Inner Fane

Unhallow, Caster level 15, Prot/ good effect +2 Deflection AC, +2 resistance for saves; -4 profane turn undead; Aid spell[+1 moral bonus on attacks and saves vs fear, +14 temp hp]  +10% XP – All values have been added into the stats


Dark Wights: Advanced wights; CR 4; Medium undead; HD 8d12; hp 52; Init +1; Spd 20 ft.; 
AC 22, touch 13, flat-footed 21; 
Base Atk +4; Grp +5; Atk +6 melee (1d4+1, slam); Full Atk +6 melee (1d4+1, slam); 
SA Create spawn, energy drain; SQ Darkvision 60 ft., undead traits; AL LE; 
SV Fort +4, Ref +5, Will +9; 
Str 12, Dex 12, Con -, Int 11, Wis 13, Cha 15.
Skills: Hide +8, Listen +11, Move Silently +16, Spot +11; 
Feats: Alertness, Blind-Fight, Weapon Focus (slam).
Energy Drain (Su): Living creatures hit by a wight's slam attack gain one negative level. The DC is 14 for the Fort save to resist the negative level.
Possessions: Breastplate, black tattered clothing.

The Door: Large construct; CR 12; HD 16d10+30; hp 120; Init +4; Spd 0 ft.; 
AC 4 (-1 Size, -5 Dex, -2 object, +2 deflection), touch 4, flat-footed 4; Base Atk +12; Grp -; Atk -; Full Atk -; 
SA Spell-like abilities; SQ Telepathic speech (range 100'), construct traits, electricity and fire deal half damage, cold deals a quarter damage, SR 30, hardness 20, break DC 50; AL N; 
SV Fort +7, Ref -, Will +9; 
Str --, Dex --, Con --, Int 10, Wis 14, Cha 17.
Skills: Concentration +5, Knowledge (religion) +5, Listen +12, Sense Motive +10, Spellcraft +5, Spot +12; 
Feats: Alertness, Empower Spell-Like Ability (lightning bolt), Greater Spell Penetration, Improved Initiative, Spell Penetration. 
Construct Traits: Low-light vision; Darkvision 60 ft.; Immunity to all mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, death effects and necromancy effects; not subject to critical hits, nonlethal damage, ability damage, ability drain, fatigue, exhaustion, or energy drain; Immunity to any effect that requires a Fortitude save (unless the effect also works on objects, or is harmless); Not at risk from massive damage; Constructs do not eat, sleep, or breath.
Spell-like abilities: 3/day - detect evil, detect good, detect thoughts (DC 15), dismissal (DC 18), fear (DC 17), feeblemind (DC 18) , lightning bolt (DC 18 - empowered), summon monster V, wall of fire. Caster level 10. The save DC is charisma based

Level 1: Half-Dragon Half-Tyrannosauruses: One black and one blue; CR 10; Huge dragon (augmented animal); HD 18d10+108 plus 1d8+10; hp 204 (black) or 209 (blue); Init +5; Spd 40 ft.; AC 24, touch 11, flat-footed 23; 
Space/Reach 15/10; Base Atk +13; Grp +34; 
Atk +25 melee (3d6+13, bite); Full Atk +25 melee (3d6+13, bite) and +20 melee (1d8+6, 2 claws); 
SA Breath weapon, improved grab, swallow whole; SQ Darkvision 60 ft., immune to acid (black) or electricity (blue), immune to sleep and paralysis, low-light vision, scent; 
AL CE; SV Fort +19, Ref +14, Will +10; 
Str 36, Dex 12, Con 23, Int 4, Wis 15, Cha 12.
Skills: Hide -7, Listen +27, Move Silently +11, Spot +27; 
Feats: Alertness, Cleave, Improved Initiative, Improved Natural Attack (bite), Power Attack, Run, Track. 

Breath Weapon (Ex): 1/day (black) - 60 ft. line of acid, 6d8 points of acid damage, Ref save DC 25 half; or 1/day (blue) - 60 ft. line of lightning, 6d8 points of electricity damage, Ref save DC 25 half.

