.]:  misty vapor obscures all sight, including 
darkvision, beyond 5 ft.; creature 5 ft. away has concealment (20% miss chance); creatures farther away have total concealment (50% miss chance, and 
attacker can't use sight to locate target); moderate wind (11+ mph) disperses fog in 4 rounds; strong wind (21+ mph) disperses fog in 1 round
Searing Light [evocation; V, S; 150 ft. range; ray; instantaneous]:  ranged touch for 3d8 positive energy; undead take 5d6; undead vulnerable to positive energy take 5d8; 
constructs take 3d6
Silence [illusion (glamer); 1 round; V, S; 600 ft. range; 20-ft.-radius centered on creature, object, or point in space; 5 rounds; DC 14 Will]:  no sound within range of spell's 
target; no spells with verbal component; immune to sonic or language-based attacks, spells, & effects
Spiritual Weapon [evocation [force]; V, S, DF; 150 ft. range; magic weapon of force; 5 rounds]:  force weapon (dagger +5 (1d8+1/19-20)) attacks creature designated; after 
1st round, move action to redirect to new target; can't be used to flank; bypasses DR and hits incorporeal creature for full dmg; check SR on 1st attack, dispelled 
if caster level check fails
1 Zadendi's attack bonus with her dagger should be +7, not +8.
2 Using this spell on a dead PCs corpse will almost certainly mean their permanent death due to the player probably not having enough prestige to be able to afford a resurrection spell.
SKELETON, BURNING  [Zadendi's animate dead]

Knowledge (religion) 10



CR 1/2
The pile of bones suddenly stirs, rising up to take on a human shape and bursts into red-orange flame.  Its long, bony fingers reach out to claw at the living, burning with an unending fire.
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
Aura fiery aura (1d6)
DEFENSE
AC 16, touch 12, flat-footed 14 (+2 armor, +2 Dex, +2 natural)
hp 5 (1d8+1)
Fort +1, Ref +2, Will +2
DR 5/bludgeoning; Immune fire, undead traits
Vulnerability cold
OFFENSE
Speed 30 ft.
Melee broken scimitar +0 (1d6 plus 1d6 fire), claws -3 (1d4+1 plus 1d6 fire) or 2 claws +2 (1d4+2 plus 1d6 fire)
STATISTICS
Str 15, Dex 14, Con –, Int –, Wis 10, Cha 12
Base Atk +0; CMB +2; CMD 14
Feats Improved Initiative
Gear broken chain shirt, broken scimitar
SQ fiery death (DC 11)
SPECIAL ABILITIES
Fiery Aura (Ex) Creatures adjacent to a burning skeleton take 1d6 points of fire damage at the start of their turn.  Anyone striking a burning skeleton with an unarmed strike or natural attack takes 1d6 points of fire damage.
Fiery Death (Su) A burning skeleton explodes into a burst of flame when it dies.  Anyone adjacent to the skeleton when it is destroyed takes 1d6 points of fire damage.  A Reflex save (DC 11) halves this damage.
ZOMBIE, FAST  [Zadendi's animate dead]

Knowledge (religion) 10



CR 1/2
This walking corpse wears only a few soiled rags, its flesh rotting off its bones as it stumbles foward with unnatural quickness, arms outstretched.
NE Medium undead
Init +2; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 12 (2d8+3)
Fort +0, Ref +2, Will +3
Immune undead traits
OFFENSE
Speed 40 ft.
Melee slam +4 (1d6+4) [2 slams with Quick Strikes]
Special Attacks quick strikes
STATISTICS
Str 17, Dex 14, Con –, Int –, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 16
Feats Toughness
SQ staggered
SPECIAL ABILITIES
Quick Strikes (Ex) Whenever a fast zombie takes a full-attack action, it can make one additional slam attack at its highest base attack bonus.
ZOMBIE, PLAGUE  [Zadendi's animate dead]

