	Gnoll: CR 1; Medium-size humanoid(gnoll); HD 2d8+2; hp 14,11,13,10,12,10,16,11; Init +0; Spd. 20 ft.; AC 17 (touch 10, flat-footed 17); Atk +3 melee (1d8+2/x3 battle axe) or +1 ranged (1d6, shortbow); AL CE; SV Fort +4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11 Cha 8

Skills and Feats: Listen +3, Spot +3.

Possessions: Scale mail, large shield, battle axe, shortbow, 20 arrows, 11 gp.

	Huge Howler (12 HD): Huge Outsider (Chaotic, Evil); CR 6; HD 12d8+48 hp 102; Init +6; Spd 60ft.; AC: 18 (touch 10, flat-footed 16); Atk Bite +19 melee (4d6+9) and +14 melee (1d6+4, 1d4 quills); Face/Reach: 10 ft. by 20ft./10ft.; SA Quills, howl; Saves Fort +12, Ref +10, Will +10; AB Str 29, Dex 15, Con 19, Int 6, Wis 14, Cha 8; 

Skills and Feats: Climb +16, Hide+14, Listen +17, Move Silently +14, Search +7, Spot +17; Alertness, Improved Bull Rush, Improved Initiative, Power Attack
(Award 200% xp for this advanced creature.)


	Gnoll: CR 1; Medium-size humanoid (gnoll); HD 2d8+2; hp 9,10,11,11,11,12,14,16; Init +0; Spd. 20 ft.; AC 17 (touch 10, flat-footed 17); Atk +3 melee (1d8+2/x3 battle axe) or +1 ranged (1d6, shortbow); AL CE; SV Fort +4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11 Cha 8

Skills and Feats: Listen +3, Spot +3.

Possessions: Scale mail, large shield, battle axe, shortbow, 20 arrows, 11 gp.

	Zombies: CR 1; Medium-size undead; HD 1d12+3; hp 16,12,15,14,11,18,20,16,13,14; Init –1; Spd. 30 ft.; AC 11 (touch 9, flat-footed 11); Atk +2 melee (1d6+1, slam); SQ Undead, Partial Actions Only; AL N; SV Fort +0, Ref –1, Will +3; Str 13, Dex 8, Con --, Int --, Wis 10, Cha 1.

Skills and Feats: Toughness.

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

Partial Actions Only (Ex): Zombies have poor reflexes and can perform only partial actions. Thus they can move or attack, but can only do both if they charge (a partial charge).

Possessions: None.

	Troglodytes: CR 1; Medium-size humanoid (reptilian); HD 2d8+4; hp 13,15; Init –1; Spd 30 ft.; AC 20 (touch 9, flat-footed 20); Atk (+1 melee (1d6/18-20, scimitar) or +1 melee (1d4, 2 claws)) and –1 melee (1d4, bite), or +1 ranged (1d6, javelin); SQ Stench, darkvision 60 ft.; AL CE; SV Fort +5, Ref –1, Will +0; Str 10, Dex 9, Con 14, Int 8, Wis 10, Cha 10.

Skills and Feats: Hide +6/+10 (rocky or subterranean), Listen +3; Multiattack, Weapon Focus (javelin).

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Troglodytes speak Draconic.

	Monstrous Spider, Medium-size: CR 1; Medium-size vermin; HD 2d8+2; hp 12; Init +3; Spd 30 ft., climb 20 ft.; AC 14 (touch 13, flat-footed 11); Atk +4 melee (1d6, bite and poison); SA Poison, web; SQ Vermin; AL N; SV Fort +4, Ref +3, Will +0; Str 11, Dex 17, Con 12, Int --, Wis 10, Cha 2.

Skills and Feats: Climb +12, Hide +10 (+18 in webs), Jump +0, Move Silently +0 (+8 in webs), Spot +7; Weapon Finesse (bite).

Poison (Ex): DC 14, 1d4 Str, 1d4 Str.

Web (Ex): Both types of monstrous spiders often wait in their webs or in trees, then lower themselves silently on silk strands and leap onto prey passing beneath. A single strand is strong enough to support the spider and one creature of the same size.

Web-spinning spiders can cast a web eight times per day. This is similar to an attack with a net but has a maximum range of 50 feet, with a range increment of 10 feet, and is effective against targets up to one size smaller that the spider. The web anchors the target in place, allowing no movement. An entangled creature can escape with a successful Escape Artist check or burst it with a Strength check. Both are standard actions whose DCs are listed in the accompanying table. Web-spinning spiders often create sheets of sticky webbing from 5 to 60 feet square, depending on the size of the spider. They usually position these sheets to snare flying creatures but can also try to trap prey on the ground. Approaching creatures must succeed at a Spot check (DC 20) to notice a web; otherwise they stumble into it and become trapped as though by a successful web attack. Attempts to escape or burst the webbing gain a +5 bonus if the trapped creature has something to walk on or grab while pulling free. Each 5-foot section has the hit points listed on the table, and sheet webs have damage reduction 5/fire. A monstrous spider can move across its own sheet web at its climb speed and can determine the exact location of any creature touching the web.

	Basilisk: CR 5; Medium-size Magical Beast (reptilian); HD 6d10+12; hp 46; Init –1; Spd 20 ft.; AC 16 (touch 9, flat-footed 16); Atk +8 melee (1d8+3, bite); SA Petrifying gaze; AL N; SV Fort +9, Ref +4, Will +3; Str 15, Dex 8, Con 15, Int 2, Wis 12, Cha 10.

Skills and Feats: Hide +0/+4 (in natural settings), Listen +7, Spot +7.

Petrifying Gaze (Su): Turn to stone permanently, range 30 feet; Fortitude negates DC 13.

	Thoqqua: CR 2; Medium-size Elemental (earth, fire); HD 3d8+3, hp 17, 15; Init +1; Spd 30 ft., burrow 20 ft.; AC 18 (touch 11, flat-footed 17); Atk +4 melee (1d6+3 slam and 2d6 fire); SA Heat, burn; SQ Fire subtype, tremorsense; AL N; SV Fort +4, Ref +4, Will +2; Str 15, Dex 13, Con 13, Int 6, Wis 12, Cha 10.

Skills and Feats: Intuit Direction +4, Jump +6, Listen +6, Move Silently +5.

Heat (Ex): Merely touching or being touched by a thoqqua automatically deals 2d6 fire damage.

Burn (Ex): When a thoqqua hits with its slam attack, the opponent must succeed at a Reflex save (DC 13) or catch fire. The flame burns for 1d4 rounds if not extinguished sooner. The burning creature can use a full-round action to put out the flame.

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

Tremorsense (Ex): Thoqquas can automatically sense the location of anything within 60 feet that is in contact with the ground.

	Marlgran the Ettin: CR 5; Large Giant; HD 1d8+20; hp 70; Init +3; Spd 40 ft.; AC 18 (touch 8, flat-footed 18); Atk +12/+7 melee (1d10+6, greatclubs); Face/Reach: 5 ft. by 5 ft./10 ft.; SA Superior two-weapon fighting; SQ Darkvision 90 ft.; AL CE; SV Fort +9, Ref +2, Will +3; Str 23, Dex 8, Con 15, Int 6, Wis 10, Cha 11.

Skills and Feats: Listen +10, Search +10, Spot +10; Alertness, Improved Initiative, Power Attack.

Superior Two-Weapon Fighting (Ex): An ettin fights with a club or spear in each hand. Because each of its two heads controls an arm, the ettin does not suffer an attack or damage penalty for attacking with two weapons.

Ettins have no language of their own but speak a pidgin of Orc, Goblin, and Giant. Creatures that can speak any of these languages must succeed at an Intelligence check (DC 15) to communicate with an ettin. Check once for each bit of information: If the other creature speaks two of these languages, the DC is 10, and for someone who speaks all three, the DC is 5.

Possessions: 2 greatclubs, 3 thunderstones (1 carried), sack in straw bed holds 243 gp, 50-gp gem, remaining thunderstones



	Rust Monster: CR 3; Medium-size abherration; HD 5d8+5; hp 29; Init +3; Spd 40 ft.; AC 18 (touch 13, flat-footed 15); Atk +3 melee (antennae touch rust) and –2 melee (1d3, bite); SA Rust; SQ Scent; AL N; SV Fort +2, Ref +4, Will +5; Str 10, Dex 17, Con 13, Int 2, Wis 13, Cha 8.

Skills and Feats: Listen +9, Spot +9; Alertness.

Scent (Ex): A rust monster can scent a metal object up to 90 feet away.

Rust (Ex): A rust monster that makes a successful touch attack with its antennae causes the target metal to corrode, falling to pieces and becoming useless immediately. The size of the object is immaterial-a full suit of armor rusts away as quickly as a sword. Magic armor and weapons, and other enchanted items made of metal, must succeed at a Reflex save (DC 20) or be dissolved. A metal weapon that deals damage to a rust monster also corrodes immediately. Wooden, stone, and other nonmetallic weapons are unaffected.

	Ochre Jelly: CR 5; Large ooze; HD 6d10+27; hp 59; Init –5; Spd 10 ft., climb 10 ft.; AC 4 (touch 4, flat-footed 4); Atk +5 melee (2d4+3 slam and 1d4 acid); Face/Reach 5 ft. by 10 ft./10 ft.; SA Improved grab, acid, constrict 2d4+3 and 1d4 acid; SQ Blindsight, split, ooze immunity, ooze; AL N; SV Fort +4, Ref –3, Will –3; Str 15, Dex 1, Con 15, Int --, Wis 1, Cha 1.

Improved Grab (Ex): To use this ability, the ochre jelly must hit with its slam attack. If it gets a hold, it can constrict.

Acid (Ex): An ochre jelly secretes a digestive acid that dissolves only flesh. Any melee hit deals acid damage.

Constrict (Ex): An ochre jelly deals automatic slam and acid damage with a successful grapple check.

Blindsight (Ex): An ooze’s entire body is a primitive sensory organ that can ascertain prey by scent and vibration within 60 feet.

Split (Ex): Weapons and electricity attacks deal no damage to an ochre jelly. Instead the creature splits into two identical jellies, each with half the original’s hit points (round down). A jelly with only 1 hit point cannot be further split.

Ooze: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and polymorphing. Not subject to critical hits.

	Fiendish Girallon: CR 6; Large Magical Beast; HD 7d10+14; hp 52; Init +3; Spd 40 ft., climb 40 ft.; AC 16 (touch 12, flat-footed 13); Atk +12 melee (1d4+8, 4 claws) and +7 (1d8+4, bite); Face/Reach: 5 ft. by 5 ft./ 10 ft.; SA Smite, Rend 2d4+12; SQ Damage Reduction 5/+1, Darkvision 60 ft., Cold Resistance 10, Fire Resistance 10, Scent; SR 14; AL CE; SV Fort +7, Ref +8, Will +3; Str 26, Dex 17, Con 14, Int 3, Wis 12, Cha 7.