Improved Grab (Ex): To use this ability, the half-dragon tyrannosaurus must hit a Large or smaller opponent with its bite attack. If it gets a hold, it can try to swallow the foe the following round.
Swallow Whole (Ex): A half-dragon tyrannosaurus can try to swallow a Medium or smaller grabbed opponent by making a successful grapple check. The swallowed creature takes 2d8+8 points of crushing damage per round plus 8 points of acid damage from the half-dragon tyrannosaurus's gizzard. A swallowed creature can cut its way out by using claws or a Small or Tiny slashing weapon to deal 25 points of damage to the gizzard (AC 12). Once the creature exits, muscular action closes the hole; another swallowed opponent must again cut its own way out. The gizzard can hold two Medium, eight Small, thirty-two Tiny, or one-hundred twenty-eight Diminutive or smaller 

Level 2: Tychon: Human Clr9/Doomdreamer2; CR 11; Medium humanoid (human); HD 11d8+11 plus 1d8+10; hp 66; Init -1; Spd 20 ft.; AC 25, touch 9, flat-footed 23; 
Base Atk +8; Grp +10; Atk +15 melee (1d8+6, +4 heavy mace); Full Atk +15/+10 melee (1d8+6, +4 heavy mace); 
SA Dark lore 1/day, rebuke undead 4/day; SQ Doomdreamer secret, insanity, SR 13; 
AL CE; SV Fort +9, Ref +4, Will +11; 
Str 14, Dex 8, Con 12, Int 12, Wis 18 (11*), Cha 13. * Adjusted to take Insanity into account.
Skills: Concentration +15, Knowledge (Arcana) +14, Knowledge (religion) +15, Spellcraft +17; 
Feats: Craft Magic Armor and Weapons, Empower Spell, Power Attack, Spell Focus (necromancy), Weapon Focus (heavy mace).
Dark Lore (Su): 1/day speak a creature's secret. Target must make a Will save (DC 17) or be stunned for 1d3 rounds.
Doomdreamer Secret: Deeper madness (+2 to Insanity).
Insanity Score (Ex): Insanity score 7. Wis 25 for bonus spells and DCs; Wis 11 for all other Wis-based characters.
Spells Prepared (6/8/7/7/5/4/3; save DC 17 + spell level): 1st- bless, cure light wounds (2), divine favor, doom, protection from good*, shield of faith (2); 
2nd- bull's strength, bear's endurance, hold person, magic missile*, silence, spiritual weapon; 
3rd- animate dead**, blast of force*, contagion**, dispel magic, protection from elements (2), summon monster III; 
4th- death ward, divine power, freedom of movement, Otiluke's resilient sphere*, poison**; 
5th- dispel good*, greater command, spell resistance, summon monster V; 
6th- blade barrier, heal, repulsion*. 
*Domain spell. Domains: Domain Evil (cast evil spells at 12th level); Domain Force (1/day reroll any damage roll for a weapon, a spell, or an ability)
** Because of Spell Focus (Necromancy), the base DC for saves against these spells is 18 + spell level. (Note that spontaneous inflict spells are necromantic as well.)
Possessions: +4 heavy mace, +2 full plate armor of spell resistance (13), +2 heavy steel shield, black thurible (and 3 balls of incense of dreaming, potion of haste, 30 gp, holy symbol (obex), robes.

