1.  Noble Salamander Large Outsider (Extraplanar, Fire); CR 10; HD 15d8+45; hp 112;
Init +1; Spd 20 ft.; Space/Reach 10 ft./10 ft. (20 ft. with tail or longspear); AC 18 (-1 size, +1 Dex, +8 natural), touch 10, flat-footed 17; 
Base Atk +15; Grp +25; Atk +3 longspear +23 melee (2d6+9/x3 plus 1d8 fire); 
Full Atk +3 longspear +23/+18/+13 melee (2d6+9/x3 plus 1d8 fire) and tail slap +18 melee (2d8+3 plus 1d8 fire);
SA Constrict 2d8+3 plus 1d8 fire, heat, improved grab, spell-like abilities; SQ Damage reduction 15/magic, darkvision 60 ft., immunity to fire, vulnerability to cold; AL Usually evil (any); SV Fort +12, Ref +10, Will +11;
Str 22, Dex 13, Con 16, Int 16, Wis 15, Cha 15
Skills: Bluff +19, Craft (blacksmithing) +25, Diplomacy +4, Hide +15, Intimidate +4, Listen +13, Move Silently +17, Spot +13
Feats: Alertness, Cleave, Great Cleave, Multiattack, Power Attack, Skill Focus (Craft [blacksmithing])
Constrict(Ex): A salamander deals automatic tail slap damage (including fire damage) with a successful grapple check. A noble salamander can constrict multiple creatures simultaneously, provided they are all at least two sizes smaller than it.
Heat(Ex): A salamander generates so much heat that its mere touch deals additional fire damage. Salamanders' metallic weapons also conduct this heat.
Improved Grab(Ex): To use this ability, a salamander must hit a creature of up to one size larger than itself with its tail slap attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict
Skills: Salamanders have a +4 racial bonus on Craft (blacksmithing) checks
Spell-Like Abilities: 3/day-burning hands (DC 13), fireball (DC 15), flaming sphere (DC 14), wall of fire (DC 16); 1/day-dispel magic, summon monster VII (Huge fire elemental). Caster level 15th. The save DCs are Charisma-based. 
Possessions: +3 Huge Longspear, Ring of Haste

2.  Bodak(2) Medium Undead (Extraplanar); CR 8; HD 9d12; hp 58;
Init +6; Spd 20 ft.; Space/Reach 5 ft./5 ft.; AC 20 (+2 Dex, +8 natural), touch 12, flat-footed 18; 
Base Atk +4; Grp +5; Atk/Full Atk +2 greatsword(+8, 2d6+3,19-20); 
SA Death gaze; SQ Damage reduction 10/cold iron, darkvision 60 ft., immunity to electricity, resistance to acid 10 and fire 10, undead traits, vulnerability to sunlight; AL Always chaotic evil; SV Fort +3, Ref +5, Will +7;
Str 13, Dex 15, Con -, Int 6, Wis 12, Cha 12
Skills: Listen +9, Move Silently +10, Spot +9
Feats: Martial Weapon Proficiency, Dodge, Improved Initiative, Weapon Focus (greatsword)
Gaze(Su): Death, range 30 feet, Fortitude DC 15 negates. Humanoids who die from this attack are transformed into bodaks 24 hours later. The save DC is Charisma-based. 
Vulnerability to Sunlight(Ex): Bodaks loathe sunlight, for its merest touch burns their impure flesh. Each round of exposure to the direct rays of the sun deals 1 point of damage to the creature. 