Skills and Feats: Climb +16, Move Silently +8, Spot +7.

Rend (Ex): A girallon that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 2d4+12 points of damage.

Smite Good (Su): Once per day make a normal attack to deal additional 7 points of damage against a good foe.

	Digester: CR 6; Medium-size Magical Beast; HD 8d10+24; hp 71; Init +6; Spd 60 ft.; AC 17 (touch 12, flat-footed 15); Atk +11 melee (1d8+4, rake); SA Acid Spray; SQ Scent, acid immunity; AL N; SV Fort +9, Ref +8, Will +3; Str 17, Dex 15, Con 17, Int 2, Wis 12, Cha 10.

Skills and Feats: Hide +11, Listen +6, Jump +7, Spot +6; Alertness, Improved Initiative.

Acid Spray (Ex): A digester can spray acid in a cone 20 feet long, dealing 4d8 points of damage to everything in the area.  Once a digester uses this ability, it can’t use it again until 1d4 rounds later. The creature can also produce a concentrated stream of acid that deals 8d8 points of damage to a single target within 5 feet. In either case, a successful Reflex save (DC 17) halves the damage.

	Violet Fungus: CR 3; Medium-size Plant; HD 2d8+6; hp 18; Init –1; Spd 10 ft.; AC 13 (touch 9, flat-footed 13); Atk +3 melee (1d6+2, 4 tentacles and poison); Face/Reach 5 ft. by 5 ft./ 10 ft.; SQ Plant; AL N; SV Fort +6, Ref –1, Will +0; Str 14, Dex 8, Con 16, Int 2, Wis 11, Cha 9.

Plant: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and polymorphing. Not subject to critical hits.

Poison (Ex): Tentacle, Fortitude save (DC 14); initial and secondary damage 1d4 temporary Strength and 1d4 temporary Constitution.

	Umber Hulk: CR 7; Large Aberration; HD 8d8+32; hp 74, 56; Init +1; Spd 20 ft., burrow 20 ft.; AC 17 (touch 10, flat-footed 16); Atk +11 melee (2d4+6, 2 claws) and +9 melee (2d8+3, bite); Face/Reach 5 ft. by 5 ft./10 ft.; SA Confusing Gaze; SQ Tremorsense; SV Fort +6, Ref +3, Will +6; Str 23, Dex 13; Con 19, Int 9, Wis 11, Cha 13.

Skills and Feats: Climb +17, Jump +14, Listen +11; Multiattack.

Confusing Gaze (Su): Confusion as cast by an 8th-level sorcerer, 30 feet, Will negates DC 15.

Tremorsense (Ex): Umber hulks can automatically sense the location of anything within 60 feet that is in contact with the ground.

	Troll: CR 5; Large Giant; HD 6d8+36; hp 70, 61; Init +2; Spd 30 ft.; AC 18 (touch 11, flat-footed 16); Atk +9 melee (1d6+6, 2 claws) and +4 melee (1d6+3, bite); Face/Reach 5 ft. by 5 ft./10 ft.; SA Rend 2d6+9; SQ Regeneration 5, Scent, darkvision 90 ft.; SV Fort +11, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6.

Skills and Feats: Listen +5, Spot +5; Alertness, Iron Will.

Rend (Ex): If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll. If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes. The creature can reattach the severed member instantly by holding it to the stump.

Trolls speak Giant.

	Deinonychus: CR 3; Large Beast (dinosaur); HD 4d10+12; hp 33, 40; Init +2; Spd 60 ft.; AC 16 (touch 11, flat-footed 14); Atk +6 melee (2d6+4, rake) and +1 melee (1d3+2, 2 claws) and +1 melee (2d4+2, bite); Face/Reach 5 ft. by 5 ft./10 ft.; SQ Scent; AL N; SV Fort +7, Ref +6, Will +2; Str 19, Dex 15, Con 17, Int 2, Wis 12, Cha 10.

Skills and Feats: Hide +7, Jump +13, Listen +11, Spot +11, Wilderness Lore +9.

	Hill Giant: CR 7; Large Giant; HD 12d8+48; hp 102, 102; Init –1; Spd 40 ft.; AC 20 (touch 8, flat-footed 20); Atk +16/+11 melee (2d6+10, huge greatclub) or +8/+3 ranged (2d6+7, rock); Face/Reach 5 ft. by 5 ft./10 ft.; SA Rock throwing; SQ Rock Catching; AL CE; SV Fort +12, Ref +3, Will +4; Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7.

Skills and Feats: Climb +9, Jump +9, Spot +4; Power Attack, Cleave, Weapon Focus (greatclub).

Hill giants speak Giant. 

Rock Throwing (Ex): Adult giants are accomplished rock throwers and receive a +1 racial bonus to 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 5 range increments. The size of the range increment varies with the giant’s variety. A Huge giant can hurl rocks of 60 to 80 pounds (Medium-size objects).

Rock Catching (Ex): A giant of at least Large size can catch Small, Medium-size, 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-size one, and 25 for a Large one. (If the projectile has a magical bonus to attack, the DC increases by that amount.) The giant must be ready for and aware of the attack.

	Dire Wolverine: CR 4; Large Animal; HD 5d8+20; hp 45; Init +3; Spd 30 ft., climb 10 ft.; AC 16 (touch 12, flat-footed 14); Atk +8 melee (1d6+6, 2 claws) and +3 melee (1d8+3, bite); Face/Reach 5 ft. by 10 ft./5 ft.; SA Rage; SQ Scent; AL N; SV Fort +8, Ref +7, Will +5; Str 22, Dex 17, Con 19; Int 2, Wis 12, Cha 10.

Skills and Feats: Climb +14, Listen +9, Spot +8.

Rage (Ex): A dire wolverine that takes damage in combat flies into a berserk rage on its next turn, clawing and biting madly until either it or its opponent is dead. An enraged dire wolverine gains +4 Strength, +4 Constitution, and -2 AC. The creature cannot end its rage voluntarily.

(Enraged Dire Wolverine; CR 4; Large Animal; HD 5d8+30; hp 55; Init +3; Spd 30 ft., climb 10 ft.; AC 14 (touch 10, flat-footed 12); Atk +10 melee (1d6+8, 2 claws) and +5 melee (1d8+4, bite); Face/Reach 5 ft. by 10 ft./5 ft.; SA Rage; SQ Scent; AL N; SV Fort +8, Ref +7, Will +5; Str 26, Dex 17, Con 23; Int 2, Wis 12, Cha 10.)



	Orc: CR ½; Medium-size humanoid (orc); HD 1d8; hp 4,6,7,5,5,4,8; Init +0; Spd 20 ft.; AC 14 (touch 10, flat-footed 14); Atk +3 melee (1d12+3, greataxe); SQ Darkvision 60 ft., Light Sensitivity AL CE; SV Fort +2, Ref +0, Will –1; Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8.

Skills and Feats: Listen +2, Spot +2; Alertness.

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Possessions: 11 gp, scale mail, greataxe

	Orc Archers: CR ½; Medium-size humanoid (orc); HD 1d8; hp 8,4,4,5,3,6; Init +0; Spd 20 ft.; AC 14 (touch 10, flat-footed 14); Atk +2 ranged (1d8, repeating crossbow) or +3 melee (1d12+3, greataxe); SQ Darkvision 60 ft., Light Sensitivity AL CE; SV Fort +2, Ref +0, Will –1; Str 15, Dex 10, Con 11, Int 9, Wis 8, Cha 8.

Skills and Feats: Listen +2, Spot +2; Alertness.

Light Sensitivity (Ex): Orcs suffer a -1 penalty to attack rolls in bright sunlight or within the radius of a daylight spell.

Possessions: 11 gp, scale mail, greataxe, repeating crossbow, 1 reload cartridge

	Giant Beetle, Bombardier: CR 2; Medium-size vermin; HD 2d8+4; hp 13; Init +0; Spd 30 ft.; AC 16 (touch 10, flat-footed 16); Atk +2 melee (1d4+1, bite); SA Acid Spray; SQ Vermin; AL N; SV Fort +5, Ref +0, Will +0; Str 13, Dex 10, Con 14, Int --, Wis 10, Cha 9.

Skills and Feats: Listen +5, Spot +5.

Acid Spray (Ex): When attacked or disturbed, a giant bombardier beetle can release a 10-foot cone of acidic vapor once per round. Those within the cone must succeed at a Fortitude save (DC 13) or take 1d4+2 points of damage.

	Goblin: CR ¼; Small humanoid (goblinoid); HD 1d8; hp 3,5,4; Init +1, Spd 30 ft.; AC 15 (touch 12, flat-footed 14); Atk –1 melee (1d2, punch, triggers AoO); SQ Darkvision 60 ft.; SV Fort +2, Ref +1, Will +0; Str 8, Dex 13, Con 11, Int 10, Wis 11, Cha 8.

Skills and Feats: Hide +6, Listen +3, Move Silently +4, Spot +3; Alertness.

	Golem, Stone: CR 11; Large Construct; HD 14d10; hp 80; Init –1; Spd 20 ft. (can’t run); AC 26 (touch 8, flat-footed 26); Atk +18 melee (2d10+9, 2 slams); Face/Reach: 5 ft. by 5 ft./10 ft.; SA Slow; SQ Construct, Magic Immunity, DR 30/+2; SV Fort +4, Ref +3, Will +4; Str 29, Dex 9, Con --, Int --, Wis 11, Cha 1.

Construct: Immune to mind-influencing effects, poison, disease, and similar effects. Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Slow (Su): A stone golem can use slow as a free action once every 2 rounds. The effect has a range of 10 feet and a duration of 7 rounds, requiring a successful Will save (DC 13) to negate. 

Magic Immunity (Ex): A stone golem is immune to all spells, spell-like abilities, and supernatural effects, except as follows. A transmute rock to mud spell slows it (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 makes it vulnerable to any normal attack for the following round (this does not include spells, except those that cause damage). 

	Hydra, 7-headed: CR 6; Huge Beast; HD 7d10+35; hp 82; Init +1; Spd 20 ft., swim 10 ft.; AC 15 (touch 9, flat-footed 14); Atk +7 melee (1d10+4, 7 bites); Face/Reach: 20 ft. by 20 ft./10 ft.; SQ Scent; SV Fort +10, Ref +6, Will +2; Str 19, Dex 12, Con 20, Int 3, Wis 10, Cha 9.