Level 3:  Vrock Large Outsider (Chaotic, Extraplanar, Evil); CR 9; HD 10d8+70; hp 129;
Init +2; Spd 30 ft., fly 50 ft. (average); Space/Reach 10 ft./10 ft.; 
AC 24 (-1 size, +2 Dex, +11 natural), touch 13, flat-footed 22; 
Base Atk +10; Grp +21; Atk Claw +16 melee (2d6+6); 
Full Atk 2 claws +16 melee (2d6+6) and bite +14 melee (1d8+3) and 2 talons +14 melee (1d6+3);
SA Dance of ruin, spell-like abilities, spores, stunning screech, summon demon; SQ Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 17, telepathy 100 ft.; 
AL Always chaotic evil; SV Fort +16, Ref +11, Will +12;
Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16
Skills: Concentration +20, Diplomacy +5, Hide +11, Intimidate +16, Knowledge (any one) +15, Listen +24, Move Silently +15, Search +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3 (+5 following tracks)
Feats: Cleave, Combat Reflexes, Multiattack, Power Attack
Skills: Vrocks have a +8 racial bonus on Listen and Spot checks.
Spell-Like Abilities: At will-mirror image, telekinesis (DC 18), greater teleport (self plus 50 pounds of objects only); 1/day-heroism. Caster level 12th. The save DCs are Charisma-based. 
Spores(Ex): A vrock can release masses of spores from its body once every 3 rounds as a free action. The spores automatically deal 1d8 points of damage to all creatures adjacent to the vrock. They then penetrate the skin and grow, dealing an additional 1d4 points of damage each round for 10 rounds. At the end of this time, the victim is covered with a tangle of viny growths. (The vines are harmless and wither away in 1d4 days.) A delay poison spell stops the spores' growth for its duration. Bless, neutralize poison, or remove disease kills the spores, as does sprinkling the victim with a vial of holy water. 
Stunning Screech(Su): Once per hour a vrock can emit a piercing screech. All creatures except for demons within a 30-foot radius must succeed on a DC 22 Fortitude save or be stunned for 1 round. The save DC is Constitution-based. 
Summon(Sp): Once per day a vrock can attempt to summon 2d10 dretches or another vrock with a 35% chance of success. This ability is the equivalent of a 3rd-level spell. 



Level 4 & 5:  Night Hag Medium Outsider (Evil, Extraplanar); CR 9; HD 8d8+32; hp 82;
Init +1; Spd 20 ft.; Space/Reach 5 ft./5 ft.; AC 24 (+1 Dex, +11 natural), touch 11, flat-footed 21; 
Base Atk +8; Grp +13; Atk Bite +13 melee (2d6+6 plus disease); Full Atk Bite +13 melee (2d6+6 plus disease);
SA Spell-like abilities, dream haunting; SQ Damage reduction 10/cold iron and magic, immunity to fire, cold, charm, sleep, and fear, spell resistance 25; AL Always neutral evil; SV Fort +14*, Ref +11*, Will +12*;
Str 19, Dex 12, Con 18, Int 11, Wis 15, Cha 12
Skills: Bluff +12, Concentration +15, Diplomacy +5, Disguise +1 (+3 acting), Intimidate +14, Listen +15, Ride +12, Sense Motive +13, Spellcraft +11, Spot +15
Feats: Alertness, Combat Casting, Mounted Combat
Spell-Like Abilities: At will-detect chaos, detect evil, detect good, detect law, detect magic, magic missile, polymorph (self only), ray of enfeeblement (DC 12), sleep (DC 12). Caster level 8th. A night hag can use etherealness at will (caster level 16th) so long as it possesses its heartstone (see below). The save DCs are Charisma-based. Dream 
Haunting(Su): Night hags can visit the dreams of chaotic or evil individuals by using a special periapt known as a heartstone to become ethereal, then hovering over the creature. Once a hag invades someone's dreams, it rides on the victim's back until dawn. The sleeper suffers from tormenting dreams and takes 1 point of Constitution drain upon awakening. Only another ethereal being can stop these nocturnal intrusions, by confronting and defeating the night hag. 
Heartstone: All night hags carry a periapt known as a heartstone, which instantly cures any disease contracted by the holder. In addition, a heartstone provides a +2 resistance bonus on all saving throws (this bonus is included in the statistics block). A night hag that loses this charm can no longer use etherealness until it can manufacture another (which takes one month). Creatures other than the hag can benefit from the heartstone's powers, but the periapt shatters after ten uses (any disease cured or saving throw affected counts as a use) and it does not bestow etherealness to a bearer that is not a night hag. If sold, an intact heartstone brings 1,800 gp.
Disease(Ex): Demon fever-bite, Fortitude DC 18, incubation period 1 day, damage 1d6 Con. Each day after the first, on a failed save, an afflicted creature must immediately succeed on another DC 18 Fortitude save or take 1 point of Constitution drain. The save DC is Constitution based. 