Knowledge (religion) 10



CR 1/2
This walking corpse wears only a few soiled rags, its flesh rotting off its bones as it stumbles foward, arms outstretched.
NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
Immune undead traits
OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+4 plus disease)
Special Attacks death burst
STATISTICS
Str 17, Dex 10, Con –, Int –, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats Toughness
SQ staggered
SPECIAL ABILITIES
Death Burst (Ex) When a plague zombie dies, it explodes in a burst of decay.  All creatures adjacent to the plague zombie are exposed to its plague as if struck by a slam attack and must make a Fortitude save or contract zombie rot.
Disease (Su) Zombie rot: Slam – injury; save Fort DC 11; onset 1d4 days; frequency 1/day; effect 1d2 Con, this damage cannot be healed while the creature is infected; cure 2 consecutive saves.  Anyone who dies while infected rises as a plague zombie in 2d6 hours.
Staggered (Ex) Zombies have poor reflexes and can only perform a single move action or standard action each round (it has the staggered condition).  A zombie can move up to its speed and attack in the same round as a charge action.
Undead traits (Ex):  Undead are immune to bleed, damage to their physical ability scores, death effects, disease, exhaustion and fatigue effects, all mind-affecting effects, paralysis, poison, sleep effects, stunning, and any effect that requires a Fortitude save (unless it also works on objects or is harmless).  Undead are not subject to ability drain, energy drain, or nonlethal damage.  Positive energy harms undead and negative energy heals them.  Undead are not at risk of death from massive damage, but they are immediately destroyed when reduced to 0 hit points.  Undead do not breathe, eat, or sleep.
SCARLET SON  [male half-fiend gargoyle]

Knowledge (nature) 16



CR 6


Ambush and/or Shrine Exterior
Seemingly carved from brick-red stone, this sinister crouching humanoid resembles a horned, winged demon.
CE Medium monstrous humanoid
Init +7; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 20, touch 14, flat-footed 16 (+3 Dex, +1 dodge, +6 natural)
hp 57 (5d10+30)
Fort +6, Ref +7, Will +5
DR 10/magic; Immune poison; Resist acid 10, cold 10, electricity 10, fire 10; SR 17
OFFENSE
Speed 40 ft., fly 80 ft. (average)
Melee 2 claws +9 (1d6+4), bite +9 (1d6+4), gore +9 (1d4+4)
Special Attacks smite good 1/day (+5 damage)
Spell-Like Abilities (CL 5th; concentration +5)

3/day – darkness

1/day – desecrate1, unholy blight (DC 14)
TACTICS
During Combat The Scarlet Son watches from his vantage point atop a nearby roof, using his freeze ability to stay hidden.  As soon as he realizes Zadendi is being ambushed, he swoops down and tries once to grab the cleric and fly away with her, relying on his damage reduction to prevent him from taking much damage from attacks of opportunity.
Morale The Scarlet Son abandons Zadendi as soon as she is killed, or as soon as the gargoyle is reduced below 25 hit points, fleeing back to the Old Shrine.
STATISTICS
Str 19, Dex 16, Con 20, Int 8, Wis 13, Cha 11
Base Atk +5; CMB +9; CMD 23
Feats Dodge, Improved Initiative, Toughness
Skills Acrobatics +8 (+12 when jumping), Fly +11, Perception +9, Sense Motive +6, Stealth +11 [+31 with freeze]
Languages Common, Terran
SQ freeze
Gear amulet of natural armor +1 [CL 5th]
SPECIAL ABILITIES
Freeze (Ex) A gargoyle can hold itself so still it appears to be a statue.  A gargoyle that uses freeze can take 20 on its Stealth check to hide in plain sight as a stone statue.

Combat Casting:  You get a +4 bonus on concentration checks (+17 total) made to cast a spell or use a spell-like ability when casting on the defensive or while grappled.
Smite Good (Su):  Once per day, the fiendish creature may smite a good-aligned creature.  As a swift action, the creature chooses one target within sight to smite.  If this target is good, the creature adds its Charisma bonus (if any) to attack rolls and gains a damage bonus equal to its HD against that foe.  This effect persists until the target is dead or the creature rests.