Skills and Feats: Listen +6, Spot +7; Combat Reflexes.

A hydra can be killed either by severing all its heads or by slaying its body. To sever a head, an opponent must hit the monster’s neck with a slashing weapon and deal damage equal to 12, in one blow. (The player says where the attack is aimed just before making the attack roll.)  Any excess damage is lost. A severed head dies, and a natural reflex seals the neck shut to prevent further blood loss. The hydra can no longer attack with the severed head but suffers no other penalties. A severed head regrows in about a month.

	Air Elemental, Large: CR 5; Large Elemental (Air); HD 8d8+24; hp 60; Init +11; Spd fly 100 ft. (perfect); AC 20 (touch 16, flat-footed 19); Atk +12/+7 melee (2d6+3, slam); SA Air Mastery, Whirlwind; SQ Elemental, Damage Reduction 10/+1; AL N; SV Str 14, Dex 25, Con 16, Int 6, Wis 11, Cha 11.

Skills and Feats: Listen +10, Spot +10; Dodge, Flyby Attack, Improved Initiative, Weapon Finesse (slam).

Air Mastery (Ex): Airborne creatures suffer a -1 penalty to attack and damage rolls against an air elemental.

Whirlwind (Su): The elemental can transform itself into a whirlwind once every 10 minutes and remain in that form for up to 4 rounds. In this form, the elemental can move through the air or along a surface at its fly speed.  The whirlwind is 5 feet wide at the base, up to 30 feet wide at the top, and up to 40 feet tall. The elemental controls the exact height, but it must be at least 10 feet.  Creatures one or more sizes smaller than the elemental might take damage when caught in the whirlwind and may be lifted into the air. An affected creature must succeed at a Reflex save (DC 16) when it comes into contact with the whirlwind or take 2d6 points of damage. It must also succeed at a second Reflex save (DC 16) or be picked up bodily and held suspended in the powerful winds, automatically taking 2d6 damage each round. A creature that can fly is allowed a Reflex save each round to escape the whirlwind. The creature still takes damage but can leave if the save is successful.  The elemental can eject any carried creatures whenever it wishes, depositing them wherever the whirlwind happens to be. A summoned elemental always ejects trapped creatures before returning to its home plane.  

If the whirlwind’s base touches the ground, it creates a swirling cloud of debris. This cloud is centered on the elemental and has a diameter equal to half the whirlwind’s height. The cloud obscures all vision, including darkvision, beyond 5 feet. Creatures 5 feet away have one-half concealment, while those farther away have total concealment. Those caught in the cloud must succeed at a Concentration check to cast a spell (DC 16).



	Spectre: CR 7; Medium-size undead (Incorporeal); HD 7d12; hp 45; Init +7; Spd 40 ft., fly 80 ft. (good); AC 15 (touch 15, flat-footed 12); Atk +6 melee (1d8, incorporeal touch and energy drain); SA Energy Drain, Create Spawn; SQ Undead, Incorporeal, +2 turn resistance, unnatural aura, sunlight powerlessness; AL LE; SV Fort +2, Ref +5, Will +7; Str --, Dex 16, Con --, Int 14, Wis 14, Cha 15.

Skills and Feats: Hide +13, Intimidate +12, Intuit Direction +10, Listen +13, Search +10, Spot +13; Alertness, Blind-Fight, Combat Reflexes, Improved Initiative.

Energy Drain (Su): Living creatures hit by a spectre’s incorporeal touch attack receive two negative levels. The Fortitude save to remove a negative level has a DC of 15.

Create Spawn (Su): Any humanoid slain by a spectre becomes a spectre in 1d4 rounds. Spawn are under the command of the spectre that created them and remain enslaved until its death. They do not possess any of the abilities they had in life.

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

Incorporeal: Can be harmed only by other incorporeal creatures, +1 or better magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source. Can pass through solid objects at will, and own attacks pass through armor. Always moves silently.

Unnatural Aura (Su): Both wild and domesticated animals can sense the unnatural presence of a spectre at a distance of 30 feet. They do not willingly approach nearer than that and panic if forced to do so; they remain panicked as long as they are within that range.

Sunlight Powerlessness (Ex): Spectres are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it. A spectre caught in sunlight cannot attack and can take only partial actions.

	Claagingred, Large Gargoyle: CR 6; Large Magical Beast (Earth); HD 8d10+48; hp 92; Init +1; Spd 45 ft., fly 75 ft. (average); AC 16 (touch 10, flat-footed 15); Atk +11 melee (1d6+4, 2 claws) and +9 melee (1d8+2, bite) and +9 melee (1d8+2, gore); Face/Reach 5’ by 5 ft./10 ft.; SQ Damage Reduction 15/+1, Freeze; AL CE; SV Fort +14, Ref +7, Will +2; Str 19, Dex 12, Con 22, Int 6, Wis 11, Cha 7.

Skills and Feats: Hide +5/+13 (against worked stone), Listen +5, Spot +5, Tumble +2; Multiattack, Weapon Finesse (claw, bite, gore), Flyby Attack.

Freeze (Ex): A gargoyle can hold itself so still it appears to be a statue. An observer must succeed at a Spot check (DC 20) to notice the gargoyle is really alive.

Gargoyles speak Common and Terran.

	Gargoyle: CR 4; Medium-size Magical Beast (Earth); HD 4d10+16; hp 35, 43; Init +2; Spd 45 ft., fly 75 ft. (average); AC 16 (touch 12, flat-footed 14); Atk +6 melee (1d4, 2 claws) and +4 melee (1d6, bite) and +4 melee (1d6, gore); SQ Damage Reduction 15/+1, Freeze; AL CE; SV Fort +8, Ref +6, Will +1; Str 11, Dex 14, Con 18, Int 6, Wis 11, Cha 7.

Skills and Feats: Hide +9/+17 (against worked stone), Listen +4, Spot +4; Multiattack, Weapon Finesse (claw, bite, gore)

Freeze (Ex): A gargoyle can hold itself so still it appears to be a statue. An observer must succeed at a Spot check (DC 20) to notice the gargoyle is really alive.

Gargoyles speak Common and Terran.

	Dog, Riding: CR 1; Medium-size Animal; HD 2d8+4; hp 15, 15, 20, 16, 13, 11, 10; Init +2; Spd 40 ft.; AC 16 (touch 12, flat-footed 14); Atk +3 melee (1d6+3, bite); SQ Scent; AL N; SV Fort +5, Ref +5, Will +1; Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6.

Skills and Feats: Listen +5, Spot +5, Swim +5.

	Chuul: CR 7; Large Aberration; HD 11d8+44; hp 90; Init +7; Spd 30 ft., swim 20 ft.; AC 22 (touch 12, flat-footed 19); Atk +12 melee (2d6+5, 2 claws); Face/Reach 5 ft. by 5 ft./ 10 ft.; SA Improved Grab, Squeeze, Paralysis; SQ Paralysis and Poison Immunity; AL CE; SV Fort +7, Ref +6, Will +9; Str 20, Dex 16, Con 18, Int 10, Wis 14, Cha 5.

Skills and Feats: Hide +13, Jump +11, Listen +13, Spot +13; Alertness, Improved Initiative.

Improved Grab (Ex): To use this ability, the chuul must hit with a claw attack.

Squeeze (Ex): A chuul that gets a hold automatically deals claw damage, with an additional 1d6 points of bludgeoning damage from the crushing force, each round the hold is maintained.

Paralysis (Ex): The chuul can transfer grabbed victims from a claw to its tentacles as a partial action. The tentacles grapple with the same strength as the claw but deal no damage. However, they exude a paralytic secretion. Those held in the tentacles must succeed at a Fortitude save (DC 19) or be paralyzed for 6 rounds. While held in the tentacles, paralyzed or not, the victim automatically takes 1d8+2 points of damage each round from the creature’s mandibles.

	Kuo-Toa: CR 2; Medium-size Monstrous Humanoid (Aquatic); HD 2d8+2; hp 10,14,11,12,10,11,12, 12, 13; Init +0; Spd 20 ft., swim 50 ft.; AC 18 (touch 10, flat-footed 18); Atk +3 melee (1d6+1, half spear) and –2 melee (1d4, bite) or +2 ranged (1d6+1, half spear); SQ Keen Sight, Slippery, Adhesive, Immunities, Electricity Resistance 30, Light Blindness, Amphibious; AL NE; SV Fort +3, Ref +3, Will +5; Str 13, Dex 10, Con 13, Int 13, Wis 14, Cha 8.

Skills and Feats: Escape Artist +18, Knowledge (religion) +6, Listen +9, Move Silently +3, Search +10, Spot +11; Alertness, Great Fortitude.

Possessions: Large Shield, halfspear, water temple symbols.

Keen Sight (Ex): Kuo-toas have excellent vision thanks to their two independently focusing eyes. Their eyesight is so keen that they can spot a moving object or creature even if it is invisible, ethereal, or astral. Only by remaining perfectly still can such objects or creatures avoid their notice.

Slippery (Ex): All kuo-toas secrete an oily film that makes them difficult to grapple or snare. Webs, magic or otherwise, don’t affect kuo-toas, and they usually can wriggle free from most other forms of confinement.

Adhesive (Ex): Kuo-toas use their own body oil and other materials to give their shields a finish almost like flypaper, holding fast any creatures or items touching them. Anyone who makes an unsuccessful melee attack against a kuo-toa must succeed at a Reflex save (DC 14), or the attacker’s weapon sticks to the shield and is yanked out of the wielder’s grip. Creatures using natural weapons are automatically grappled if they get stuck.

Immunities (Ex): Kuo-toas are immune to poison and paralysis. The various hold spells also have no effect on them, and their keen sight automatically detects figments for what they are.

Light Blindness (Ex): Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds kuo-toas for 1 round. In addition, they suffer a -1 circumstance penalty to all attack rolls, saves, and checks while operating in bright light.

Amphibious (Ex): Although kuo-toas breathe by means of gills, they can survive indefinitely on land.

	Cloakers: CR 5; Large Aberration; HD 6d8+18; hp 50,43; Init +7; Spd 10 ft., fly 50 ft. (average); AC 19 (touch 12, flat-footed 16); Atk +8 melee (1d6+5, tail slap) and +3 melee (1d4+2, bite); Face/Reach 5 ft. by 5 ft./10 ft.; SA Moan, Engulf; SQ Shadow Shift; AL CN; SV Fort +5, Ref +5, Will +7; Str 21, Dex 16, Con 17, Int 14, Wis 15, Cha 15.