Possessions: +2 Greatsword

3.  Fire Giant(2) Large Giant (Fire); CR 10; HD 15d8+75; hp 142;
Init -1; Spd 30 ft. in half-plate armor; base speed 40 ft.; Space/Reach 10 ft./10 ft.; 
AC 23 (-1 size, -1 Dex, +8 natural, +7 half-plate armor) touch 8, flat-footed 23; 
Base Atk +11; Grp +25; Atk Greatsword +20 melee (3d6+15) or slam +20 melee (1d4+10) or rock +10 ranged (2d6+10 plus 2d6 fire); Full Atk Greatsword +20/+15/+10 melee (3d6+15) or 2 slams +20 melee (1d4+10) or rock +10 ranged (2d6+10 plus 2d6 fire);
SA Rock throwing; SQ Immunity to fire, low-light vision, rock catching, vulnerability to cold; 
AL Often lawful evil; SV Fort +14, Ref +4, Will +9;
Str 31, Dex 9, Con 21, Int 10, Wis 14, Cha 11
Skills: Climb +9, Craft (any one) +6, Intimidate +6, Jump +9, Spot +14
Feats: Cleave, Great Cleave, Improved Overrun, Improved Sunder, Iron Will, Power Attack
Rock Throwing(Ex): Adult giants are accomplished rock throwers and receive a +1 racial bonus on attack rolls when throwing rocks. A giant of at least Large size can hurl rocks weighing 40 to 50 pounds each (Small objects) up to five range increments. 120 ft range increment. A Huge giant can hurl rocks of 60 to 80 pounds (Medium objects). 
Rock Catching(Ex): A giant of at least Large size can catch Small, Medium, or Large rocks (or projectiles of similar shape). Once per round, a giant that would normally be hit by a rock can make a Reflex save to catch it as a free action. The DC is 15 for a Small rock, 20 for a Medium one, and 25 for a Large one. (If the projectile provides a magical bonus on attack rolls, the DC increases by that amount.) The giant must be ready for and aware of the attack in order to make a rock catching attempt. 

4.  Fire Elemental, Greater (3) Huge Elemental (Fire, Extraplanar); CR 9; HD 21d8+84; hp 178;
Init +12; Spd 60 ft.; Space/Reach 15 ft./15 ft.; AC 24 (-2 size, +8 Dex, +8 natural), touch 16, flat-footed 16; 
Base Atk +15; Grp +28; Atk Slam +22 melee (2d8+5 plus 2d8 fire); Full Atk 2 slams +22 melee (2d8+5 plus 2d8 fire);
SA Burn; SQ Damage reduction 10/-, darkvision 60 ft., elemental traits, immunity to fire, vulnerability to cold; 
AL Usually neutral; SV Fort +11, Ref +20, Will +9;
Str 20, Dex 27, Con 18, Int 6, Wis 11, Cha 11
Skills: Listen +14, Spot +14
Feats: Alertness, Blind-Fight, Combat Reflexes, Dodge, Improved Initiative, Iron Will, Mobility, Spring Attack, Weapon Finesse, Weapon Focus (slam)
Burn(Ex): A fire elemental's slam attack deals bludgeoning damage plus fire damage from the elemental's flaming body. Those hit by a fire elemental's slam attack also must succeed on a Reflex save DC 24 or catch on fire. The flame burns for 1d4 rounds. A burning creature can take a move action to put out the flame. The save DC is Constitution- based. Creatures hitting a fire elemental with natural weapons or unarmed attacks take fire damage as though hit by the elemental's attack, and also catch on fire unless they succeed on a Reflex save. 

5.  Average Salamander(6) Medium Outsider (Extraplanar, Fire); CR 6; HD 9d8+18; hp 58;
Init +1; Spd 20 ft.; Space/Reach 5 ft./5 ft. (10 ft. with tail); AC 18 (+1 Dex, +7 natural), touch 11, flat-footed 17; 
Base Atk +9; Grp +11; Atk Spear +11 melee (1d8+3/x3 plus 1d6 fire); 
Full Atk Spear +11/+6 melee (1d8+3/x3 plus 1d6 fire) and tail slap +9 melee (2d6+1 plus 1d6 fire);
SA Constrict 2d6+1 plus 1d6 fire, heat, improved grab; SQ Damage reduction 10/magic, darkvision 60 ft., immunity to fire, vulnerability to cold; AL Usually evil (any); SV Fort +8, Ref +7, Will +8;
Str 14, Dex 13, Con 14, Int 14, Wis 15, Cha 13
Skills: Bluff +11, Craft (blacksmithing) +19, Diplomacy +3, Disguise +1 (+3 acting), Hide +11, Intimidate +3, Listen +8, Move Silently +11,Search +12, Spot +8
Feats: Alertness, Multiattack, Power Attack
Constrict(Ex): A salamander deals automatic tail slap damage (including fire damage) with a successful grapple check. A noble salamander can constrict multiple creatures simultaneously, provided they are all at least two sizes smaller than it.
Heat(Ex): A salamander generates so much heat that its mere touch deals additional fire damage. Salamanders' metallic weapons also conduct this heat.
Improved Grab(Ex): To use this ability, a salamander must hit a creature of up to one size larger than itself with its tail slap attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can constrict
Skills: Salamanders have a +4 racial bonus on Craft (blacksmithing) checks 

