Air Door

These have been created by Thrommel(from the Slaves in area 35) since the Stalkers have been slain.

Vampire Spawn(6) Medium Undead ; CR 4; HD 4d12+3; hp 29;
Init +6; Spd 30 ft.; Space/Reach 5 ft./5 ft.; AC 15 (+2 Dex, +3 natural), touch 12, flat-footed 13; 
Base Atk +2; Grp +5; Atk Slam +5 melee (1d6+4 plus energy drain); 
Full Atk Slam +5 melee (1d6+4 plus energy drain);
SA Blood drain, domination, energy drain; SQ +2 turn resistance, damage reduction 5/silver, darkvision 60 ft., fast healing 2, gaseous form, resistance to cold 10 and electricity 10, spider climb, undead traits; AL Always evil (any); SV Fort +1, Ref +5, Will +5;
Str 16, Dex 14, Con -, Int 13, Wis 13, Cha 14
Skills: Bluff +6, Climb +8, Craft or Profession (any one) +4, Diplomacy +4, Hide +10, Jump +8, Listen +11, Move Silently +10, Search +8, Sense Motive +11, Spot +11
Feats: Alertness, Improved Initiative, Lightning Reflexes, Skill Focus (selected Craft or Profession skill), Toughness
Skills: Vampire spawn have a +4 racial bonus on Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks. VAMPIRE SPAWN WEAKNESSES Vampire spawn are vulnerable to all attacks and effects that repel or slay vampires. For details, see the Vampire entry.
Blood Drain(Ex): A vampire spawn can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round. On each such successful drain attack, the vampire spawn gains 5 temporary hit pints. 
Domination(Su): A vampire spawn can crush an opponent's will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must take a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a DC 14 Will save or fall instantly under the vampire's influence as though by a dominate person spell from a 5thlevel caster. The ability has a range of 30 feet. The save DC is Charisma-based. 
Energy Drain(Su): Living creatures hit by a vampire spawn's slam attack gain one negative level. The DC is 14 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level bestowed, the vampire spawn gains 5 temporary hit points. 
Fast Healing(Ex): A vampire spawn heals 2 points of damage each round so long as it has at least 1 hit point. If reduced to 0 hit points in combat, it automatically assumes gaseous form and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed. (It can travel up to nine miles in 2 hours.) Once at rest in its coffin, it is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 2 hit points per round. 
Gaseous Form(Su): As a standard action, a vampire spawn can assume gaseous form at will as the spell (caster level 6th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability. 
Spider Climb(Ex): A vampire spawn can climb sheer surfaces as though with a spider climb spell. 


Vister: Female elf Vampire Ex-Pal7; CR 8; Medium-size humanoid (elf); HD 7d12; hp 50; Init +5; Spd 30ft.; 
AC 24 (touch 11, flat-footed 23, +6 natural, +7 armor); 
Base Atk: +7; Grp +12; Atk +12 melee (1d6+5+energy drain, Slam) or +13 melee(1d10+7, MW Bastard sword); 
Full Atk +12/+7 melee (1d6+5+energy drain slam) or +13/+8 melee(1d10+7 MW Bastard Sword);
SA Blood Drain, Children of the Night, Dominate, Create Spawn, Energy Drain; SQ Immune to sleep, low-light vision, Alternate From, DR 10/Silver and magic, Fast Healing 5, Gaseous Form, Cold and electricity resistance 10, Spider Climb Turn Resistance +4; 
AL LE; SV Fort +5, Ref +5, Will +4; 
Str 20, Dex 13, Con -, Int 12, Wis 14, Cha 19
Skills: Concentration +6, Diplomacy +4, Heal +3, Knowledge (religion) +1, Listen +13, Ride +11, Search +10, Spot +13, +8 Bluff, +9 Hide, +9 Move Silently, +9 Sense Motive; 
Feats: Dodge, Mobility, Mounted Combat, Alertness, Combat Reflexes, Improved Initiative, Lightning Reflexes.
Blood Drain(Ex): A vampire can suck blood from a living victim with its fangs by making a successful grapple check. If it pins the foe, it drains blood, dealing 1d4 points of Constitution drain each round. On each such successful drain attack, the vampire spawn gains 5 temporary hit pints. 
Domination(Su): A vampire can crush an opponent's will just by looking onto his or her eyes. This is similar to a gaze attack, except that the vampire must take a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed on a DC 17 Will save or fall instantly under the vampire's influence as though by a dominate person spell from a 5thlevel caster. The ability has a range of 30 feet. The save DC is Charisma-based.

Energy Drain(Su): Living creatures hit by a vampire's slam attack gain two negative levels. The DC is 17 for the Fortitude save to remove a negative level. For each such negative level bestowed, the vampire gains 5 temporary hit points. 

Possessions: MW Full Plate Mail, MW Bastard Sword

34. Adult Arrowhawk(4) Medium Outsider (Air, Extraplanar); CR 5; HD 7d8+7; hp 38;
Init +5; Spd Fly 60 ft. (perfect) (12 squares); Space/Reach 5 ft./5 ft.; AC 21 (+5 Dex, +6 natural), touch 15, flat-footed 16; 
Base Atk +7; Grp +9; Atk Electricity ray +12 ranged touch (2d8) or bite +12 melee (1d8+3); 
Full Atk Electricity ray +12 ranged touch (2d8) or bite +12 melee (1d8+3);
SA Electricity ray; SQ Darkvision 60 ft., immunity to acid, electricity, and poison, resistance to cold 10 and fire 10; AL Always neutral; SV Fort +6, Ref +10, Will +6;
Str 14, Dex 21, Con 12, Int 10, Wis 13, Cha 13
Skills: Diplomacy +3, Escape Artist +15, Knowledge (the planes) +10, Listen +11, Move Silently +15, Search +10, Sense Motive +11, Spot +11, Survival +11 (+13 following tracks, +13 Plane of Air), Use Rope +5 (+7 with bindings)
Feats: Dodge, Flyby Attack, Weapon Finesse
Electricity Ray(Su): An arrowhawk can fire this ray once per round, with a range of 50 feet