Skills and Feats: Hide +12, Listen +11, Move Silently +12, Spot +11; Alertness, Improved Initiative.

Moan (Ex): A cloaker can emit a dangerous subsonic moan instead of biting. By changing the frequency, the cloaker may cause one of four effects. Cloakers are immune to these sonic, mind-affecting attacks. Unless noted otherwise, creatures who successfully save against these effects cannot be affected by the same moan effect from the same cloaker for one day.

· Unnerve: All within an 80-foot spread automatically suffer a -2 morale penalty to attack and damage rolls. Those forced to hear the moan for more than 6 consecutive rounds must succeed at a Will save (DC 15) or enter a trance, unable to attack or defend themselves until the moaning stops. Even on a success, they must repeat the save in each round the moaning continues.

· Fear: All those within a 30-foot spread must succeed at a Will save (DC 15) or flee in terror for 2 rounds.

· Nausea: Everyone in a 30-foot cone must succeed at a Fortitude save (DC 15) or be overcome by nausea and weakness. Affected characters fall to the ground and are unable to take any actions, including defending themselves, for 1d4+1 rounds.

· Stupor: A single creature within 30 feet of the cloaker must succeed at a Fortitude save (DC 15) or be affected as though by a hold person spell for 5 rounds. Even after a successful save, the creature must repeat the save if the cloaker uses this effect again.

Engulf (Ex): A cloaker can try to wrap a Medium-size or smaller creature in its body as a standard action. The cloaker attempts a grapple that does not provoke an attack of opportunity. If it gets a hold, it bites the engulfed victim with a +4 attack bonus. It can still use its whiplike tail to strike at other targets. Attacks that hit an engulfing cloaker deal half their damage to the monster and half to the trapped victim.

Shadow Shift (Su): Cloakers can manipulate shadows. This ability is effective only in shadowy areas and has several possible effects.

Obscure Vision: The cloaker gains one-quarter concealment (10% miss chance) for 1d4 rounds.

Dancing Images: This duplicates a mirror image spell cast by a 6th-level sorcerer. 

Silent Image: This duplicates a silent image spell cast by a 6th-level sorcerer.

	Blade Spirit: CR 9; Medium-size Undead (Incorporeal); HD 9d12; hp 60; Init +8; Spd 40 ft., fly 80 ft. (good); AC 16 (touch 16, flat-footed 12); Atk +8 melee (1d4, incorporeal touch); SA Animate Weapons; SQ Undead, Incorporeal, +2 turn resistance; AL LE; SV Fort +3, Ref +7, Will +8; Str – Dex 18, Con --, Int 14, Wis 14, Cha 15.

Skills and Feats: Hide +16, Intimidate +12, Intuit Direction +10, Listen +14, Search +10, Spot +14; Alertness, Blind-Fight, Combat Reflexes, Dodge, Improved Initiative.

Animate Weapons (Sp): A blade spirit can animate up to six slashing weapons.  These fully corporeal weapons can move up to 15 feet away from the spirit, attacking with a +11 bonus.

Weapon Domination (Sp): As a standard action, a blade spirit can dominate nearby slashing weapons.  Any character holding a slashing weapon within 20 feet of the blade spirit must make a Will save (DC 16) or make an attack upon himself with that weapon (this attack doesn’t count against the character’s normal attack sequence).

Weapon Immunity: A blade spirit is immune to all damage inflicted by slashing weapons, though associated damage (like the d6 from a flaming longsword still affects it).

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

Incorporeal: Can be harmed only by other incorporeal creatures, +1 or better magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source. Can pass through solid objects at will, and own attacks pass through armor. Always moves silently.



	Destrachan: CR 8; Large Aberration; HD 8d8+24; hp 58, 66, 60; Init +5; Spd 30 ft.; AC 16 (touch 10, flat-footed 15); Atk +9 melee (1d6+4, 2 claws); SA Destructive Harmonics, Reverberating Harmonics; SQ Blindsight, Protection from Sonics; AL NE; SV Fort +5, Ref +3, Will +10; Str 18, Dex 12, Con 16, Int 12, Wis 18, Cha 12.

Skills and Feats: Hide +7, Intuit Direction +10, Listen +25, Move Silently +10; Dodge, Improved Initiative.

Destructive Harmonics (Su): A destrachan can blast sonic energy in a cone up to 80 feet long. It can tune the harmonics of this destructive power to affect different types of targets.

Flesh: Disrupting tissue and rending bone, this horrible attack deals 4d6 points of damage to all within the cone (Reflex half DC 15). 

Nerves: The destrachan can focus its harmonics to subdue rather than slay. This attack plays havoc with nerves and sensory systems, dealing 6d6 points of subdual damage to all within the cone (Reflex half DC 15). 

Material: The destrachan chooses wood, stone, metal, or glass. All objects made of that material within the cone must succeed at a Fortitude save (DC 15) or shatter. Objects (or portions of objects) that have up to 30 hit points are potentially affected by this attack. 

Reverberating Harmonics (Su): The destrachan can use a wall, a ceiling, or even a floor to reflect any of the sonic attacks listed above (except those that would damage the reflecting surface). This attack affects all within 30 feet of the destrachan, which is immune to the effects of its own ability.

Blindsight (Ex): A destrachan can use hearing to ascertain all foes within 100 feet as a sighted creature would.

Protection from Sonics (Ex): While they can be affected by loud noises and sonic spells (such as ghost sound or silence), destrachans are less vulnerable to sound-based ​attacks (+4 circumstance bonus on all saves) because they can protect their ears. A destrachan whose sense of hearing is impaired is effectively blind, treating all targets as totally concealed.

Immunities: Destrachans are immune to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.

	Kiibo, dire bear: CR 7; Large Animal; HD 12d8+48; hp 110; Init +1; Spd 40 ft.; AC 17 (touch 10, flat-footed 16); Atk +18 melee (2d4+10, 2 claws) and +13 melee (2d8+5, bite); Face/Reach 5 ft. by 10 ft./5 ft.; SA Improved Grab; SQ Scent; AL N; SV Fort +12, Ref +9, Will +12; Str 31, Dex 13, Con 19, Int 2, Wis 12, Cha 10.

Skills and Feats: Listen +7, Spot +7, Swim +13.

Improved Grab (Ex): To use this ability, the dire bear must hit with a claw attack.

	Giant Ant, Worker: CR 1; Medium-size Vermin; HD 2d8; hp 10, 9, 10, 7, 13, 11, 10, 8, 12, 9; Init +0; Spd 50 ft., climb 20 ft.; AC 17 (touch 10, flat-footed 17); Atk +1 melee (1d6, bite); SA Improved Grab; SQ Vermin; AL N; SV Fort +3, Ref +0, Will +0; Str 10, Dex 10, Con 10, Int --, Wis 11, Cha 9.

Skills: Climb +8, Listen +5, Spot +5.

Improved Grab (Ex): To use this ability, the giant ant must hit with its bite attack. A giant ant soldier that gets a hold can sting.

	Giant Ant, Soldier: CR 2; Medium-size Vermin; HD 2d8+2; hp 11, 11, 14, 9, 13, 17, 9, 12, 12, 10; Init +0; Spd 50 ft., climb 20 ft.; AC 17 (touch 10, flat-footed 17); Atk +3 melee (2d4+3, bite); SA Improved Grab, Acid Sting; SQ Vermin; AL N; SV Fort +3, Ref +0, Will +0; Str 14, Dex 10, Con 13, Int --, Wis 13, Cha 11.

Skills: Climb +10, Listen +6, Spot +6.

Improved Grab (Ex): To use this ability, the giant ant must hit with its bite attack. A giant ant soldier that gets a hold can sting.

Acid Sting (Ex): The giant ant soldier has a stinger and an acid-producing gland and in its abdomen. If it successfully grabs an opponent, it can attempt to sting each round using its full attack bonus. A hit with the sting attack deals 1d4+1 points of piercing damage and 1d4 points of acid damage.

	Fire Elemental, Medium: CR 3; Medium-Size Elemental (Fire); HD 4d8+8; hp 24, 26, 27, 30; Init +7; Spd 50 ft.; AC 16 (touch 13, flat-footed 13); Atk +6 melee (1d6+1, slam and 1d6 fire); SA Burn; SQ Elemental, Fire Subtype; AL N; SV Fort +3, Ref +7, Will +1; Str 12, Dex 17, Con 14, Int 4, Wis 11, Cha 11.

Skills and Feats: Listen +6, Spot +6; Improved Initiative, Weapon Finesse (slam).

Burn (Ex): Those hit by a fire elemental‘s slam attack must succeed at a Reflex save DC 14 or catch fire. The flame burns for 1d4 rounds.  A burning creature can take a move-equivalent action to put out the flame.  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 fire unless they succeed at a Reflex save.

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

Fire Elementals speak Ignan.

	Fire Mephit: CR 3; Small Outsider (Fire); HD 3d8; hp 11, 12, 13, 15, 13, 15; Init +5; Spd 30 ft., fly 50 ft. (average); AC 16 (touch 12, flat-footed 15); Atk +4 melee (1d3, 2 claws and 2 fire); SA Breath Weapon, Spell-like Abilities, Summon Mephit; SQ Fire Subtype, Fast Healing 2, Damage Reduction 5/+1; AL N; SV Fort +3, Ref +4, Will +3; Str 10, Dex 13, Con 10, Int 12, Wis 11, Cha 15.

Skills and Feats: Bluff +5, Hide +11, Listen +6, Move Silently +7, Spot +6; Improved Initiative.

Breath Weapon (Su): Cone of fire, 15 feet; damage 1d8, Reflex half DC 12.  Usable every 1d4 rounds as a standard action.

Spell-Like Abilities: 1/hour-magic missile as the spell cast by a 3rd-level sorcerer; 1/day-heat metal as the spell cast by a 6th-level sorcerer (DC 14).

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

Fast Healing (Ex): A fire mephit heals 2 points of damage each round but only if it is touching a flame at least as large as a torch. 

Summon Mephit (Sp): Once per day, a fire mephit can summon other mephits much as though casting a summon monster spell, but they have only a 25% chance of success to summon one mephit of the same type. Roll d%: On a failure, no creature answers the summons. A mephit that has just been summoned cannot use its own summon ability for 1 hour.

	Hell Hound: CR 3; Medium-Size Outsider (Evil, Fire, Lawful); HD 4d8+4; hp 31, 31; Init +5; Spd 40 ft.; AC 16 (touch 11, flat-footed 15); Atk +5 melee (1d8+1, bite); SA Breath Weapon; SQ Scent, Fire Subtype; AL LE; SV Fort +5, Ref +5, Will +4; Str 13, Dex 13, Con 13, Int 6, Wis 10, Cha 6.