6.  Burning Skeleton(6): Medium undead; HD 5d12; hp 32; 
Init +2; Spd 30 ft.; AC 16, touch 12, flat-footed 14; 
Base Atk +2; Grp +3; Atk +4 melee (1d6+1 plus 1d6 fire, slam); Full Atk +4 melee (1d6+1 plus 1d6 fire, slam); 
SA Fire; SQ DR 5/bludgeoning, immune to fire/cold, undead traits; 
AL CE; SV Fort +1, Ref +3, Will +5; 
Str 12, Dex 14, Con --, Int 10, Wis 13, Cha 10. 
Skills: Climb +5, Hide +9, Listen +9, Move Silently +10, Search +7, Spot +9; 
Feats: Alertness, Weapon Finesse. 
Immunities (Ex): Burning skeletons are immune to cold and fire. Because they lack flesh or internal organs, they have damage reduction 5/bludgeoning. 

Undead Traits: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, diseases, and death effects. Not subject to critical hits, nonlethal damage, ability drain, energy drain, or death from massive damage. 

7.  Efreeti Large Outsider (Extraplanar, Fire); CR 8; HD 10d8+20; hp 65;
Init +7; Spd 20 ft., fly 40 ft. (perfect); Space/Reach 10 ft./ 10 ft.; 
AC 18 (-1 size, +3 Dex, +6 natural), touch 12, flat-footed 15; 
Base Atk +10; Grp +20; Atk Slam +15 melee (1d8+6 plus 1d6 fire); Full Atk 2 slams +15 melee (1d8+6 plus 1d6 fire);
SA Change size, heat, spell-like abilities; SQ Darkvision 60 ft., immunity to fire, plane shift, telepathy 100 ft., vulnerability to cold; AL Always lawful evil; SV Fort +9, Ref +10, Will +9;
Str 23, Dex 17, Con 14, Int 12, Wis 15, Cha 15
Skills: Bluff +15, Craft (any one) +14, Concentration +15, Diplomacy +6, Disguise +2 (+4 acting), Intimidate +17, Listen +15, Move Silently +16, Sense Motive +15, Spellcraft +14, Spot +15
Feats: Combat Casting, Combat Reflexes, Dodge, Improved Initiative, Quicken Spell-Like Ability (scorching ray)
Spell-Like Abilities: At will-detect magic, produce flame, pyrotechnics (DC 14), scorching ray (1 ray only); 3/day-invisibility, wall of fire (DC 16); 1/day-grant up to three wishes (to nongenies only), gaseous form, permanent image (DC 18), polymorph (self only). Caster level 12th. The save DCs are Charisma-based.
Change Size(Sp): Twice per day, an efreeti can magically change a creature's size. This works just like an enlarge person or reduce person spell (the efreeti chooses when using the ability), except that the ability can work on the efreeti. A DC 13 Fortitude save negates the effect. The save DC is Charisma-based. This is the equivalent of a 2nd-level spell. 
Heat(Ex): An efreeti's red-hot body deals 1d6 points of extra fire damage whenever it hits in melee, or in each round it maintains a hold when grappling. 
Plane Shift(Sp): A genie can enter any of the elemental planes, the Astral Plane, or the Material Plane. This ability transports the genie and up to eight other creatures, provided they all link hands with the genie. It is otherwise similar to the spell of the same name (caster level 13th). 