Level 8, Rm 3:  The First: Male human Clr10/Doomdreamer5; Medium humanoid (human); HD 15d8+48 plus 1d8+10; hp 142; 
Init +5; Spd 20 ft.; AC 3`, touch 13, flat-footed 28; Base Atk +10; Grp +13; 
Atk +15 (9, 6 tentacles from greater tentacle rod) or +13 melee (touch attack, depends on the spell); 
Full Atk +15 (9, 6 tentacles from greater tentacle rod) or +13/+8 melee (touch attack, depends on the spell); 
SA Chill soul, dark lore, maddening howl, rebuke undead 5/day; SQ Dark communion ritual, doom dreamer secrets, insanity; 
AL CE; SV Fort +15, Ref +11, Will +19; 
Str 16, Dex 13, Con 16, Int 17, Wis 21 (14*), Cha 15.  * Adjusted to take Insanity into account.
Skills: Concentration +21, Heal +20, Knowledge (arcana) +21, Knowledge (religion) +21, Listen +11, Spellcraft +23; 
Feats: Dodge, Improved Initiative, Iron Will, Lightning Reflexes, Maximize Spell, Mobility, Spell Focus (Necromancy).
Chill Soul (Su): Can touch a living creature and inflict 3d8 points of damage. This can be used in conjunction with an inflict wounds spell, but is negated if the victim is wearing the purple robes of Tharizdun.
Dark Lore (Su): 1/day speak a creature's secret. Target must make a Will save (DC 20) or be stunned for 1d3 rounds.
Maddening Howl (Sp): 1/day, as a standard action, give a howl that effects all living creatures within 50 ft. Those in the area must make Will saves (DC 20). Failure means that the victim stands still (treat as dazed) for 1 round.
Dark Communion Ritual (Sp): 1/week can perform a ritual (that takes a full night and must be performed in a temple with a human sacrifice) that allows him to gain knowledge (see Appendix 2).
Doomdreamer Secrets: Unnatural vitality (+3 hp), curse of power (treat as 16th level when casting evil spells), paying fealty to death (+1 to DC of death effects).
Insanity (Ex): Insanity Score 7. Wis 28 for bonus spells and DCs; Wis 14 for all other Wis-based checks.
Spells Prepared (6/9/8/8/7/7/5/4/3; save DC 19 +spell level): 1st-bane, command, comprehend languages, cure light wounds, entropic shield, obscuring mist, protection from good~, lesser confusion*, shield of faith; 
2nd-bull's strength, darkness, death knell@~, hold person (2), silence, spiritual weapon, Tharizdun's Touch*; 
3rd-bestow curse#, cure serious wounds (2), dispel magic, invisibility purge, magic vestment, protection from energy, rage*; 
4th-confusion*,death ward#, discern lies, dismissal, neutralize poison, restoration, spell immunity; 
5th-dispel good~, flame strike, mass inflict light wounds*#, maximized cure moderate wounds, slay living@, spell resistance, true seeing; 6th-blade barrier, etherealness, greater dispelling, heal, phantasmal killer; 
7th-blasphemy~, destruction@ (2), disintegrate*; 
8th-maximized flame strike, Tharizdun's maddening scream*, unholy aura~;  
*Domain spell. Deity: Tharizdun. Domains: Destruction (1/day smite, +4 attack, +1 15 damage); Madness (1/day add insanity score to Wis-based roll).
# Because of Spell Focus (Necromancy), the base DC against these spells is 20 + spell level. Note that the various inflict wounds spells are also necromancy spells.
@ Because of the paying fealty to death ability, the base DC against these spells is 21 + spell level.
~ Evil spell, cast at 16th level due to Doomdreamer Secret.
Possessions: Greater tentacle rod (see Appendix 1), +2 full plate, +2 heavy steel shield, amulet of natural armor +2, helmet of protection +2 (as ring), cloak of resistance +2, strand of prayer bead (karma only), torch of revealing (and 6 cones of incense of dreaming; see Appendix 1), black thurible (and 4 balls of incense of dreaming; see Appendix 1), potion of haste, 200 gp ring, silver holy symbol (obex).