Skills and Feats: Hide +11, Listen +5, Move Silently +13, Spot +7/+15 (by smell), Wilderness Lore +0/+8 (by smell); Improved Initiative, Track.

Breath Weapon (Su): Cone of fire, 30 feet, every 2d4 rounds; damage 1d4+1, Reflex half DC 13. The fiery breath also ignites any flammable materials with​in the cone. Hell hounds can use their breath weapon while biting.

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

	Rast: CR 5; Medium-Size Outsider (Fire); HD 4d8+4; hp 18, 22, 20, 35; Init +5; Spd fly 50 ft.; AC 15 (touch 11, flat-footed 14); Atk +6 melee (1d4+2, 4 claws) or +6 melee (1d8+3, bite); SA Paralyzing Gaze, Improved Grab, Blood Drain; SQ Fire Subtype, Flight; AL N; SV Fort +5, Ref +5, Will +5; Str 14, Dex 12, Con 13, Int 3, Wis 13, Cha 12.

Skills and Feats: Hide +5, Listen +7, Move Silently +7; Dodge, Improved Initiative.

Paralyzing Gaze (Su): Paralysis for 1d6 rounds, 30 feet, Fortitude save (DC 13).

Improved Grab (Ex): To use this ability, the rast must hit with its bite attack.

Blood Drain (Ex): A rast drains blood from a grabbed opponent, dealing 1 point of temporary Constitution damage each round it maintains the hold.

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

Flight (Su): A rast can fly as the spell cast by an 11th-level sorcerer, as a free action. A rast that loses this ability falls and can perform only partial actions.

	Burning Skeleton: CR 3; Medium-size Undead; HD 5d12; hp 34, 29, 24, 32, 35, 40; Init +2; Spd 30 ft.; AC 16 (touch 12, flat-footed 14); Atk +4 melee (1d6+1 slam and 1d6 fire); SA Fire; SQ Undead, Immune to Fire; AL CE; SV Fort +1, Ref +3, Will +5; Str 12, Dex 14, Con --, Int 10, Wis 13, Cha 10.

Skills and Feats: Climb +5, Hide +9, Listen +9, Move Silently +10, Search +7, Spot +9; Alertness, Weapon Finesse (slam).

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

Immunities (Ex): Burning skeletons are immune to cold and fire.  They take only half damage from piercing or slashing weapons.

	Average Salamander: CR 5; Medium-size Outsider (Fire); HD 7d8+7; hp 37, 39; Init +1; Spd 20 ft.; AC 18 (touch 11, flat-footed 17); Atk +9/+4 melee (1d8+3, longspear and 1d6 fire) and +7 melee (2d6+1 tail slap and 1d6 fire); SA Heat, Constrict; SQ Fire Subtype, Damage Reduction 10/+1; AL CE; SV Fort +6, Ref +6, Will +7; Str 14, Dex 13, Con 12, Int 14, Wis 15, Cha 13.

Skills and Feats: Craft (metalworking) +16, Escape Artist +11, Hide +11, Listen +14, Move Silently +11, Search +12, Spot +14; Alertness, Multiattack.

Heat (Ex): A salamander generates so much heat that its mere touch deals additional fire damage. Salamanders’ metallic weapons also conduct this heat.

Constrict (Ex): A salamander deals automatic tail slap damage (including fire damage) with a successful grapple check against creatures up to one size larger than itself. 

Fire Subtype (Ex): Fire immunity, double damage from cold except on a successful save.

Salamanders speak Ignan.

	Dire Bat: CR 2; Large Animal; HD 4d18+12; hp 29, 38, 27, 31; Init +6; Spd 20 ft., fly 40 ft. (good); AC 20 (touch 15, flat-footed 15); Atk +5 melee (1d8+4, bite); Face/Reach 10 ft. by 5 ft./5 ft.; SQ Blindsight; AL N; SV Fort +7, Ref +10, Will +6; Str 17, Dex 22, Con 17, Int 2, Wis 14, Cha 6.

Skills: Listen +11/+7 (blindsight lost), Move Silently +11, Spot +11/+7 (blindsight lost).

Blindsight: Dire bats can "see" by emitting high-frequency sounds, inaudible to most other creatures, that allow them to locate objects and creatures within 120 feet. A silence spell negates this ability and forces the bat to rely on its weak vision, which has a maximum range of 10 feet.

	Spectre: CR 7; Medium-size undead (Incorporeal); HD 7d12; hp 46, 40, 38, 50; Init +7; Spd 40 ft., fly 80 ft. (good); AC 15 (touch 15, flat-footed 12); Atk +6 melee (1d8, incorporeal touch and energy drain); SA Energy Drain, Create Spawn; SQ Undead, Incorporeal, +2 turn resistance, unnatural aura, sunlight powerlessness; AL LE; SV Fort +2, Ref +5, Will +7; Str --, Dex 16, Con --, Int 14, Wis 14, Cha 15.

Skills and Feats: Hide +13, Intimidate +12, Intuit Direction +10, Listen +13, Search +10, Spot +13; Alertness, Blind-Fight, Combat Reflexes, Improved Initiative.

Energy Drain (Su): Living creatures hit by a spectre’s incorporeal touch attack receive two negative levels. The Fortitude save to remove a negative level has a DC of 15.

Create Spawn (Su): Any humanoid slain by a spectre becomes a spectre in 1d4 rounds. Spawn are under the command of the spectre that created them and remain enslaved until its death. They do not possess any of the abilities they had in life.

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

Incorporeal: Can be harmed only by other incorporeal creatures, +1 or better magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source. Can pass through solid objects at will, and own attacks pass through armor. Always moves silently.

Unnatural Aura (Su): Both wild and domesticated animals can sense the unnatural presence of a spectre at a distance of 30 feet. They do not willingly approach nearer than that and panic if forced to do so; they remain panicked as long as they are within that range.

Sunlight Powerlessness (Ex): Spectres are utterly powerless in natural sunlight (not merely a daylight spell) and flee from it. A spectre caught in sunlight cannot attack and can take only partial actions.

	Shadows: CR 3; Medium-size Undead (Incorporeal); HD 3d12; hp 19, 19, 24, 17, 20, 19; Init +2; Spd 30 ft., fly 40 ft. (good); AC 13 (touch 13, flat-footed 11); Atk +3 melee (1d6 strength, incorporeal touch); SA Strength damage, Create Spawn; SQ Undead, Incorporeal, +2 turn resistance; AL CE; SV Fort +1, Ref +3, Will +4; Str --, Dex 14, Con --, Int 6, Wis 12, Cha 13.

Skills and Feats: Hide +8, Intuit Direction +5, Listen +7, Spot +7; Dodge.

Strength Damage (Su): The touch of a shadow deals 1d6 points of temporary Strength damage to a living foe. A creature reduced to Strength 0 by a shadow dies.

Create Spawn (Su): Any humanoid reduced to Strength 0 by a shadow becomes a shadow under the control of its killer within 1d4 rounds.

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

Incorporeal: Can be harmed only by other incorporeal creatures, +1 or better magic weapons, or magic, with a 50% chance to ignore any damage from a corporeal source. Can pass through solid objects at will, and own attacks pass through armor. Always moves silently.

	Ethereal Marauder: CR 3; Medium-size Magical Beast; HD 2d10; hp 14, 11, 8, 10, 11, 10, 13, 12; Init +5; Spd 40 ft.; AC 14 (touch 11, flat-footed 13); Atk +4 melee (1d6+3, bite); SQ Ethereal Jaunt; AL N; SV Fort +3, Ref +4, Will +1; Str 14, Dex 12, Con 11, Int 7, Wis 12, Cha 10.

Skills and Feats: Listen +6, Move Silently +6, Spot +6; Improved Initiative.

Once a marauder locates prey, it shifts to the Material Plane to attack, attempting to catch its victim flat-footed. The creature bites its victim, then retreats quickly back to the Ethereal Plane. When badly hurt or wounded, the marauder escapes to its home plane rather than continue the fight.

Ethereal Jaunt (Su): An ethereal marauder can shift from the Ethereal to the Material Plane as a free action, and shift back again as a move-equivalent action (or as part of a move-equivalent action). The ability is otherwise identical with ethereal jaunt cast by a 15th-level sorcerer.

	Gnoll: CR 1; Medium-size humanoid(gnoll); HD 2d8+2; hp 14,11,13,10,12,10,16,11; Init +0; Spd. 20 ft.; AC 17 (touch 10, flat-footed 17); Atk +3 melee (1d8+2/x3 battle axe) or +1 ranged (1d6, shortbow); AL CE; SV Fort +4, Ref +0, Will +0; Str 15, Dex 10, Con 13, Int 8, Wis 11 Cha 8

Skills and Feats: Listen +3, Spot +3.

Possessions: Scale mail, large shield, battle axe, shortbow, 20 arrows, 11 gp.

	Ogre: CR 2; Large Giant; HD 4d8+8; hp 30, 26; Init –1; Spd 30 ft. (base 40 ft.); AC 16 (touch 8, flat-footed 16); Atk +8 melee (2d6+7, huge greatclub) or +1 ranged (1d8+5, large javelin); AL CE; SV Fort +6, Ref +0, Will +1; Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7.

Skills and Feats: Climb +4, Listen +2, Spot +2; Weapon Focus (greatclub).

Ogres speak Giant.

	Troll: CR 5; Large Giant; HD 6d8+36; hp 65, 70, 67, 63, 65; Init +2; Spd 30 ft.; AC 18 (touch 11, flat-footed 16); Atk +9 melee (1d6+6, 2 claws) and +4 melee (1d6+3, bite) or +4 ranged (1d8+6, large javelin); Face/Reach 5 ft. by 5 ft./10 ft.; SA Rend 2d6+9; SQ Regeneration 5, Scent, darkvision 90 ft.; SV Fort +11, Ref +4, Will +3; Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6.

Skills and Feats: Listen +5, Spot +5; Alertness, Iron Will.

Rend (Ex): If a troll hits with both claw attacks, it latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 2d6+9 points of damage.

Regeneration (Ex): Fire and acid deal normal damage to a troll. If a troll loses a limb or body part, the lost portion regrows in 3d6 minutes. The creature can reattach the severed member instantly by holding it to the stump.

Trolls speak Giant.

	Dire Rat: CR 1/3; Small Animal; HD 1d8+1; hp 5, 4, 3, 5, 6, 7; Init +3; Spd 40 ft., climb 20 ft.; AC 15 (touch 14, flat-footed 12); Atk +4 melee (1d4, bite); SA Disease; SQ Scent; AL N; SV Fort +3, Ref +5, Will +3; Str 10, Dex 17, Con 12, Int 1, Wis 12, Cha 4.