Outer Fane


Spider Eater Large Magical Beast ; CR 5; HD 4d10+20; hp 42;
Init +1; Spd 30 ft., fly 60 ft. (good); Space/Reach 10 ft./5 ft.; 
AC 14 (-1 size, +1 Dex, +4 natural), touch 10, flatfooted 13; Base Atk +4; Grp +13; 
Atk Sting +8 melee (1d8+5 plus poison); Full Atk Sting +8 melee (1d8+5 plus poison) and bite +3 melee (1d8+2);
SA Implant, poison; SQ Darkvision 60 ft., freedom of movement, lowlight vision, scent; 
AL Always neutral; SV Fort +9, Ref +5, Will +2;
Str 21, Dex 13, Con 21, Int 2, Wis 12, Cha 10
Skills: Listen +10, Spot +11
Feats: Alertness, Dodge
Skills: Spider eaters have a +4 racial bonus on Listen and Spot checks. TRAINING A SPIDER EATER A spider eater requires training before it can bear a rider in combat. Training a spider eater requires six weeks of work and a DC 25 Handle Animal check. Riding a spider eater requires an exotic saddle. A spider eater can fight while carrying a rider, but the rider cannot also attack unless he or she succeeds on a Ride check. Spider eater eggs are worth 2,000 gp apiece on the open market, while young are worth 3,000 gp each. Professional trainers charge 3,000 gp to rear or train a spider eater. 
Carrying Capacity: A light load for a spider eater is up to 306 pounds; a medium load, 307-612 pounds; and a heavy load, 613-920 pounds.
Freedom of Movement(Su): Spider eaters have a continuous freedom of movement ability as the spell (caster level 12th). When the spider eater serves as a mount, this effect does not extend to its rider. 
Poison(Ex): Injury, Fortitude DC 17, initial damage none, secondary damage paralysis for 1d8+5 weeks. The save DC is Constitution-based. 

Spider Eater Rider: Male and female human War2; CR 2; Medium humanoid (human); HD 2d8+4; hp varies (see text, avg 13); Init +1; Spd 20 ft. (base 30 ft.); AC 18, touch 11, flat-footed 17); BAB +2; Grapple +4; 
Atk +5 melee (1d10+2/19-20, masterwork bastard sword) or +5 ranged (1d8+2/x3, masterwork composite longbow [+2 Str]); 
Full Atk +5 melee (1d10+2/19-20, masterwork bastard sword) or +5 ranged (1d8+2/x3, masterwork composite longbow [+2 Str]); 
AL NE; SV Fort +5, Ref +1, Will -1; 
Str 15, Dex 13, Con 14, Int 11, Wis 8, Cha 12.
Skills: Handle Animal +6, Intimidate +6, Ride +8; 
Feats: Exotic Weapon Proficiency (bastard sword), Weapon Focus (longbow).

Possessions: masterwork breastplate, masterwork bastard sword, heavy wooden shield, masterwork composite longbow [+2 Str], quiver with 20 arrows, potion of cure moderate wounds, and 2d10gp (11).

Medium Humanoid; Female Human Sorcerer 6; CR 6; HD 6d4+9 (24 hp); Init +2; Spd 30; AC 12 (+2 Dex; touch 12, flat-footed 10); BAB +3; Grapple +2; (Full) Atk +2 melee (1d4-1/19-20, dagger) or +5 ranged (1d4-1/19-20, dagger); 
AL CE; SV Fort +3; Ref +4; Will +6; 
Str 8, Dex 14, Con 13, Int 10, Wis 12, Cha 16.
Skills: Concentration +10, Craft (woodworking) +9, Spellcraft +9; 
Feats: Augment Summoning, Craft Wand, Scribe Scroll, Spell Focus (conjuration).
Spells Known (6/7/6/4; base DC=13+spell level, * indicates spell focus DC=14+spell level; known 7/4/2/1): 1st (7)– grease*, identify, magic missile, summon monster I*; 
2nd(6) – mirror image, summon monster II*; 
3rd(4) – summon monster III*.
Possessions: arcane scrolls of magic missile (2), summon monster I (3), mirror image, summon monster II, fireball, and lightning bolt, wand of invisibility (28 charges), wand of blink (15 charges), potion of nondetection, potion of eagle’s splendor (2), 2 daggers, contact medallion, 2 pearls (100gp). 

Medium Humanoid; Male Human Sorcerer 6; CR 6; HD 6d4+9 (24 hp); Init +3; Spd 30; 
AC 14 (+3 Dex, +1 bracers; touch 13, flat-footed 11); BAB +3; Grapple +2; 
(Full) Atk +2 melee (1d6-1, shortspear) or +7 ranged (1d8/19-20, masterwork light crossbow) or +6 ranged (1d6-1, shortspear); 
AL NE; SV Fort +3; Ref +4; Will +6; 
Str 8, Dex 16, Con 13, Int 10, Wis 12, Cha 16.
Skills: Concentration +10, Craft (calligraphy) +3, Knowledge (arcana) +6, Spellcraft +9; 
Feats: Dodge, Mobility, Point Blank Shot, Precise Shot.
Spells Known (6/7/6/4; base DC=13+spell level; known 7/4/2/1): 1st(7) – ray of enfeeblement, shocking grasp, shield, true strike; 
2nd(6) – Melf’s acid arrow, invisibility; 
3rd(4) – flame arrow.
Possessions: shortspear, masterwork light crossbow, quiver with 10 bolts, potion of cure moderate wounds, arcane scroll of hold person, bracers of armor +1, hand of the mage, wand of flaming sphere (30 charges), contact medallion. 