8.  Glabrezu Huge Outsider (Chaotic, Extraplanar, Evil); CR 13; HD 12d8+120; hp 174;
Init +0; Spd 40 ft.; Space/Reach 15 ft./15 ft.; AC 27 (-2 size, +19 natural) touch 8, flat-footed 27; 
Base Atk +12; Grp +30; Atk Pincers +20 melee (2d8+10); 
Full Atk 2 pincers +20 melee (2d8+10) and 2 claws +18 melee (1d6+5) and bite +18 melee (1d8+5);
SA Improved grab, spell-like abilities, summon demon; SQ DR 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, SR 21, telepathy 100 ft., true seeing; 
AL Always chaotic evil; SV Fort +18, Ref +8, Will +11;
Str 31, Dex 10, Con 31, Int 16, Wis 16, Cha 20
Skills: Bluff +22, Concentration +25, Diplomacy +9, Disguise +5 (+7 acting), Intimidate +24, Knowledge (any two) +18, Listen +26, Move Silently +18, Search +18, Sense Motive +18, Spellcraft +18, Spot +26, Survival +3 (+5 following tracks)
Feats: Cleave, Great Cleave, Multiattack, Persuasive, Power Attack
Skills: Glabrezu have a +8 racial bonus on Listen and Spot checks.
Spell-Like Abilities: At will-chaos hammer (DC 19), confusion (DC 19), dispel magic, mirror image, reverse gravity (DC 22), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 19); 1/day-power word stun. Caster level 14th. The save DCs are Charisma-based. Once per month, a glabrezu can fulfill a wish for a mortal humanoid. The demon can use this ability to offer a mortal whatever he or she desires-but unless the wish is used to create pain and suffering in the world, the glabrezu demands either terrible evil acts or great sacrifice as compensation. 
Improved Grab(Ex): To use this ability, a glabrezu must hit a Medium or smaller opponent with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. 
Summon(Sp): Once per day a glabrezu can attempt to summon 4d10 dretches or 1d2 vrocks with a 50% chance of success, or another glabrezu with a 20% chance of success. This ability is the equivalent of a 4th-level spell. 
True Seeing(Su): Glabrezu continuously use true seeing as the spell (caster level 14th). 

9.  Imix, Prince of Evil Fire Elementals: CR 17, Gargantuan elemental (fire, extraplanar); HD 36d8+180; hp 342; 
Init +14; Spd 60 ft.; Space/Reach 20 ft./20 ft.; AC 28, touch 16, flat-footed 18; Base Atk +27, Grp +49; 
Atk +35 melee (6d6+17/17-20 and 1d6 fire, Gargantuan +2 flaming greatsword) or +35 melee (3d8+10 and 2d8 fire, slam); 
Full Atk +35/+30/+25/+20 melee (6d6+17/17-20 and 1d6 fire, Gargantuan +2 flaming greatsword) or +35 melee (3d8+10 and 2d8 fire, 2 slams);  SA Burn, spell-like abilities; SQ DR10/-, elemental traits, immunity to fire, vulnerability to cold, SR 20; AL CE; Fort +20, Ref +30, Will +18; 
Str 30, Dex 31, Con 22, Int 20, Wis 18, Cha 18; Concentration +20;.
Skills: Bluff +18, Concentration +20, Diplomacy +13, Hide –2, Intimidate +19, Knowledge (arcana) +20, Knowledge (the planes) +20, Knowledge (religion) +20, Listen +39, Sense Motive +13, Spot +40; 
Feats: Blind-Fight, Cleave, Combat Reflexes, Dodge, Combat Expertise, Great Fortitude, Improved Critical (greatsword), Improved Initiative, Iron Will, Martial Weapon Proficiency (greatsword), Mobility, Power Attack, Spring Attack, Weapon Finesse, Whirlwind Attack.
Burn (Ex): Those hit by Imix's slam attack must succeed at a Ref save (DC 34) or catch fire. The flame burns for 1d4 rounds (see Catching on Fire, page 303 of the Dungeon Master's Guide). A burning creature can take a move-equivalent action to put out the flame. Creatures hitting Imix with natural weapons or unarmed attacks take fire damage as though hit by his slam attack, and also catch fire unless they succeed at a Ref save. The save DC is Constitution-based.
Elemental Traits: Immune to poison, sleep effects, paralysis, and stunning. Not subject to critical hits or flanking, darkvision 60', cannot be raised via raise dead or resurrection, does not eat, sleep or breathe.
Spell-like Abilities (Sp): At will -- fireball (10d6 damage, DC18), wall of fire (2d4, 1d4, or 2d6+15 damage, DC 19); 1/day -- summon elemental (one elder fire elemental, 1d3 Huge fire elementals, 1d3 efreet, 1d6 salamanders, or 3d6 fire mephits). All as a 15th-level sorcerer.
Immunity to Fire (Ex): Takes 50% additional damage from cold effects, regardless of save.
Possessions: Gargantuan +2 flaming greatsword.