Skills and Feats: Climb +11, Hide +11, Move Silently +6; Weapon Finesse (bite).

Disease (Ex): Filth fever-bite, Fortitude save (DC 12), incubation period 1d3 days; damage 1d3 temporary Dexterity and 1d3 temporary Constitution.

	Dire bear: CR 7; Large Animal; HD 12d8+48; hp 110; Init +1; Spd 40 ft.; AC 17 (touch 10, flat-footed 16); Atk +18 melee (2d4+10, 2 claws) and +13 melee (2d8+5, bite); Face/Reach 5 ft. by 10 ft./5 ft.; SA Improved Grab; SQ Scent; AL N; SV Fort +12, Ref +9, Will +12; Str 31, Dex 13, Con 19, Int 2, Wis 12, Cha 10.

Skills and Feats: Listen +7, Spot +7, Swim +13.

Improved Grab (Ex): To use this ability, the dire bear must hit with a claw attack.

	Bebilith: CR 9; Huge Outsider (Chaotic, Evil); HD 12d8+48; hp 101; Init +5; Spd 40 ft., climb 20 ft.; AC 25 (touch 9, flat-footed 24); Atk +19 melee (2d6+9 bite and poison) and +14 melee (2d4+4 2 claws and armor damage); Face/Reach 15 ft. by 15 ft./10 ft.; SA Web, Poison, Armor Damage; SQ Damage Reduction 30/+3, Protective Aura, Plane Shift, Scent, Telepathy; AL CE; SV Fort +12, Ref +9, Will +9; Str 28, Dex 12, Con 18, Int 11, Wis 13, Cha 13.

Skills and Feats: Climb +21, Hide +11, Jump +21, Listen +17, Move Silently +15, Search +14, Sense Motive +15, Spot +17; Alertness, Cleave, Improved Initiative, Power Attack.

Web (Ex): Four times per day a bebilith can shoot webs from its abdomen. This attack is like a web spell, with a few exceptions. The range is 30 feet, and the webs are permanent, nonmagical, and cannot be dispelled. The DC for evading or breaking free from the webs is 20, and there is a 75% chance that the webbing won’t burn if any sort of fire is applied to it (check each round).

Poison (Ex): Bite, Fortitude save (DC 20); initial damage 1d6 temporary Constitution, secondary damage 2d6 temporary Constitution. Bebilith venom is highly perishable, losing its potency and becoming inert almost as soon as it comes into contact with air.

Armor Damage (Ex): A bebilith’s claws can catch and tear an opponent’s armor. If the opponent has both armor and a shield, roll 1d6: A roll of 1-4 affects the armor and a roll of 5-6 affects the shield. Make a grapple check whenever the bebilith hits with a claw attack, adding to the opponent’s roll any magical bonus for the armor or shield. If the bebilith wins, the affected armor or shield is torn away and ruined.

Protective Aura (Su): A magic circle against chaos, evil, good, or law effect always surrounds a bebilith, identical with the spell cast by a 12th-level sorcerer. The bebilith can change the aura each round as a free action. The aura can be dispelled, but the bebilith can create it again during its next turn as a free action. (The defensive benefits from the aura are not included in the creature’s statistics.)

Plane Shift (Su): This ability affects only the bebilith. It is otherwise similar to the spell of the same name.

	Gray Render: CR 8; Large Beast; HD 10d10+70; hp 125; Init +0; Spd 30 ft.; AC 19 (touch 9, flat-footed 19); Atk +12 melee (2d6+6, bite) and +7 melee (1d6+3, 2 claws); SA Improved Grab, Rend 3d6+9; SQ Scent; AL N; SV Fort +14, Ref +7, Will +4; Str 23, Dex 10, Con 24, Int 3, Wis 12, Cha 8.

Skills: Hide +7, Spot +8.

Improved Grab (Ex): To use this ability, the gray render must hit with its bite attack.

Rend (Ex): A gray render that gets a hold latches onto the opponent’s body and tears the flesh. This attack automatically deals 3d6+9 points of damage.

This gray render has six magical glyph tattoos that it can use to produce the following effects:

1. Bull’s Strength for one hour

2. Cat’s Grace for one hour

3. Cure Serious Wounds
4. Haste for 10 rounds

5. Cure Critical Wounds
6. Endurance for one hour.

Fully buffed statistics, not counting the extra action from the haste but including its other bonuses:

Gray Render: CR 8; Large Beast; HD 10d10+90; hp 145; Init +0; Spd 30 ft.; AC 24 (touch 14, flat-footed 19); Atk +14 melee (2d6+8, bite) and +9 melee (1d6+4, 2 claws); SA Improved Grab, Rend 3d6+12; SQ Scent; AL N; SV Fort +16, Ref +8, Will +4; Str 26, Dex 12, Con 28, Int 3, Wis 12, Cha 8.

	Fiendish Displacer Beast: CR 5; Large Magical Beast; HD 6d10+18; hp 55, 61; Init +2, Spd 40 ft.; AC 16 (touch 11, flat-footed 14); Atk +9 melee (1d6+4, 2 tentacles) and +4 melee (1d8+2, bite); SA Smite Good; SQ Displacement, Resistance to Ranged Attacks, Darkvision 60 ft., Cold Resistance 10, Fire Resistance 10, Damage Reduction 5/+1, SR 12; AL LE; Fort +8, Ref +4, Will +3; Str 18, Dex 15, Con 16, Int 5, Wis 12, Cha 8.

Skills and Feats: Hide +12, Listen +3, Move Silently +7, Spot +6; Alertness, Dodge.

Displacement (Su): A light-bending glamer continually surrounds a displacer beast, making it difficult to surmise the creature's true location. Any melee or ranged attack directed at it has a 50% miss chance unless the attacker can locate the beast by some means other than site. A true seeing affect allows the user to see the beast's position, but see invisibility has no effect.

Resistance to Ranged Attacks (Su): A displacer beast gains a +2 resistance bonus to saves against any ranged spell or ranged magical attack that specifically targets it (except for ranged touch attacks).

Smite Good(Su): 1/day inflict +6 damage against a good creature.

	Black Pudding: CR 7; Huge Ooze; HD 10d10+ 60; hp 120; Init –5; Spd 20 ft., climb 20 ft.; AC 3 (touch 3, flat-footed 3); Atk +8 melee (2d6+4 slam and 2d6 acid); Face/Reach 5 ft. by 20 ft./10 ft.; SA Improved Grab, Acid, Constrict 2d6+4 and 2d6 acid; SQ Blindsight, Split, Ooze; AL N; SV Fort +7, Ref –2, Will –2; Str 17, Dex 1, Con 19, Int --, Wis 1, Cha 1.

Blindsight (Ex): An ooze’s entire body is a primitive sensory organ that can ascertain prey by scent and vibration within 60 feet.

Ooze: Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and polymorphing. Not subject to critical hits.

Improved Grab (Ex): To use this ability, the black pudding must hit with its slam attack. If it gets a hold, it can constrict.

Acid (Ex): The pudding secretes a digestive acid that dissolves organic material and metal quickly. Any melee hit deals acid damage. The pudding’s acidic touch deals 50 points of damage per round to wood or metal objects. The opponent’s armor and clothing dissolve and become useless immediately unless they succeed at Reflex saves (DC 19). The acid can dissolve stone, dealing 20 points of damage per round of contact. A metal or wooden weapon that strikes a black pudding also dissolves immediately unless it succeeds at a Reflex save (DC 19).

Constrict (Ex): A black pudding deals automatic slam and acid damage with a successful grapple check. The opponent’s clothing and armor suffer a -4 penalty to Reflex saves against the acid.

Split (Ex): Weapons deal no damage to a black pudding. Instead the creature splits into two identical puddings, each with half the original’s hit points (round down). A pudding with only 1 hit point cannot be further split.

	Darkmantle: CR 1; Small Magical Beast; HD 1d10+1; hp 6, 5, 4, 8, 9, 3; Init +4; Spd 20 ft., fly 30 ft. (poor); AC 17 (touch 11, flat-footed 17); Atk +5 melee (1d4+4 slam); SA Darkness, Improved Grab, Constrict 1d4+4; SQ Blindsight; AL N; SV Fort +3, Ref +2, Will +0; Str 16, Dex 10, Con 13, Int 2, Wis 10, Cha 10.

Skills and Feats: Hide +12, Listen +8, Spot +6.

Darkness (Su): Once per day a darkmantle can cause darkness as the spell cast by a 5th-level sorcerer. It most often uses this ability just before attacking.

Improved Grab (Ex): To use this ability, the darkmantle must hit with its slam attack. If it gets a hold, it can constrict.

Constrict (Ex): A darkmantle deals 1d4+4 damage with a suc​cessful grapple check.

Blindsight: A darkmantle can "see" by emitting high-frequency sounds, inaudible to most other creatures, that allows it to ascertain objects and creatures within 90 feet. A silence spell negates this and effectively blinds the darkmantle.

	Bugbear: CR 2; Medium-size humanoid (goblinoid); HD 3d8+3; hp 15, 19, 14, 20, 19, 16, 16, 14, 13, 24, 19, 16, 22; Init +1; Spd 30 ft.; AC 17 (touch 11, flat-footed 16); Atk +4 melee (1d8+2, morningstar) or +3 ranged (1d6+2, javelin); SQ Darkvision 60 ft.; AL CE; SV Fort +2, Ref +4, Will +1; Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9.

Skills and Feats: Climb +2, Hide +3, Listen +3, Move Silently +6, Spot +3; Alertness.

Possessions: leather armor, small shield, morningstar, 2 javelins, 17 gp.

Bugbears speak Goblin and Common.

	Dire Boar: CR 4; Large Animal; HD 7d8+21; hp 52; Init +0; Spd 40 ft.; AC 15 (touch 9, flat-footed 15); Atk +12 melee (1d8+12, bite); Face/Reach 5 ft. by 10 ft./5 ft.; SA Ferocity; SQ Scent; AL N; SV Fort +8, Ref +5, Will +6; Str 27, Dex 10, Con 17, Int 2, Wis 13, Cha 8.

Skills: Listen +9, Spot +8.

Ferocity (Ex): A dire boar is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.