Spell-Like Abilities (CL 5th; concentration +5)
Darkness [evocation [darkness]; touch; object touched; 5 mins.]:  object radiates darkness out to 20-ft. radius (blocked if placed inside 
lightproof covering); illumination level drops 1 step (no effect in already dark area, no deeper darkness); concealment (20% miss chance) 
in dim light and total concealment (50% miss chance) in darkness
Desecrate1 [evocation [evil]; 35 ft. range; 20-ft.-radius emanation; 10 hrs.]:  +3 profane bonus to DC to resist negative channeled energy in area; 
doubles HD of undead created with animate dead [see Zadendi]
Unholy Blight [evocation [evil]; 150 ft. range; 20-ft.-radius spread; instantaneous (1d4 rounds); DC 14 Will partial]:  deals 2d8 negative energy to 
good creatures or 5d6 to good outsiders and causes them to be sickened for 1d4 rounds; removed by remove curse but not remove disease; 
successful save for 1/2 dmg and negates sickened; neutral creatures take 1/2 dmg (not sickened) or 1/4 with successful save 
	Flying Maneuver
	Fly DC (+11)

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

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

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

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

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


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

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

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

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

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

1 This spell is unlikely to be cast due to the fact that during the ambush the Scarlet Son will only observe and rescue Zadendi as per his combat text.  If he makes it back to the shrine's exterior nothing about the encounter would be enhanced by this spell.  The only time it might be useful is if he is drawn into the ambush and denied the ability to escape (and even then, he is much more effective in melee).
WIGHTS  [3 in the Catacombs]


Knowledge (religion) 13



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

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 34 each (4d8+8)
Fort +3, Ref +2, Will +5
Defensive Abilities undead traits
Weaknesses resurrection vulnerability
OFFENSE

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

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

No mention is made of the height of the shrine's ceiling for purposes of Avalexi's ability to fly.  Since the room was formerly used for underground storage it is probably no higher than 10 feet.

· If Zadendi is captured or killed and the PCs manage to catch Avalexi by surprise, they find her in her true form offering prayers to Shax.

· If Zadendi is captured or killed and the PCs don't surprise Avalexi, she will appear as the Sarenrae priest Lex Avai in the locked cell.

· If Zadendi escapes or the PCs find the shrine by diplomacy (avoiding the ambush), Zadendi is kneeling before the shrine eating the heart of her latest victim.  If Avalexi is suprised she appears in her true form offering prayers to Shax.  Otherwise, Avalexi appears as the Sarenrae priest Lex Avai in the locked cell, watching passively during the PC's fight with Zadendi.

AVALEXI  [female succubus assassin 2 in Shrine to Shax]
Knowledge (planes) 18



CR 8
Tiny horns, bat-like wings, and a sinuous tail betray the demonic nature of this alluring woman.
CE Medium outsider (chaotic, demon, evil, extraplanar)
Init +5; Senses darkvision 60 ft., detect good; Perception +15
DEFENSE
AC 26, touch 15, flat-footed 21 (+4 armor, +5 Dex, +7 natural)
hp 122 (10 HD; 8d10+2d8+70)
Fort +10, Ref +12, Will +9
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 flame blade +11/+6 touch (1d8+5 fire/18-20), claw +6 (1d4+1) or 2 claws +11 (1d4+2)1
Special Attacks death attack (DC 15), energy drain (DC 21), profane gift (currently granted to Zadendi), sneak attack +1d6
Spell-Like Abilities (CL 12th; concentration +21)