Level 8, Rm 4:  The Third: Female half-air elemental/half-human Clr8/Doomdreamer5; CR 15; Medium outsider; HD 13d8+55 plus 1d8+10; hp 133; Init +4; Spd 30 ft.; AC 25, touch 16, flat-footed 19; Base Atk +9; Grp +11; 
Atk +13 melee (1d10+4/19-20 plus 1d6 cold [+1d10 cold on crit], +1 icy burst heavy flail); 
Full Atk +13/+8 (1d10+4/19-20 plus 1d6 cold [+1d10 cold on crit], +1 icy burst heavy flail); 
SA Chill soul, dark lore, maddening howl, rebuke undead 6/day; SQ Dark communion ritual, doomdreamer secrets, half-elemental abilities, insanity; AL CE; SV Fort +13, Ref +11, Will +14; 
Str 14, Dex 19, Con 18, Int 16, Wis 19 (11*), Cha 17.  * Adjusted to take Insanity into account. 
Skills: Concentration +20, Diplomacy +5, Intimidate +15, Knowledge (arcana) +18, Knowledge (religion) +19, Search +8, Spellcraft +21; 
Feats: Combat Casting, Dodge, Iron Will, Lightning Reflexes, Spell Focus (Necromancy), Weapon Focus (Heavy Flail).

If the Third has a chance to cast bull's strength and bear's endurance upon herself prior to melee, she will do so. With bull's strength and bear's endurance hp 159, Atk +15 melee (1d10+7/19-20 plus 1d6 cold [+1d10 cold on crit], +1 icy burst heavy flail); Full Atk +15/+10 (1d10+7/19-20 plus 1d6 cold [+1d10 cold on crit], +1 icy burst heavy flail); SV Fort +13; Str 18, Con 22. Concentration +22.
Rebuke undead: The Third gains a +2 synergy bonus on Rebuke Undead checks because she has 5 or more ranks in Knowledge (religion).
Chill Soul (Su): Can touch a living creature and inflict 3d8 points of damage. This can be used in conjunction with an inflict wounds spell, but is negated if the victim is wearing the purple robes of Tharizdun.
Dark Lore (Su): 1/day speak a creature's secret. Target must make a Will save (DC 20) or be stunned for 1d3 rounds.
Maddening Howl (Sp): 1/day, as a standard action, give a howl that affects all living creatures within 50 ft. Those in the area must make Will saves (DC 20). Failure means that the victim stands still (treat as dazed) for 1 round.
Dark Communion Ritual (Sp): 1/week can perform a ritual (this takes a full night and must be performed in a temple with a human sacrifice) that allows her to gain knowledge (See Appendix 2).
Doomdreamer Secrets: Unnatural vitality (+3 hp), deeper madness (+2 to Insanity score), unholy pact (1/week, no payment needed for planar ally).
Half-Elemental Abilities (Sp): 1/day obscuring mist, wind walk, gaseous form, air walk, control winds, chain lightning, control weather. DC = 13 + spell level. Immune to cold and disease. +4 racial bonus on saves against poison.
Insanity (Ex): Insanity score 8. Wis 27 for bonus spells and DCs; Wis 11 for all other Wis-based checks.
Spells Prepared (6/8/8/7/7/5/4/3; base DC = 18 + spell level): 1st—command, cure light wounds, divine favor, entropic shield, mage armor*, protection from good, random action, shield of faith; 
2nd—bull’s strength, bear’s endurance, cure moderate wounds, darkness, hold person, magic missile*, silence, spiritual weapon; 
3rd—bestow curse, blast of force*, blindness/deafness, cure serious wounds, dispel magic, magic vestment, protection from elements; 
4th—discern lies, dismissal, divine power, freedom of movement, neutralize poison, Otiluke's resilient sphere*, tongues; 
5th—greater command, slay living~ (2), spell resistance, true seeing, wall of force*; 
6th—banishment, harm~, heal, repulsion*; 
7th-blasphemy, destruction~, forcecage*.
* Domain spell. Deity: Tharizdun. Domains: Force (1/day reroll any damage roll for a weapon, a spell, or an ability); Madness (1/day add Insanity score to Wis-based roll).
~ Because of Spell Focus (Necromancy), the base DC against these spells is 19 + spell level.
Possessions: +1 icy burst heafy flail, bracers of armor +4, amulet of natural armor +3, ring of protection +2, torch of revealing (and 4 cones of incense of dreaming)(see Appendix 1), black thurible(and 5 balls of incense of dreaming)(see Appendix 1), 400 gp earrings, holy symbol (obex).