1.  Chymon: Female young adult red dragon; CR 13; Huge dragon (fire); HD 19d12+95 (218 hp); 
Init +4; Spd 40ft, fly 150ft (poor); AC 26, touch 8, flat-footed 26; BAB +19; Grapple +37; 
Atk +27 melee (2d8+10, bite) or +27 melee (2d8+15, crush); Full Atk +27 melee (2d8+10, bite) and +25 melee (2d6+5, 2 claws) and +25 melee (1d8+5, 2 wings) and +25 melee (2d6+15, tail slap); or +27 melee (2d8+15, crush); 
SA Breath weapon, crush, frightful presence, spells; SQ Blindsense 60 ft., darkvision 120 ft., DR 5/magic, immunity to fire, sleep, and paralysis, locate object, keen senses, SR 19, vulnerability to cold; 
Space/Reach 15/10 (15 with bite); AL CE; SV Fort +16, Ref +11, Will +13; 
Str 31, Dex 10, Con 21, Int 14, Wis 15, Cha 14.
Skills: Bluff +21, Concentration +24, Diplomacy +23, Intimidate +4, Jump +31, Knowledge (religion) +21, Listen +21, Search +21, Spellcraft +13, Spot +21; 
Feats: Ability Focus (breath weapon), Flyby Attack, Improved Initiative, Improved Sunder, Multiattack, Power Attack, Wingover.
Breath Weapon (Su): 50 ft. cone of fire, 10d10 points of fire damage, Ref save DC 26 half.
Frightful Presence (Ex): 150 ft. range; creatures must succeed at a Will save (DC 21) or become panicked for 4d6 rounds (if 4 or less HD) or become shaken for 4d6 rounds (5 HD or more).
Crush (Ex): This special attack allows a flying or jumping dragon of at least Huge size to land on opponents as a standard action, using its whole body to crush them. Crush attacks are effective only against opponents three or more size categories smaller than the dragon (though it can attempt normal overrun or grapple attacks against larger opponents). A crush attack affects as many creatures as can fit under the dragon’s body. Creatures in the affected area must succeed on a Reflex save (DC 24) or be pinned, automatically taking bludgeoning damage during the next round unless the dragon moves off them. If the dragon chooses to maintain the pin, treat it as a normal grapple attack. Pinned opponents take damage from the crush each round if they don’t escape. Chymon's crush attack deals 2d8+15 points of damage.
Keen Senses (Ex): Chymon sees four times as well a human in shadowy illumination and twice as well in normal light. She also has darkvision out to 120 ft.
Locate Object (Sp): 5/day (as Sor5).
Spells Known (6/7/5; base DC = 12 + spell level): 0--arcane mark, detect magic, ghost sound, mage hand, open/close, read magic; 
1st(7)--alarm, cure light wounds, mage armor, true strike; 
2nd(5)--cure moderate wounds, invisibility.
Possessions: armband of reduction.

Typically found in her lair atop the coin file in area 1 of the Outer Fane. She might also be in one of the alcoves below her lair, admiring her valuable treasure.

3. and 37. Ogre(6) Large Giant ; CR 3; HD 4d8+11; hp 29;
Init -1; Spd 30 ft. in hide armor; base speed 40 ft.; Space/Reach 10 ft./10 ft.; 
AC 21 (-1 size, -1 Dex, +5 natural, +8 full plate), touch 8, flat-footed 21; 
Base Atk +3; Grp +12; Atk Greatsword +8 melee (2d8+7) or javelin +1 ranged (1d8+5); 
Full Atk Greatsword +9 melee (2d8+7) or javelin +1 ranged (1d8+5);
SA -; SQ Darkvision 60 ft., low-light vision; AL Usually chaotic evil; SV Fort +6, Ref +0, Will +1;
Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatsword)


4.  Satau: Male mind flayer Sor2; CR 10; Medium aberration; HD 8d8 plus 2d4; hp 41; Init +6; Spd 30; AC 17, touch 14, flat-footed 15; BAB +7; Grapple +8; Atk +9 melee (1d4+1, tentacle); Full Atk +9 melee (1d4+1, 4 tentacles); 
SA Extract, improved grab, mind blast, psionics; SQ Darkvision 60 ft., SR 27, telepathy 100 ft.; AL LE; SV Fort +3, Ref +5, Will +14; 
Str 13, Dex 15, Con 10, Int 19, Wis 18, Cha 17.
Skills: Bluff +11, Concentration +13, Diplomacy +7, Disguise +3 (+5 acting), Hide +8, Intimidate +10, Knowledge (arcana) +12, Knowledge (religion) +9, Listen +12, Move Silently +7, Spellcraft +16, Spot +12; 
Feats: Combat Casting, Dodge, Improved Initiative, Weapon Finesse.
Spells Known (5/3; base DC = 13 + spell level): 1st(3) - shield, true strike.
Extract (Ex): If Satau begins a turn with all four tentacles attached, and makes a successful grapple check, he automatically extracts the brain, instantly killing the victim.
Improved Grab (Ex): If Satau hits a Small, Medium, or Large creature with his tentacle attack, he can attempt to start a grapple as a free action without provoking an attack of opportunity. If he wins the grapple check, he establishes a hold and attaches his tentacle to the opponent’s head. He can grab a Huge or larger creature, but only if he can somehow reach the foe’s head. If he begins his turn with at least one tentacle attached, he can try to attach his remaining tentacles with a single grapple check. The opponent can escape with a single successful grapple check or an Escape Artist check, but Satau gets a +2 circumstance bonus for every tentacle that was attached at the beginning of the opponent’s turn.
Mind Blast (Sp): 60 ft. cone; Will save DC 17 or be stunned for 3d4 rounds. This ability is the equivalent of a 4th level spell.
Psionics (Sp): At will—astral projection, charm monster (DC 17), detect thoughts (DC 15), levitate, plane shift, suggestion (DC 16) (all as Sor8). 
Telepathy (Su): Satau can communicate telepathically with any creature within 100 ft. that has a language.