Constant – detect good, tongues

At will – charm monster (DC 23), detect thoughts (DC 21), ethereal jaunt (self plus 50 lbs. of objects only), greater teleport (self plus 50 

lbs. of objects only), suggestion (DC 22), vampiric touch

1/day – dominate person (DC 24), summon (level 3, 1 babau, 50%) [1 round casting]
TACTICS
Before Combat As soon as she hears the PCs approaching (either due to a fight against the wights or the triggering of the glyph of warding in area 2), Avalexi assumes the form of "Lex Avai," teleports into the cell, and prepares to trick the PCs as detailed above.
During Combat Avalexi's first act in combat after her death attack attempt is to retreat to her cell to retrieve her bow and arrows.2  She then teleports into the catacombs (area 2), attempts to summon a babau demon to send back to attack the PCs, then attempts to use her wand via Use Magic Device to arm herself with a flame blade before assuming her true form and teleporting back into area 3 to continue the fight 3 rounds after she first teleported away.  In her natural form, the reheaded succubus looks uncannily like a demonic version of the goddess Sarenrae – especially with her flaming scimitar.  Avalexi blasphemously acts the part, claiming to be the true scion of the Dawnflower and accusing any obvious worshipers of Sarenrae of being heretics.  She uses dominate person and charm monster on any foes that seem to be particularly good at harming her, using vampiric touch on heavily armored foes to hurt them and heal herself whenever she's brought below 40 hit points.
Morale Avalexi has put too much work into corrupting the shrine to want to abandon it, and as such she fights almost to the death.  If reduced to fewer than 10 hit points, she teleports elsewhere to recover and, for the time, abandons her plans for the shrine.  In this event, the PCs have still effectively disrupted her short-term plans, but Avalexi might become a recurring villain if you continue beyond this adventure.
STATISTICS
Str 15, Dex 21, Con 24, Int 16, Wis 14, Cha 29
Base Atk +9; CMB +11; CMD 26
Feats Deadly Aim, Improved Critical (shortbow), Point-Blank Shot, Precise Shot, Vital Strike1
Skills Bluff +22, Disguise +19, Fly +18, Knowledge (local) +8, Knowledge (nobility) +8, Knowledge (religion) +13, Perception +15, Sense Motive +11, Stealth +18, Use Magic Device +19
Languages Abyssal, Celestial, Common, Draconic; tongues; telepathy 100 ft.
SQ change shape (alter self, Small or Medium humanoid)
Combat Gear wand of flame blade (CL 10th, 10 charges); Other Gear +1 glamered studded leather armor, ring of counterspells (contains dismissal)
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 her 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).

1 Avalexi can use Vital Strike on her claw attacks, but since her flame blade is considered a melee touch attack (a non-weapon, even though it is wielded as one) she can't use Vital Strike for its attacks.
2 Since the "bow and arrows" mentioned in Avalexi's tactics aren't listed as a ranged attack or under her gear or in the description of her cell or under "treasure", that part of the text has been struck.  Regardless, it's apparent that the flavor of the encounter is "Sarenrae's evil twin" with flame blade in hand (even though this means her feats will largely go to waste).
Change Shape (Su):  A creature with this special quality has the ability to assume the appearance of a specific creature or type of creature (usually a humanoid), but retains most of its own physical qualities.  A creature cannot change shape to a form more than one size category smaller or larger than its original form.  This ability functions as a polymorph spell, the type of which is listed in the creature's description, but the creature does not adjust its ability scores (although it gains any other abilities of the creature it mimics).  Unless otherwise stated, it can remain in an alternate form indefinitely.  Some creatures, such as lycanthropes, can transform into unique forms with special modifiers and abilities.  These creatures do adjust their ability scores, as noted in their description.
Death Attack (Ex):  If an assassin studies her victim for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack has the additional effect of possibly either paralyzing or killing the target (assassin's choice).  Studying the victim is a standard action.  The death attack fails if the target detects the assassin or recognizes the assassin as an enemy (although the attack might still be a sneak attack if the target is denied his Dexterity bonus to his Armor Class or is flanked.)  If the victim of such a death attack fails a Fortitude save (DC 10 + the assassin's class level + the assassin's Int modifier) against the kill effect, he dies.  If the saving throw fails against the paralysis effect, the victim is rendered helpless and unable to act for 1d6 rounds plus 1 round per level of the assassin.  If the victim's saving throw succeeds, the attack is just a normal sneak attack.  Once the assassin has completed the 3 rounds of study, she must make the death attack within the next 3 rounds.