Level 9:  Violet Fungus Huge Plant ; CR 9; HD 20d8+140; hp 243;
Init -3; Spd 10 ft.; Space/Reach 15 ft./15 ft.; AC 18 (-3 Dex, +11 natural, -2 size), touch 5, flat-footed 16; 
Base Atk +15; Grp +34; Atk Tentacle +26 melee (2d6+2 plus poison); Full Atk 4 tentacles +26 melee (2d6+2 plus poison);
SA Poison; SQ Low-light vision, plant traits; AL Always neutral; SV Fort +21, Ref +5, Will +9;
Str 34, Dex 4, Con 24, Int -, Wis 12, Cha 9
Skills: -
Feats: -
Poison(Ex): Injury, Fortitude DC 18, initial and secondary damage 1d4 Str and 1d4 Con. The save DC is Constitution-based. 

Sublevel 1:  Yrthuk Innar: Male half-earth elemental/half-human Ftr10; CR 13 (normally 12, +1 for extra gear); Medium outsider (earth); HD 10d10+40; hp 101; Init +0; Spd 20 ft.; AC 29, touch 12, flat-footed 27; Base Atk +10; Grp +16; 
Atk +18 melee (1d10+9/17-20, +1 bastard sword of wounding); Full Atk +18/+13 (1d10+9/17-20, +1 bastard sword of wounding); 
SQ Half-elemental abilities, immune to disease, immune to earth effects, +4 bonus on saves against poison; 
AL NE; SV Fort +13, Ref +7, Will +8; 
Str 23, Dex 10, Con 18, Int 13, Wis 12, Cha 8.
Skills: Craft (torture equipment) +5, Diplomacy +1, Heal +7, Intimidate +11, Sense Motive +7, Spot +7; 
Feats: Cleave, Combat Expertise, Exotic Weapon Proficiency (bastard sword), Improved Critical (bastard sword), Improved Disarm, Iron Will, Lightning Reflexes, Power Attack, Skill Focus (Intimidate), Weapon Focus (bastard sword), Weapon Specialization (bastard sword).
Half-Elemental Abilities (Sp): 1/day - magic stone, soften earth and stone, stone shape, spike stones, wall of stone (all as Sor10). DC = 9 + spell level.
Possessions: +1 full plate armor, +1 heavy steel shield, +1 bastard sword of wounding, ring of protection +2, gauntlets of ogre power, hand of the magi, elixir of truth, potion of cure serious wounds, potion of cure light wounds.


Sublevel 2:  Stone Golem Large Construct ; CR 11; HD 14d10+30; hp 121;
Init -1; Spd 20 ft.; Space/Reach 10 ft./10 ft.; AC 28 (-1 size, -1 Dex, +18 natural), touch 8, flat-footed 26; 
Base Atk +10; Grp +23; Atk Slam +19 melee (2d10+9); Full Atk 2 slams +19 melee (2d10+9);
SA Slow; SQ Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision; AL Always neutral; SV Fort +6, Ref +5, Will +6;
Str 29, Dex 9, Con -, Int -, Wis 11, Cha 1
Skills: -
Feats: -
Immunity to Magic(Ex): A stone golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below. A transmute rock to mud spell slows a stone golem (as the slow spell) for 2d6 rounds, with no saving throw, while transmute mud to rock heals all of its lost hit points. A stone to flesh spell does not actually change the golem's structure but negates its damage reduction and immunity to magic for 1 full round.
Slow(Su): A stone golem can use a slow effect, as the spell, as a free action once every 2 rounds. The effect has a range of 10 feet and a duration of 7 rounds, requiring a DC 17 Will save to negate. The save DC is Constitution-based 