Possessions: Wand of invisibility (16 charges), ring of protection +2, arcane scroll of see invisibility, arcane scroll of displacement, cloak of resistance +1, wand of magic missile (5th, 20 charges), silver necklace with moonstones (700gp value).

6.  Naquent: Female human Clr10; CR 10; Medium humanoid (human); HD 10d8+10; hp 54; Init +0; Spd. 20 ft.; 
AC 21, touch 10, flat-footed 21; 
Base Atk +7; Grp +7; Atk +8 melee (1d8, masterwork morningstar) or +7 ranged (1d8/19-20, light crossbow); 
Full Atk +8/+3 melee (1d8, masterwork morningstar) or +7 ranged (1d8/19-20, light crossbow); 
SA Rebuke undead 5/day; SQ insanity; AL CE; SV Fort +11, Ref +6, Will +9; 
Str 10, Dex 11, Con 12, Int 16, Wis 18 (13*), Cha 14. 
Skills: Concentration +14, Diplomacy +15, Heal +14, Knowledge (Arcana) +16, Knowledge (Religion) +16, Spellcraft +18; 
Feats: Brew Potion, Craft Wand, Great Fortitude, Lightning Reflexes, Scribe Scroll.
Insanity (Ex): Insanity score 5. Wis 23 for bonus spells and DCs; Wis 13 for all other Wis-based checks. 
Spells Prepared (6/7/7/5/4/4; base DC 16 +spell level): 1st- command, divine favor, doom, protection from good*, sanctuary, shield of faith, summon monster I; 
2nd – death knell, bear’s endurance, hold person, silence, spiritual weapon (2), Tharizdun’s touch*; 
3rd – cure serious wounds, magic circle against good*, magic vestment, protection from energy, summon monster III; 
4th – cure critical wounds, poison, spell immunity, summon monster IV, unholy blight*; 
5th – dispel good*, greater command, spell resistance, slay living
*Domain spell. Deity: Tharizdun. Domains: Evil (cast Evil spells at 11th level); Madness (1/day add insanity score to Wis-based roll). Possessions: +1 full plate, heavy steel shield, masterwork morningstar, light crossbow, 10 bolts, ochre robes, boots of speed, cloak of resistance +1, wand of dispel magic (20 charges), potion of fly, divine scroll of true seeing, summon monster V and invisibility purge, holy symbol (obex). 

9. Bugbear(7) Medium Humanoid (Goblinoid); CR 2; HD 3d8+3; hp 16;
Init +1; Spd 30 ft.; Space/Reach 5 ft./5 ft.; 
AC 22 (+1 Dex, +3 natural, +6 banded mail, +2 heavy wooden shield), touch 11, flat-footed 21; 
Base Atk +2; Grp +4; Atk longsword +5 melee (1d8+2) or Comp. longbow +3 ranged (1d8+2); Full Atk same
SA -; SQ Darkvision 60 ft., scent; AL Usually chaotic evil; SV Fort +2, Ref +4, Will +1;
Str 15, Dex 12, Con 13, Int 10, Wis 10, Cha 9
Skills: Climb +3, Hide -3, Listen +4, Move Silently -1, Spot +4
Feats: Alertness, Weapon Focus (longsword)
Skills: Bugbears have a +4 racial bonus on Move Silently checks.


10. Dark Naga(2) Large Aberration ; CR 8; HD 9d8+18; hp 58;
Init +2; Spd 40 ft.; Space/Reach 10 ft./5 ft.; AC 14 (-1 size, +2 Dex, +3 natural), touch 11, flat-footed 12; 
Base Atk +6; Grp +12; Atk Sting +7 melee (2d4+2 plus poison); 
Full Atk Sting +7 melee (2d4+2 plus poison) and bite +2 melee (1d4+1);
SA Poison, spells; SQ Darkvision 60 ft., detect thoughts, guarded thoughts, immunity to poison, resistance to charm; AL Usually lawful evil; SV Fort +5, Ref +7, Will +8;
Str 14, Dex 15, Con 14, Int 16, Wis 15, Cha 17
Skills: Bluff +9, Concentration +13, Diplomacy +7, Disguise +5 (+7 acting), Intimidate +5, Listen +11, Sense Motive +8, Spellcraft +12, Spot +11
Feats: Alertness, Combat Casting, Dodge, Eschew Materials, Lightning Reflexes
Poison(Ex): Injury, Fortitude DC 16 or lapse into a nightmare-haunted sleep for 2d4 minutes. The save DC is Constitution-based. 
Spells: Dark nagas cast spells as 7th-level sorcerers. 
Detect Thoughts(Su): A dark naga can continuously use detect thoughts as the spell (caster level 9th; Will DC 15 negates). This ability is always active. The save DC is Charisma-based. 
Guarded Thoughts(Ex): Dark nagas are immune to any form of mind reading.
Resistance to Charm: Dark nagas have a +2 racial bonus on saving throws against all charm effects (not included in the statistics block). 
Sorcerer Spells Known: 1st(7)-burning hands, charm person, mage armor, magic missile, shield; 
2nd(7)-blur, cat's grace, invisibility; 
3rd(5)-fly, fireball 