If a death attack is attempted and fails (the victim makes his save) or if the assassin does not launch the attack within 3 rounds of completing the study, 3 new rounds of study are required before she can attempt another death attack.
Paralysis:  A paralyzed creature cannot move, speak, or take any physical action.  He is rooted to the spot, frozen and helpless.  Not even friends can move his limbs.  He may take purely mental actions, such as casting a spell with no components.  A winged creature flying in the air at the time that it becomes paralyzed cannot flap its wings and falls.  A swimmer can't swim and may drown.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry, usually 100 feet) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.
Tongues (Sp):  You can speak and understand the language of any intelligent creature, whether it is a racial tongue or a regional dialect.  You can speak only one language at a time, although you may be able to understand several languages.  You can make yourself understood as far away as your voice carries.  This doesn't enable you to speak with creatures who don't speak.  Nor does it predispose any creature addressed toward you in any way.
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.

	Flying Maneuver
	Fly DC (+18)

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

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

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

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

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


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

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

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

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

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

Spell-Like Abilities (CL 12th; concentration +21)
Charm Monster [enchantment (charm) [mind-affecting]; 55 ft.; 1 living creature; 12 days; DC 23 Will negates]:  +5 bonus to save if target is being 
threatened; failed save means treat caster as trusted friend and ally; perceives words and actions in most favorable way; giving orders that 
target wouldn't normally do requires opposed Cha check (no retries); never obeys suicidal or obviously harmful orders; any threatening act 
by caster or allies breaks the spell
Dominate Person [enchantment (compulsion) [mind-affecting]; 1 round casting; 55 ft.; 1 humanoid; 12 days; DC 24 Will negates]:  control 
humanoid creature with telepathic link; will preform actions as desired to exclusion of all others; DC 15 Sense Motive check tells others 
dominated creature is being influenced by enchantment effect; changing orders or giving new command is move action; standard action to 
get full sensory input interpreted through creatures mind; actions against creatures nature allow new save with +2 bonus; self-destructive 
orders not carried out; once telepathic link established has unlimited range; protection from evil suppresses spell for its duration
Ethereal Jaunt [transmutation; self plus 50 lbs. of objects only; 12 rounds]:  caster and equipment become ethereal until spell ends; invisible, 
insubstantial, and can move in any direction at 1/2 speed; can move through solid objects inc. creatures; can see and hear out to 60 ft. on 
Material plane; force effects and abjurations affect normally; can't affect Material plane; if spell ends inside material object shunted off 
nearest open space and take 1d6 dmg/5 ft.
Greater Teleport [conjuration (teleportation); self plus 50 lbs. of objects only; instantaneous]:  teleport without fail (Material Plane only)
Suggestion [enchantment (compulsion) [language-dependent, mind-affecting]; 55 ft.; 1 living creature; 12 hrs. or until completed; DC 22 Will 
negates]:  influence actions of target by suggesting course of activity or specify conditions that trigger activity during duration (sentence or 
two); must be worded to make it sound reasonable; asking target to do something obviously harmful negates; spell ends when duration is 
reached or activity is completed (whichever is shorter); very reasonable suggestion can cause save to be made with -1 or -2 penalty
Vampiric Touch [necromancy; touch; living creature touched; instantaneous/1 hr.]:  melee touch attack deals 6d6 dmg; gain temp. hps = dmg dealt; 
can't gain more than targets current hps + Con score; disappear 1 hr. later
Equipment
+1 glamered studded leather armor [moderate illusion; CL 10th]:  not detectable as magic when disguised as normal clothing (except by true seeing)
Ring of Counterspells [moderate evocation; CL 11th]:  immediately counters dismissal spell if cast upon Avalexi, works once
Wand of Flame Blade [moderate evocation; CL 10th; 10 charges; sword-like beam; 10 min. (D)]:  wield as scimitar; melee touch attack for 1d8 + 1 per 
2 caster levels (max. +10) fire damage; no Strength mod.; can ignite combustibles
DEMON, BABAU  [Avalexi's summon, 12 rounds]