	Monstrous Scorpion, Medium-Size: CR 1; Medium-size Vermin; HD 2d8+4; hp 10, 13, 15, 11, 20; Init +0; Spd 40 ft.; AC 14 (touch 10, flat-footed 14); Atk +2 melee (1d4+1, 2 claws) and –3 melee (1d4 sting and poison); SA Improved Grab, Squeeze, Poison; SQ Vermin; AL N; SV Fort +5, Ref +0, Will +0; Str 13, Dex 10, Con 14, Int --, Wis 10, Cha 2.

Skills: Climb +8, Hide +8, Spot +7.

Improved Grab (Ex): To use this ability, the monstrous scorpion must hit with its claw attack. If it gets a hold, it hangs on and stings.

Squeeze (Ex): A monstrous scorpion that gets a hold on an opponent of its size or smaller automatically deals damage with both claws, biting and stinging at its full attack value.

Poison (Ex): DC 15, 1d4 Str/1d4 Str.

6 feet long, 3 feet wide, 6 inches tall.

	Water Mephit: CR 3; Small Outsider (Water); HD 3d8+3; hp 14, 20, 16; Init +0; Spd 30 ft., fly 40 ft. (average); AC 16 (touch 12, flat-footed 15); Atk +6 melee (1d3+2, 2 claws); SA Breath Weapon, Spell-like Abilities, Summon Mephit; SQ Fast Healing 2, Damage Reduction 5/+1; AL N; SV Fort +4, Ref +3, Will +3; Str 14, Dex 10, Con 13, Int 12, Wis 11, Cha 15.

Skills and Feats: Bluff +6, Hide +9, Listen +6, Move Silently +6, Spot +6; Power Attack.

Breath Weapon (Su): Cone of caustic liquid, 15 feet; damage 1d8, Reflex half DC 12.  Usable every 1d4 rounds as a standard action.

Spell-Like Abilities: 1/hour-hurl an acidic blob that functions like a Melf’s Acid Arrow cast by a 3rd level sorcerer; 1/day-stinking cloud as the spell cast by a 6th-level sorcerer (DC 14).

Fast Healing (Ex): A water mephit heals 2 points of damage each round but only if it is exposed to rain or submerged up to its waist in water. 

Summon Mephit (Sp): Once per day, a water mephit can summon other mephits much as though casting a summon monster spell, but they have only a 25% chance of success to summon one mephit of the same type. Roll d%: On a failure, no creature answers the summons. A mephit that has just been summoned cannot use its own summon ability for 1 hour.

	Skum: CR 2; Medium-Size Aberration; HD 2d8+2; hp 12, 8, 16, 11, 10, 11, 10; Init +1; Spd 20 ft., swim 40 ft.; AC 13 (touch 11, flat-footed 12); Atk +5 melee (1d8+6, longspear) or +5 melee (2d6+4, bite) and +0 melee (1d4+2, 2 claws) and +0 melee (1d6+2, 2 rakes); Reach 10’ with longspears only SQ low-light vision; AL LE; SV Fort +1, Ref +1,, Will +3; Str 19, Dex 13, Con 13, Int 10, Wis 10, Cha 6.

Skills and Feats: Climb +9, Hide +6/+10 (underwater), Listen +7/+11 (underwater), Move Silently +3, Spot +7/+11 (underwater); Alertness. 

	Larger Skum: CR 5; Large Aberration; HD 6d8+18; hp 44, 45, 50; Init +3; Spd 20 ft., swim 40 ft.; AC 16 (touch 12, flat-footed 13); Atk +7 ranged (1d8, underwater crossbow) or +14 melee (2d8+11, bite) and +9 melee (1d6+5, 2 claws) and +9 melee (1d8+5, 2 rakes); Face/Reach 5x5/10 SQ low-light vision; AL LE; SV Fort +5, Ref +5, Will +5; Str 32, Dex 16, Con 17, Int 10, Wis 10, Cha 6.

Skills and Feats: Climb +16, Hide +12/+16 (underwater), Listen +12/+16 (underwater), Move Silently +7, Spot +12/+16 (underwater); Alertness, Weapon Focus (underwater crossbow).

These skum are under the effect of maximized bull’s strength and cat’s grace spells, which are figured into the stat block.

	Huge Water Elemental: CR 7; Huge Elemental (Water); HD 16d8+80; hp 152; Init +4; Spd 20 ft., swim 90 ft.; AC 21 (touch 12, flat-footed 17); Atk +17/+12/+7 (2d10+10, slam); Face/Reach 10 ft. by 10 ft./15 ft.; SA Water Mastery, Drench, Vortex; SQ Elemental, Damage Reduction 10/+2; AL N; SV Fort +15, Ref +9, Will +5; Str 24, Dex 18, Con 21, Int 6, Wis 11, Cha 11.

Skills and Feats: Listen +14, Spot +14; Cleave, Great Cleave, Power Attack.

Water Mastery (Ex): A water elemental gains a +1 attack and damage bonus if both it and its opponent touch water. If the opponent or elemental is landbound, the elemental suffers a -4 penalty to attack and damage. (These modifiers are not included in the statistics block.) A water elemental can be a serious threat to a ship that crosses its path. The elemental can easily overturn small craft (80 feet of length) and stop larger vessels (160 feet long). Even large ships (320 feet long) can be slowed to half speed.

Drench (Ex): The elemental’s touch puts out torches, campfires, exposed lanterns, and other open flames of nonmagical origin if these are of Large size or smaller. The creature can dispel magical fire it touches as dispel magic cast by a 16th level sorcerer.

Vortex (Su): The elemental can transform itself into a whirlpool once every 10 minutes, provided it is underwater, and remain in that form for up to 8 rounds. In vortex form, the elemental can move through the water or along the bottom at its swim speed.  The vortex is 5 feet wide at the base, up to 30 feet wide at the top, and 10-50 feet tall. The elemental controls the exact height, but it must be at least 10 feet.  Creatures of large size or smaller might take damage when caught in the vortex and may be swept up by it. An affected creature must succeed at a Reflex save (DC 25) when it comes into contact with the vortex or take 2d8 damage. It must also succeed at a second Reflex save or be picked up bodily and held suspended in the powerful currents, automatically taking damage each round. A creature that can swim is allowed a Reflex save each round to escape the vortex. The creature still takes damage, but can leave if the save is successful. 

The elemental can eject any carried creatures whenever it wishes, depositing them wherever the vortex happens to be. A summoned elemental always ejects trapped creatures before returning to its home plane.  If the vortex’s base touches the bottom, it creates a swirling cloud of debris. This cloud is centered on the elemental and has a diameter equal to half the vortex’s height. The cloud obscures all vision, including darkvision, beyond 5 feet. Creatures 5 feet away have one-half concealment, while those farther away have total concealment. Those caught in the cloud must succeed at a Concentration check to cast a spell (DC 25).

Water Elementals speak Aquan.

	Owlbear: CR 4; Large Beast; HD 5d10+20; hp 45, 63; Init +1; Spd 30 ft; AC 15 (touch 10, flat-footed 14); Atk +7 melee (1d6+5, 2 claws) and +2 melee (1d8+2, bite); Face/Reach 5 ft. by 10 ft./5 ft.; SA Improved Grab; SQ Scent; AL N; SV Fort +8, Ref +5, Will +2; Str 21, Dex 12, Con 19, Int 2, Wis 12, Cha 10.

Skills: Listen +8, Spot +7.

Improved Grab (Ex): To use this ability, the owlbear must hit with a claw attack.

	Dire Ape: CR 3; Large Animal; HD 5d8+10; hp 34, 29, 32, 40; Init +2; Spd 30 ft., climb 15 ft.; AC 15 (touch 11, flat-footed 13); Atk +8 melee (1d6+6, 2 claws) and +3 melee (1d8+3, bite); Face/Reach 5 ft. by 5 ft./10 ft.; SA Rend 2d6+12; SQ Scent; SV Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7.

Skills: Climb +14, Move Silently +9, Spot +9.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh.  This automatically deals an additional 2d6+12 points of damage.

	Master Ape: CR 7; Large Animal; HD 15d8+30; hp 100; Init +2; Spd 30 ft., climb 15 ft.; AC 15 (touch 11, flat-footed 13); Atk +16 melee (1d6+6, 2 claws) and +11 melee (1d8+3, bite); Face/Reach 5 ft. by 5 ft./10 ft.; SA Rend 2d6+12; SQ Scent; SV Fort +6, Ref +6, Will +5; Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7.

Skills: Climb +14, Move Silently +9, Spot +9.

Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh.  This automatically deals an additional 2d6+12 points of damage.

	Chimera, White Dragon Head: CR 7; Large Magical Beast; HD 9d10+27; hp 80; Init +1; Spd 30 ft, fly 50 ft. (poor); AC 16 (touch 10, flat-footed 15); Atk +15 melee (2d6+4, bite) and +13 melee (1d8+2, bite) and +13 melee (1d8+2, butt) and +13 melee (1d6+2, 2 claws); Face/Reach 5 ft. by 10 ft./5 ft.; SA Breath Weapon; SQ Scent; AL CE; SV Fort +9, Ref +7, Will +4; Str 19, Dex 13, Con 17, Int 4, Wis 13, Cha 10.

Skills and Feats: Hide +4, Listen +9, Spot +9; Alertness, Multiattack.

Breath Weapon (Su): Every 1d4 rounds, damage 3d8, Reflex half DC 17.  Cone of cold, 20 feet long.

	Riu Lootas, Greater Barghest: CR 5; Large Outsider (Evil, Lawful); HD 9d8+18; hp 66; Init +6; Spd 30 ft. (goblin-form) or 60 ft. (wolf-form); AC 20 (touch 11, flat-footed 18); Atk +12 melee (1d8+4, bite) and +7 melee (1d6+2, claws); Face/Reach 5x5/10 (goblin-form) or 5x10/5 (wolf-form); SA Spell-like abilities, feed; SQ Damage Reduction 15/+1, Scent, Alternate Form; AL LE; SV Fort +8, Ref +8, Will +10; Str 19, Dex 15, Con 15, Int 18, Wis 18, Cha 18.

Skills and Feats: Bluff +16, Concentration +14, Hide +10, Intimidate +18, Jump +16, Listen +16, Move Silently +14, Sense Motive +16, Spot +16; Combat Casting, Combat Reflexes, Improved Initiative.

Spell-Like Abilities: At will-levitate, misdirection, and project image; 1/day-charm monster, charm person, dimension door, and emotion. These abilities are as the spells cast by a 9th level sorcerer (save DC 14 + spell level).

Feed (Su): When a barghest slays a humanoid opponent, it can feed on the corpse, devouring both flesh and life force, as a full-round action. For every 8 HD or levels a barghest consumes, it gains 1 Hit Die. Feeding destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. A wish, miracle, or true resurrection spell can restore a devoured victim to life, but there is a 50% chance that even such powerful magic will fail.