11.  Elder Tojanida Large Outsider (Extraplanar, Water); CR 9; HD 15d8+60; hp 127;
Init +1; Spd 10 ft., swim 90 ft.; Space/Reach 10 ft./5 ft.; 
AC 24 (-1 size, +1 Dex, +14 natural), touch 10, flat-footed 23; Base Atk +15; Grp +25; 
Atk Bite +20 melee (4d6+6); Full Atk Bite +20 melee (4d6+6) and 2 claws +15 melee (1d8+3);
SA Improved grab, ink cloud; SQ All-around vision, darkvision 60 ft., resistance to electricity 10 and fire 10 immunity to acid and cold; 
AL Always neutral; SV Fort +13, Ref +10, Will +10;
Str 22, Dex 13, Con 19, Int 10, Wis 12, Cha 9
Skills: Escape Artist +19, Hide +15, Intimidate +17, Knowledge (the Planes) +18, Listen +21, Search +22, Sense Motive +17, Spot +25, Survival +1 (+3 other planes and following tracks), Swim +14, Use Rope+1 (+3 with bindings)
Feats: Alertness, Blind-Fight, Cleave, Dodge, Improved Sunder, Power Attack
Improved Grab(Ex): To use this ability, a tojanida must hit with a bite or claw attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. Underwater, a tojanida can tow a grabbed victim of its own size or smaller at its swim speed (but it cannot run). A favorite tactic is to grab a single opponent, then withdraw, hauling the opponent away from its allies.
Ink Cloud(Ex): A tojanida can emit a spherical cloud of jet-black ink with a radius of 30 feet once per minute as a free action. The effect is otherwise similar to fog cloud cast by an individual of a level equal to the tojanida's Hit Dice. Out of water, the ink emerges in a stream up to 30 feet long, which a tojanida can squirt into an opponent's eyes. The affected creature must succeed on a Reflex save or be blinded for 1 round. The save DC is 21. The save DCs are Constitution based.
All-Around Vision(Ex): The multiple apertures in a tojanida's shell allow it to look in any direction, bestowing a +4 racial bonus on Spot and Search checks. Opponents gain no flanking bonuses when attacking a tojanida.
Skills: A tojanida has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.


12.  Minotaur Guards: Minotaur Bbn2(3); CR 6; Large monstrous humanoid; HD 6d8+12 plus 2d12+4; hp 65,57,60; 
Init +0; Spd. 40 ft.; AC 18, touch 8, flat-footed 18; 
Base Atk +8; Grp +18; Atk +14 melee (3d6+9/x3, large masterwork greataxe) or +13 melee (1d8+6, gore); 
Full Atk +14/+9 melee (3d6+9/x3, large masterwork greataxe) and +8 melee (1d8+3, gore); Space/Reach: 10 ft./10 ft.; 
SA Powerful charge 4d6+9, rage; SQ Darkvision 60ft., natural cunning, scent, fast movement, uncanny dodge; 
AL CE; SV Fort +9, Ref +4, Will +5; 
Str 22, Dex 8, Con 15, Int 6, Wis 10, Cha 7. 
Skills: Intimidate +2, Listen +9, Search +2, Spot +9; 
Feats: Great Fortitude, Power Attack, Track
Powerful Charge (Ex): A minotaur guard typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play. In addition to the normal benefits and hazards of a charge, this allows the beast to make a single gore attack with a +13 attack bonus that deals 4d6+9 points of damage (or +15 attack bonus, 4d6+12 when raging).
Natural Cunning (Ex): Although minotaur guards are not especially intelligent, they possess innate cunning and logical ability. This gives them immunity to maze spells, prevents them from ever becoming lost, and enables them to track enemies. Further, they are never caught flat-footed.
Rage (Ex): 1/day – hp +16, AC 16, touch 6, flat footed 16; Atk +16 melee (3d6+12/x3, large masterwork greataxe) or +15 melee (1d8+8, gore); Full Atk +16/+11 melee (3d6+12/x3, large masterwork greataxe) and +10 melee (1d8+4, gore); SV Fort +11, Will +7; Str 26. Con 19. Lasts 7 rounds, then fatigued.
Possessions: large masterwork greataxe, large +1 chain shirt, potion of haste.

Insentorix: Quasit; CR 4; Tiny outsider (chaotic, evil, extraplanar); HD 6d8; hp 30; Init +8; Spd 20; AC 19, touch 16, flat-footed 15; BAB +6; Grapple -3; Atk +12 melee (1d3-1 plus poison, claw); Full Atk +12 melee (1d3-1 plus poison, 2 claws) and +7 melee (1d4-1, bite); 
SA Poison, spell-like abilities; SQ Darkvision 60ft, alternate form, DR 5/cold iron or good, fast healing 2, immunity to poison, resistance to fire 10; Space/Reach 2-1/2 ft./0 ft.; AL CE; SV Fort +5, Ref +9, Will +6; 
Str 8, Dex 18, Con 10, Int 10, Wis 12, Cha 10.
Skills: Bluff +9, Diplomacy +2, Disguise +0 (+2 acting), Hide +21, Intimidate +2, Knowledge (religion) +9, Listen +10, Move Silently +13, Search +9, Spellcraft +9, Spot +9; 
Feats: Ability Focus (poison), Improved Initiative, Weapon Finesse.
Poison (Ex): Injury, fortitude save DC 17; initial damage 1d4 Dex, secondary damage 2d4 Dex. The save is Con-based and includes a +2 racial bonus.

Spell-Like Abilities: At will – detect good, detect magic, invisibility (self only); 1/day – cause fear (as the spell except that its area is 30ft from the quasit, DC 11). Caster level 6th. The DCs are Charisma-based. 1/week – commune (six questions, caster level 12th).