Knowledge (planes) 16



CR 6
This emaciated figure looks like a horned human skeleton smothered within a bone-tight hide of slimy leather.
CE Medium outsider (chaotic, demon, evil, extraplanar)
Init +5; Senses darkvision 60 ft., see invisibility; Perception +19
DEFENSE
AC 19, touch 11, flat-footed 18 (+1 Dex, +8 natural)
hp 73 (7d10+35)
Fort +10, Ref +6, Will +5
Defensive Abilities protective slime; DR 10/cold iron or good; Immune electricity, poison; Resist acid 10, cold 10, fire 10; SR 17
OFFENSE
Speed 30 ft.
Melee 2 claws +12 (1d6+5), bite +12 (1d6+5) or longspear +12/+7 (1d8+7/x3), bite +7 (1d6+2)
Space 5 ft.; Reach 5 ft. (10 ft. with longspear)
Special Attacks sneak attack +2d6
Spell-Like Abilities (CL 7th, concentration +10)


Constant – see invisibility

At Will – darkness, dispel magic, greater teleport (self plus 50 lbs. of objects only)


1/day – summon (level 3, 1 babau 40%)
STATISTICS
Str 21, Dex 13, Con 20, Int 14, Wis 13, Cha 16
Base Atk +7; CMB +12; CMD 23
Feats Combat Reflexes, Improved Initiative, Iron Will, Skill Focus (Stealth)
Skills Acrobatics +11, Climb +12, Disable Device +11, Escape Artist +11, Perception +19, Sense Motive +11, Sleight of Hand +11, Stealth +22; Racial Modifiers +8 Perception, +8 Stealth
Languages Abyssal, Celestial, Draconic; telepathy 100 ft.
SPECIAL ABILITIES
Protective Slime (Su) A layer of acidic slime coats a babau's skin.  Any creature that strikes a babau with a natural attack or unarmed strike takes 1d8 points of acid damage from this slime if it fails a DC 18 Reflex save.  A creature that strikes a babau with a melee weapon must make a DC 18 Reflex save [non-magical = owner's save; magical = 2 + 1/2 CL or owner's save, whichever is better] or the weapon takes 1d8 points of acid damage; if this damage penetrates the weapon's hardness [Core Rules, p. 175], the weapon gains the broken condition.  Ammunition that strikes a babau is automatically destroyed after it inflicts its damage.
Combat Reflexes [+1, 2/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.
Greater Teleport and Summon:  A summoned monster cannot summon or otherwise conjure another creature, nor can it use any teleportation or planar travel abilities.
See Invisibility (Sp):  You can see any objects or beings that are invisible within your range of vision, as well as any that are ethereal, as if they were normally visible.  Such creatures are visible to you as translucent shapes, allowing you to discern the difference between visible, invisible, and ethereal creatures.  It does not reveal illusions or enable you to see through opaque objects.  It does not reveal creatures who are simply hiding, concealed, or otherwise hard to see.
Telepathy (Su):  The creature can mentally communicate with any other creature within a certain range (specified in the creature's entry, usually 100 feet) that has a language.  It is possible to address multiple creatures at once telepathically, although maintaining a telepathic conversation with more than one creature at a time is just as difficult as simultaneously speaking and listening to multiple people at the same time.

Darkness [evocation [darkness]; touch; object touched; 7 mins.]:  object radiates darkness out to 20-ft. radius (blocked if placed inside lightproof 
covering); illumination level drops 1 step (no effect in already dark area, no deeper darkness); concealment (20% miss chance) in dim light
and total concealment (50% miss chance) in darkness
Dispel Magic [abjuration; 170 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check

TREASURE
CLOAK OF ELVENKIND
Aura faint illusion; CL 3rd
Slot shoulders; Price 2,500 gp; Weight 1 lb.
DESCRIPTION
These cloaks of famed elven design are enhanced to reflect the wearer's surroundings, aiding her in blending in with any terrain.  When this plain gray cloak is worn with the hood drawn up around the head, the wearer gains a +5 competence bonus on Stealth checks.
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