Sublevel 5:  Quasit(4) Tiny Outsider (Chaotic, Extraplanar, Evil); CR 2; HD 3d8; hp 27;
Init +7; Spd 20 ft., fly 50 ft. (perfect); Space/Reach 2-1/2 ft./0 ft.; 
AC 20 (+2 size, +3 Dex, +3 natural), touch 15, flat-footed 15; 
Base Atk +3; Grp -6; Atk Claw +9 melee (1d3-1 plus poison); 
Full Atk 2 claws +9 melee (1d3-1 plus poison) and bite +3 melee (1d4-1);
SA Poison, spell-like abilities; SQ Alternate form, damage reduction 5/cold iron or good, darkvision 60 ft., fast healing 2, immunity to poison, resistance to fire 10; AL Always chaotic evil; SV Fort +5, Ref +8, Will +6;
Str 8, Dex 17, Con 10, Int 10, Wis 12, Cha 10
Skills: Bluff +6, Diplomacy +2, Disguise +0 (+2 acting), Hide +17, Intimidate +2, Knowledge (any one) +6, Listen +7, Move Silently +9, Search +6, Spellcraft +6, Spot +6 
Feats: Improved Initiative, Weapon Finesse
Spell-Like Abilities: At will-detect good, detect magic, and invisibility (self only); 1/day-cause fear (as the spell, except that its area is a 30-foot radius from the quasit, save DC 11). Caster level 6th. The save DCs are Charisma-based. Once per week a quasit can use commune to ask six questions. The ability otherwise works as the spell (caster level 12th). 
Alternate Form(Su): A quasit can assume other forms at will as a standard action. This ability functions as a polymorph spell cast on itself (caster level 12th), except that a quasit does not regain hit points for changing form, and any individual quasit can assume only one or two forms no larger than Medium. Common forms include bat, monstrous centipede, toad, and wolf. A quasit in alternate form loses its poison attack.
Poison(Ex): Injury, Fortitude DC 13, initial damage 1d4 Dex, secondary damage 2d4 Dex. The save DC is Constitution-based and includes a +2 racial bonus. 



Possible Allies:
Festalon Girrot: Male elf Clr7; CR 7 (currently 6 without gear); Medium humanoid (elf); HD 7d8; hp 32; 
Init +1; Spd 30 ft.; AC 11, touch 11, flat-footed 10; Base Atk +5; Grp +7; 
Atk +7 melee (1d3+2 nonlethal, unarmed strike); Full Atk +7 melee (1d3+2 nonlethal, unarmed strike); 
SA Turn undead 5/day; SQ Immune to sleep, low-light vision, +2 bonus on saves against enchantment effects; 
AL CG; SV Fort +5, Ref +5, Will +8; 
Str 14, Dex 12, Con 10, Int 13, Wis 17, Cha 15.
Skills: Concentration +10, Heal +13, Knowledge (religion) +11, Listen +5, Search +3, Spot +5; 
Feats: Craft Wand, Lightning Reflexes, Weapon Focus (morningstar).
Turn Undead: Festalon Girrot gains a +2 synergy bonus on Turn Undead checks because he has 5 or more ranks in Knowledge (religion).
Spells Prepared (6/6/5/4/2; base DC 13 + spell level): None currently.
Deity: Ehlonna. Domains: Good (cast good spells at 8th level); Sun (1/day greater turning).
Possessions: None (held by Yrthuk Innar).

Erdso: Male human Mnk8; CR 8 (currently 7 without gear); Medium humanoid (human); HD 8d8+8; hp 50; 
Init +3, Spd 50 ft.; AC 14, touch 14, flat-footed 11; Base Atk +6; Grp +6; 
Atk +10 melee (1d10, unarmed strike); 
Full Atk +10/+5 melee (1d10, unarmed strike) or +9/+9/+4 (1d10, flurry of blows); 
SQ Monk abilities; AL LN; SV Fort +7, Ref +9, Will +4; 
Str 10, Dex 17, Con 12, Int 8, Wis 6, Cha 10.
Skills: Balance +5, Climb +11, Jump +2, Listen +11, Move Silently +14, Spot +0, Tumble +14; 
Feats: Alertness, Deflect Arrows, Dodge, Improved Trip, Stunning Fist, Weapon Finesse, Weapon Focus (unarmed strike).
Monk Abilities: Flurry of blows, evasion, still mind, ki strike (magic), slow fall 40 ft., purity of body, wholeness of body.
Stunning Fist (Ex): 8/day; DC 12.
Possessions: None (held by Yrthuk Innar).



Document version 1.0 4/10/04

Created by Scott Metzger
Downloaded from: http://zans.clanplaid.net/

Standard Monster stat blocks created by Monster 3.5 available for free at: http://www.greyhawkonline.com/smetzger/

Unique Stat Blocks from the 3.5 Conversion Documentat Zan's site.