14. Earth Elemental, Elder Huge Elemental (Earth, Extraplanar); CR 11; HD 24d8+120; hp 228;
Init -1; Spd 30 ft.; Space/Reach 15 ft./15 ft.; AC 22 (-2 size, -1 Dex, +15 natural), touch 7, flat-footed 22; 
Base Atk +18; Grp +37; Atk Slam +27 melee (2d10+11/19-20); Full Atk slams +27 melee (2d10+11/19-20);
SA Earth mastery, push; SQ Damage reduction 10/-, earth glide, darkvision 60 ft., elemental traits; 
AL Usually neutral; SV Fort +19, Ref +7, Will +10;
Str 33, Dex 8, Con 21, Int 10, Wis 11, Cha 11
Skills: Listen +29, Spot +29
Feats: Alertness, Awesome Blow, Cleave, Great Cleave, Improved Bull Rush, Improved Critical (slam), Improved Sunder, Iron Will, Power Attack
Earth Mastery(Ex): An earth elemental gains a +1 bonus on attack and damage rolls if both it and its foe are touching the ground. If an opponent is airborne or waterborne, the elemental takes a -4 penalty on attack and damage rolls. (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 Glide(Ex): An earth elemental 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 earth elemental flings the elemental back 30 feet, stunning the creature for 1 round unless it succeeds on a DC 15 Fortitude save.


15.  Elite Guards: Male and female human War4; CR 3; Medium humanoid (human); HD 4d8+8; hp 26 avg; 
Init +1; Spd 20 ft.; AC 21, touch 11, flat-footed 20; Base Atk +4; Grp +7; 
Atk +9 melee (1d10+3/19-20, masterwork bastard sword) or +6 ranged (1d8+3/x3, masterwork composite longbow [+3 Str]); 
Full Atk +9 melee (1d10+3/19-20, masterwork bastard sword) or +6 ranged (1d8+3/x3, masterwork composite longbow [+3 Str]); 
AL NE; SV Fort +6, Ref +2, Will +2; 
Str 16, Dex 13, Con 14, Int 11, Wis 12, Cha 8.
Skills: Climb +3, Intimidate +6, Jump +3; 
Feats: Exotic Weapon Proficiency (bastard sword), Power Attack, Weapon Focus (bastard sword).

Possessions: Masterwork full plate, masterwork bastard sword, heavy wooden shield, masterwork composite longbow [+3 Str], 20 arrows, potion of cure moderate wounds. 

16.  Victor: Male half-elf Rog5/Asn4; Medium humanoid (half-elf); HD 5d6+5 plus 4d6+4; hp 40; 
Init +6; Spd 30 ft.; AC 20, touch 12, flat-footed 20; 
Base Atk +6; Grp +9; Atk +10 melee (1d6+4/18-20, +1 rapier) or +9 ranged (1d8+1/19-20, masterwork light crossbow with +1 bolt); 
Full Atk +10/+5 melee (1d6+4/18-20, +1 rapier) or +9 ranged (1d8+1/19-20, masterwork light crossbow with +1 bolt); 
SA sneak attack +5d6, death attack; SQ evasion, immune to sleep, trap finding, trap sense +1, low-light vision, poison use, uncanny dodge, improved uncanny dodge, +2 bonus on saves against poison, +2 bonus on saves against enchantment effects; 
AL CE; SV Fort +3, Ref +10, Will +2; 
Str 16, Dex 14, Con 13, Int 13, Wis 10, Cha 9.
Skills: Balance +11, Concentration +3, Diplomacy +1, Disguise +3, Escape Artist +5, Gather Information +1, Hide +17, Intimidate +7, Jump +12, Listen +12, Move Silently +12, Search +2, Spot +9, Tumble +14; 
Feats: Dodge, Combat Expertise, Improved Disarm, Improved Initiative.
Assassin Spells Known (4/1; save DC 11 + spell level; 25% arcane spell failure chance): 1st(4)—disguise self, detect poison, obscuring mist, ghost sound; 
2nd(1)—alter self, darkness, spider climb.
Death Attack (Ex): If the assassin studies a target for 3 rounds and then makes a sneak attack with a melee weapon that successfully deals damage, the sneak attack can also paralyze (for 1d6+4 rounds) or kill the victim. Fort save DC 15 to resist.

Possessions: +1 rapier, +1 elven chain, +1 buckler, masterwork light crossbow, 5 +1 bolts, 1 screaming bolt, 14 bolts, cloak of elvenkind, potion of lesser restoration, lilac stone facemask.