Alternate Form (Su): A barghest can assume the form of a goblin or a large wolf as a standard action. This ability is similar to the polymorph self spell, except that it allows only goblin and wolf forms.

	Axred the Athach: CR 7; Huge Aberration; HD 14d8+70; hp 140; Init +1; Spd 50 ft.; AC 20 (touch 9, flat-footed 18); Atk +12/+7 melee (2d6+8, huge club) and +12 melee (2d6+4, 2 huge clubs) and +14 melee (2d8+4 bite and poison) or +5/+0 ranged (2d6+8, rock) and +5 ranged (2d6, 2 rocks); Face/Reach 10 ft. by 10 ft./ 15 ft.; SA Poison; AL CE; SV Fort +9, Ref +5, Will +10; Str 27, Dex 12, Con 21, Int 7, Wis 12, Cha 6.

Skills and Feats: Climb +16, Jump +16, Listen +7, Spot +7; Multiattack, Multidexterity, Multiweapon Fighting.

Poison (Ex): Bite, Fortitude save (DC 22); initial damage 1d6 temporary Strength, secondary damage 2d6 temporary Strength.

Possessions: Key to treasure chest.

Athach speak a crude dialect of Giant.

	Average Xorn: CR 6; Medium-size Outsider (Earth); HD 7d8+14; hp 45; Init +0; Spd 20 ft., burrow 20 ft.; AC 22 (touch 10, flat-footed 22); Atk +10 melee (4d6+3, bite) and +8 melee (1d4+1, 3 claws); SA Burrow; SQ Xorn Qualities; AL N; SV Fort +7, Ref +5, Will +5; Str 17, Dex 10, Con 15, Int 10, Wis 11, Cha 10.

Skills and Feats: Hide +10, Intuit Direction +10, Listen +10, Move Silently +10, Search +10, Spot +14; Multiattack, Power Attack.

Burrow (Ex): A xorn can glide through stone, dirt, or almost any other sort of earth except metal as easily as a fish swims through water. Its burrowing leaves behind no tunnel or hole, nor does it create any ripple or other signs of its presence. A move earth spell cast on an area containing a burrowing xorn flings the xorn back 30 feet, stunning the creature for 1 round unless it succeeds at a Fortitude save.

Xorn Qualities:

Immunities (Ex): Xorns are immune to fire and cold. 

Resistances (Ex): Xorns have elec​tricity resistance 10. 

Half Damage from Slashing (Ex): Slashing weapons deal only half damage to xorns, with a minimum of 1 point of damage. 

All-Around Vision (Ex): Xorns’ symmetrically placed eyes allow them to look in any direction, bestowing a +4 racial bonus to Spot and Search checks. Xorns can’t be flanked. 

Tremorsense (Ex): Xorns can automatically sense the location of anything within 60 feet that is in contact with the ground. 

Xorns speak Terran and Common.

	Troglodytes: CR 1; Medium-size humanoid (reptilian); HD 2d8+4; hp 9, 14, 11, 13, 13 ,18, 15, 11, 15, 12; Init –1; Spd 30 ft.; AC 20 (touch 9, flat-footed 20); Atk (+1 melee (1d8, longspear) or +1 melee (1d4, 2 claws)) and –1 melee (1d4, bite), or +1 ranged (1d6, javelin); SQ Stench, darkvision 60 ft.; AL CE; SV Fort +5, Ref –1, Will +0; Str 10, Dex 9, Con 14, Int 8, Wis 10, Cha 10.

Skills and Feats: Hide +6/+10 (rocky or subterranean), Listen +3; Multiattack, Weapon Focus (javelin).

Stench (Ex): When a troglodyte is angry or frightened, it secretes an oily, musklike chemical that nearly every form of animal life finds offensive. All creatures (except troglodytes) within 30 feet of the troglodyte (except other troglodytes) must succeed at a Fortitude save (DC 13) or suffer a -2 morale penalty on attack rolls, weapon damage rolls, checks, and saving throws. The affect lasts 10 rounds. Once character has succumbed to a particular troglodyte's stench ability, or made a successful saving throw against it, the character cannot be by the same troglodyte's stench ability for 24 hours. 

Possessions: 11 gp.

Troglodytes speak Draconic.

	Earth Mephit: CR 3; Small Outsider (Earth); HD 3d8+3; hp 16; Init -1; Spd 30 ft., fly 40 ft. (average); AC 16 (touch 10, flat-footed 16); Atk +7 melee (1d3+3, 2 claws); SA Breath Weapon, Spell-like Abilities, Summon Mephit; SQ Fire Subtype, Fast Healing 2, Damage Reduction 10/+1; AL N; SV Fort +4, Ref +2, Will +3; Str 17, Dex 8, Con 13, Int 12, Wis 11, Cha 15.

Skills and Feats: Bluff +5, Hide +9, Listen +6, Move Silently +5, Spot +6; Power Attack.

Breath Weapon (Su): Cone of rock shards, 15 feet; damage 1d8, Reflex half DC 12.  Usable every 1d4 rounds as a standard action.

Spell-Like Abilities: 1/hour-enlarge as the spell cast by a 6th-level sorcerer; 1/day-soften earth and stone as the spell cast by a 6th-level sorcerer (DC 14).

Fast Healing (Ex): An earth mephit heals 2 points of damage each round but only if it is underground or buried up to its waist in earth. 

Summon Mephit (Sp): Once per day, a fire mephit can summon other mephits much as though casting a summon monster spell, but they have only a 25% chance of success to summon one mephit of the same type. Roll d%: On a failure, no creature answers the summons. A mephit that has just been summoned cannot use its own summon ability for 1 hour.

	Small Monstrous Centipedes: CR ¼; Small Vermin; HD ½ d8; hp 2 each; Init +2; Spd 30 ft.; AC 14 (touch 13, flat-footed 12); Atk +3 melee (1d4-3 bite and poison); SA Poison; SQ Vermin; AL N; SV Fort +2, Ref +2, Will +0; Str 5, Dex 15, Con 10, Int --, Wis 10, Cha 2.

Skills and Feats: Climb +5, Hide +13, Spot +7; Weapon Finesse (bite).

4 feet long, 6 inches wide and 3 inches high

Poison (Ex): DC 11, 1d2 Dex/1d2 Dex.

	Medium-Size Monstrous Centipedes: CR ½; Medium-size Vermin; HD 1d8; hp 4 each; Init +2; Spd 40 ft.; AC 14 (touch 12, flat-footed 12); Atk +2 melee (1d6-1 bite and poison); SA Poison; SQ Vermin; AL N; SV Fort +2, Ref +2, Will +0; Str 9, Dex 15, Con 10, Int --, Wis 10, Cha 2.

Skills and Feats: Climb +8, Hide +8, Spot +8; Weapon Finesse (bite).

8 feet long, 1 foot wide and 6 inches high

Poison (Ex): DC 13, 1d3 Dex/1d3 Dex.

	Manticore: CR 5; Huge Magical Beast; HD 6d10+24; hp 60; Init +2; Spd 30 ft., fly 50 ft. (clumsy); AC 16 (touch 10, flat-footed 14); Atk +9 melee (2d4+5, 2 claws) and +7 melee (1d8+2, bite), or +6 ranged (1d8+2, 6 spikes); Face/Reach 10 ft. by 20 ft./10 ft.; SA Spikes; SQ Scent; AL LE; SV Fort +9, Ref +7, Will +3; Str 20, Dex 15, Con 19, Int 7, Wis 12, Cha 9.

Skills and Feats: Listen +9, Spot +9; Multiattack.

Spikes (Ex): With a snap of its tail, a manticore can loose a volley of six spikes as a standard action. This attack has a range of 180 feet with no range increment. A spike threatens a critical hit on a natural attack roll of 19 or 20. The creature can launch only twenty-four spikes in any one day.



	Earth Elemental, Medium: CR 3; Medium-size Elemental (Earth); HD 4d8+12; hp 30; Init –1; Spd 20 ft.; AC 18 (touch 9, flat-footed 18); Atk +8 melee (1d8+7, slam); SA Earth Mastery, Push; SQ Elemental; AL N; SV Fort +7, Ref +0, Will +1; Str 21, Dex 8, Con 17, Int 4, Wis 11, Cha 11.

Skills and Feats: Listen +6, Spot +6; Power Attack.

Earth Mastery (Ex): An earth elemental gains a +1 attack and damage bonus if both it and its foe touch the ground. If an opponent is airborne or waterborne, the elemental suffers a -4 penalty to attack and damage. (These modifiers are not included in the statistics block.)

Push (Ex): An earth elemental can start a bull rush maneuver without provoking an attack of opportunity. The combat modifiers given in Earth Mastery, above, also apply to the elemental’s opposed Strength checks.

Earth Elementals speak Terran.

	Skeletal Brown Bear: CR 3; Large Undead: HD 6d12; hp 39; Init +6; Spd 40'; AC 14 (touch 11, flat-footed 12); Atk +10 Melee (1d8+8, 2 claws) and +5 Melee (2d8+4, bite); F/R 5'x10'/5'; SQ Undead, Skeletal Immunities; SV Fort +2, Ref +4, Will +5; Str 27 Dex 15 Con -- Int -- Wis 10 Cha 1; 

Feat: Improved Initiative.

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

Immunities (Ex): Skeletons have cold immunity.  They take half damage from piercing or slashing weapons.

	Skeletal Polar Bear: CR 4; Large Undead: HD 8d12; hp 52; Init +6; Spd 40', swim 30’; AC 14 (touch 11, flat-footed 12); Atk +11 Melee (1d8+8, 2 claws) and +6 Melee (2d8+4, bite); F/R 5'x10'/5'; SQ Undead, Skeletal Immunities; SV Fort +2, Ref +4, Will +6; Str 27 Dex 15 Con -- Int -- Wis 10 Cha 1; 

Feat: Improved Initiative.

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

Immunities (Ex): Skeletons have cold immunity.  They take half damage from piercing or slashing weapons.

	Skeletal Dire Bear: CR 6; Large Undead: HD 12d12; hp 78; Init +6; Spd 40'; AC 14 (touch 11, flat-footed 12); Atk +15 Melee (2d4+10, 2 claws) and +10 Melee (2d8+5, bite); F/R 10'x20'/10'; SQ Undead, Skeletal Immunities; SV Fort +4, Ref +6, Will +8; Str 31 Dex 15 Con -- Int -- Wis 10 Cha 1; 

Feat: Improved Initiative.

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

Immunities (Ex): Skeletons have cold immunity.  They take half damage from piercing or slashing weapons.