Maliskra: Female half-fire elemental/half-medusa Clr5/Doomdreamer1; CR 12; medium-size outsider (fire, extraplanar); HD 6d8+6 plus 5d8+5 plus 1d8+4; hp 71; 
Init +4; Spd 20 ft.; AC 27 (touch 14, flat-footed 23); Base Atk +9; Grp +9; 
Atk +13 melee (1d4/19-20, curved knife) or +13 melee (1d4 and poison, snakes) or +14 ranged (1d6+1/x3, +1 shortbow); 
Full Atk +13/+8 melee (1d4/19-20, curved knife) and +8 melee (1d4 and poison, snakes), or +14/+9 ranged (1d6+1/x3, +1 shortbow); 
SA Petrifying gaze, poison, rebuke undead 6/day, spell-like abilities; SQ Doomdreamer secret, immune to disease and fire, insanity, +4 bonus on saves against poison; AL CE; SV Fort +7, Ref +10, Will +13; 
Str 10, Dex 19, Con 12, Int 12, Wis 18 (15*), Cha 17.  * Adjusted to take Insanity into account.
Skills: Bluff +12, Concentration +8, Diplomacy +5, Disguise +12, Hide +6, Intimidate +5, Knowledge (arcana) +14,Knowledge (religion) +14, Move Silently +11, Sense Motive +6, Spot +11; 
Feats: Lightning Reflexes, Point Blank Shot, Precise Shot, Spell Focus (Necromancy), Weapon Finesse.
Rebuke Undead: Maliskra gains a +2 synergy bonus on Rebuke Undead checks because she has 5 or more ranks in Knowledge (religion).
Petrifying Gaze (Su): Turn to stone permanently, 30 ft., Fort save DC 16 negates.
Poison (Ex): Snakes. Fort save DC 14; 1d6 Str/2d6 Str.
Spell-like Abilities (Sp): 1/day -- burning hands (DC 14), produce flame (DC 15), flaming sphere (DC 15), wall of fire (DC 17), fire shield (DC 17), fire seeds (DC 19) (all as Sor12). DC = 13 + spell level.
Doomdreamer Secret: Unnatural vitality (+3 hp).
Insanity (Ex): Insanity score 3. Wis 21 for bonus spells and DCs, Wis 15 for all other Wis-based checks.
Spells Prepared (5/6/5/4; base DC = 15 + spell level): 1st--bless, command, cure light wounds, divine favor, inflict light wounds~*, shield of faith; 
2nd--bull's strength, death knell~, bear's endurance, hold person, shatter*; 
3rd--blindness/deafness, contagion~*, dispel magic (2).
*Domain spell. Deity: Tharizdun. Domains: Destruction (1/day smite, +4 attack, +6 damage); Madness (1/day add Insanity score to Wis-based roll).
~Because of Spell Focus (Necromancy), the base DC against these spells is 16 + spell level.

Possessions: Orb of Oblivion (see Appendix 1), +1 shortbow,+2 chain shirt, +1 heavy steel shield, rope of climbing, black thurible (and 3 balls of incense of dreaming; see Appendix 1), torch of revealing (and 3 cones of incense of dreaming; see Appendix 1), curved knife, 20 arrows, 81 gp, iron key (opens trunk 5 in area 20 of the Recovered Temple), holy symbol (obex), robes.
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