19.  Hedrack: Male human Clr14; CR 14; Medium humanoid (human); HD 14d8+28; hp 102; 
Init +0, Spd 20 ft.; AC 24, touch 10, flat-footed 24; 
BAB +10; Grapple +11; Atk +13 melee (1d8+1, masterwork heavy mace) or +9 melee (6, 3 tentacles from lesser tentacle rod or +10 ranged (1d8/19-20, light crossbow); Full Atk +13/+8 (1d8+1, masterwork heavy mace) or +9 (6, 3 tentacles from lesser tentacle rod); 
SA rebuke undead 4/day; SQ insanity; AL CE; SV Fort +11, Ref +4, Will +11; 
Str 13, Dex 10, Con 15, Int 15, Wis 21 (14*), Cha 13.
Skills: Concentration +19, Knowledge (Arcana) +18, Knowledge (religion) +18, Listen +9, Spellcraft +20, Spot +9; 
Feats: Alertness, Cleave, Empower Spell, Power Attack, Scribe Scroll, Weapon Focus (heavy mace).
If Hedrack has a chance to cast bull's strength and bear's endurance upon himself prior to melee, he will do so. With bull'sstrength and bear's endurance: hp 130, Atk +15 melee (1d8+3, masterwork heavy mace); Full Atk +15/+10 (1d8+3, masterwork heavy mace); SV Fort +13; Str 17, Con 19. Concentration +21.
Insanity (Ex): Insanity score 7. Wis 28 for bonus spells and DCs; Wis 14 for all other Wis-based checks.
Spells Prepared (6/9/8/7/7/6/5/4; base DC = 19 + spell level): 1st—bless, command, cure light wounds, divine favor, doom, lesser confusion*, protection from good, sanctuary, shield of faith; 
2nd—bull’s strength, bear’s endurance, cure moderate wounds, death knell, hold person, shatter*, silence, spiritual weapon; 
3rd—cure serious wounds, dispel magic, magic vestment, prayer, protection from energy, rage*, summon monster III; 
4th—confusion*, cure critical wounds, divine power, freedom of movement, greater magic weapon, spell immunity, summon monster IV; 5th—circle of doom*, dispel good, flame strike, greater command, insect plague, slay living; 
6th—blade barrier, greater dispelling, harm, phantasmal killer*, word of recall; 
7th-blasphemy, destruction, disintegrate*, greater scrying.
* Domain spell. Deity: Tharizdun. Domains: Destruction (1/day smite, +4 attack, +14 damage); Madness (1/day add Insanity score to Wis-based roll).

Possessions: Ochre robes, lesser tentacle rod, periapt of wisdom +2, +1 full plate, amulet of natural armor +2, +1 heavy steel shield, divine scroll of heal, harm, and spell resistance, divine scroll of true seeing, contact medallion, masterwork heavy mace, light crossbow, 10 bolts, 15 pp, 68 gp, holy symbol (obex).

19.  Human Warrior Skeleton(2) Medium Undead ; CR 1/3; HD 1d12; hp 6;
Init +5; Spd 30 ft.; AC 15 (+1 Dex, +2 natural, +2 heavy steel shield), touch 11, flat-footed 14; 
Base Atk +0; Grp +1; Atk Scimitar +1 melee (1d6+1/18-20) or claw +1 melee (1d4+1); 
Full Atk Scimitar +1 melee (1d6+1/18-20) or 2 claws +1 melee (1d4+1);
SA -; SQ Damage reduction 5/bludgeoning, darkvision 60 ft., immunity to cold, undead traits; 
AL Always neutral evil; SV Fort +0, Ref +1, Will +2;
Str 13, Dex 13, Con -, Int -, Wis 10, Cha 1
Feats: Improved Initiative


20.  Flesh Golem(2) Large Construct ; CR 7; HD 9d10+30; hp 79;
Init -1; Spd 30 ft.; Space/Reach 10 ft./10 ft.; AC 18 (-1 size, -1 Dex, +10 natural), touch 8, flat-footed 18; 
Base Atk +6; Grp +15; Atk Slam +10 melee (2d8+5); Full Atk 2 slams +10 melee (2d8+5);
SA Berserk; SQ Construct traits, damage reduction 5/adamantine, darkvision 60 ft., immunity to magic, low-light vision; AL Always neutral; SV Fort +3, Ref +2, Will +3;
Str 21, Dex 9, Con -, Int -, Wis 11, Cha 1
Immunity to Magic(Ex): A flesh 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 magical attack that deals cold or fire damage slows a flesh golem (as the slow spell) for 2d6 rounds, with no saving throw. A magical attack that deals electricity damage breaks any slow effect on the golem and heals 1 point of damage for every 3 points of damage the attack would otherwise deal. If the amount of healing would cause the golem to exceed its full normal hit points, it gains any excess as temporary hit points. For example, a flesh golem hit by a lightning bolt heals 3 points of damage if the attack would have dealt 11 points of damage. A flesh golem golem gets no saving throw against attacks that deal electricity damage. 


23.  Hounds of Darkness/Shadow Mastiff(2) Medium Outsider (Extraplanar); CR 5; HD 4d8+12; hp 30;
Init +5; Spd 50 ft.; Space/Reach 5 ft./5 ft.; AC 14 (+1 Dex, +3 natural), touch 11, flat-footed 13; 
Base Atk +4; Grp +7; Atk Bite +7 melee (1d6+4); Full Atk Bite +7 melee (1d6+4);
SA Bay, trip; SQ Darkvision 60 ft., shadow blend, scent; AL Always neutral evil; SV Fort +7, Ref +5, Will +5;
Str 17, Dex 13, Con 17, Int 4, Wis 12, Cha 13
Skills: Hide +8, Listen +8, Move Silently +8, Spot +8, Survival +8*
Feats: Dodge, Improved Initiative, Track
Skills: *A shadow mastiff has a +4 racial bonus on Survival checks when tracking by scent.
Bay(Su): When a shadow mastiff howls or barks, all creatures except evil outsiders within a 300-foot spread must succeed on a DC 13 Will save or become panicked for 2d4 rounds. This is a sonic mind-affecting fear effect. Whether or not the save is successful, an affected creature is immune to the same mastiff 's bay for 24 hours. The save DC is Charisma-based
Trip(Ex): A shadow mastiff that hits with its bite attack can attempt to trip the opponent as a free action (+3 check modifier) without making a touch attack or provoking an attack of opportunity. If the attempt fails, the opponent cannot react to trip the shadow mastiff
Shadow Blend(Su): In any condition of illumination other than full daylight, a shadow mastiff can disappear into the shadows, giving it total concealment. Artificial illumination, even a light or continual flame spell, does not negate this ability. A daylight spell, however, will

27.  Thrommel: Male human vampire Pal3/Blk9; CR 14; Medium undead (augmented humanoid); HD 12d12; hp 83; 
Init +7; Spd 30 ft.; AC 26, touch 14, flat-footed 23; 
Base Atk +12; Grp +19; Atk +20 melee (2d6+11/19-20, +1 unholy greatsword) or +19 melee (1d6+10 and energy drain, slam); 
Full Atk +20/+15/+10 melee (2d6+11/19-20, +1 unholy greatsword) or +19 melee (1d6+10 and energy drain, slam); 
SA aura of despair, blood drain, children of the night, command undead 8/day (as Clr7), create spawn, dominate, energy drain, smite good (3/day, +5 attack, +9 damage), sneak attack +2d6, spells; SQ alternate form, aura of evil, cold and electricity resistance 10, damage reduction 10/silver and magic, detect good, fast healing 5, fiendish servant, gaseous form, lay on hands, poison use, spider climb, undead traits, +4 turn resistance, vampire weaknesses; AL CE; SV Fort +14, Ref +14, Will +12; 
Str 24, Dex 16, Con -, Int 13, Wis 17, Cha 20. 
Skills: Bluff +13, Concentration +11, Hide +13, Jump +9, Knowledge (history) +3, Knowledge (nobility and royalty) +5, Knowledge (religion) +3, Listen +13, Move Silently +9, Ride (horse) +15, Search +9, Sense Motive +11, Spot +13; 
Feats: Alertness, Cleave, Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes, Mobility, Silent Spell, Power Attack, Improved Sunder.
Spells Prepared (3/3/2/1; base DC 13+spell level): 1st – doom, inflict light wounds (2); 
2nd – darkness, death knell, inflict moderate wounds; 
3rd – silent bull’s strength, inflict serious wounds; 
4th – silent protection from energy.
Alternate Form (Su): Similar to polymorph cast by a 12th level character, except that Thrommel does not regain hit points for changing form and must choose from among the forms mentioned below. While in his alternate form, Thrommel loses his natural slam attack and dominate ability, but gains the natural weapons and extraordinary special attacks of his new form. He can only assume the shape of a bat, dire bat, wolf, or dire wolf as a standard action. He can remain in that form until he assumes another or until the next sunrise
Aura of Despair (Su): Enemies within 10 ft. suffer a –2 penalty on all saving throws.
Aura of Evil (Su): Thrommel has a strong aura of evil (see the detect evil spell).
Blood Drain (Ex): Thrommel can suck blood from a living victim with his fangs by making a successful grapple check. If he pins the foe, he drains blood, inflicting 1d4 points of permanent Con drain each round the pin is maintained. On each such successful attack, Thrommel gains 5 temporary hit points.
Children of the Night (Su): Vampires command the lesser creatures of the world and once per day Thrommel can call forth 1d6+1 rat swarms, 1d4+1 bat swarms, or a pack of 3d6 wolves as a standard action. These creatures arrive in 2d6 rounds and him for up to 1 hour.
Create Spawn (Su): A humanoid or monstrous humanoid slain by a Thrommel’s energy drain attack rises as a vampire spawn (see Monster Manual page 253) 1d4 days after burial. If he instead drains a victim’s Con to 0 or less, the victim returns as a spawn if it had 4 or less HD and as a vampire if it had 5 or more HD. In either case, the new vampire or spawn is under the command of Thrommel and remains enslaved until Thrommel’s destruction. At any given time Thrommel may have enslaved spawn totaling no more than 24 Hit Dice; any spawn he creates that would exceed this limit are created as free-willed vampires or vampire spawn. A vampire that is enslaved may create and enslave spawn of its own, so Thrommel can control a number of lesser vampires in this fashion. He may voluntarily free an enslaved spawn in order to enslave a new spawn, but once freed, a vampire or vampire spawn cannot be enslaved again.
Damage Reduction (Su): Thrommel has damage reduction 10/silver and magic. A vampire’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.
Detect Good (Sp): At will, Thrommel can use detect good as a spell-like ability, duplicating the effect of the detect good spell.
Dominate (Su): Thrommel can crush an opponent’s will just by looking into his or her eyes. This is similar to a gaze attack, except that he must use a standard action, and those merely looking at it are not affected. Anyone the vampire targets must succeed at a Will save (DC 21) or fall instantly under his influence as though by a dominate person spell (caster level 12th). The ability has a range of 30 ft.
Energy Drain (Su): Living creatures hit by Thrommel’s slam attack suffer two negative levels. For each negative level bestowed, he gains 5 temporary hit points. He can use his energy drain ability once per round. The DC is 21 for the Fortitude save to remove each negative level.
Fast Healing (Ex): Thrommel heals 5 points of damage each round so long as he has at least 1 hit point. If reduced to 0 hit points in combat, he automatically assumes gaseous form and attempts to escape. He must reach its coffin home within 2 hours or be utterly destroyed. (He can travel up to nine miles in 2 hours.) Any additional damage dealt to Thrommel when forced into gaseous form has no effect. Once at rest in his coffin,Thrommel is helpless. He regains 1 hit point after 1 hour, then is no longer helpless and resumes healing at the rate of 5 hit points per round.
Gaseous Form (Su): As a standard action, Thrommel can assume gaseous form at will as the spell (caster level 5th), but he can remain gaseous indefinitely and has a fly speed of 20 feet with perfect maneuverability.
Lay on hands (Sp): 1/day, Thrommel can heal himself or his fiendish servant of 45 points of damage.
Poison Use (Ex): Blackguards are skilled in the use of poison and never risk accidentally poisoning themselves when applying poison to a blade.
Resistances (Ex): Thrommel has resistance to cold 10 and electricity 10.
Spider Climb (Ex): Thrommel can climb sheer surfaces as though with a spider climb spell.
Undead Traits: Darkvision 60 ft. Immune to mind-affecting effects, poison, sleep effects, paralysis, stunning, disease, and death effects. Not subject to critical hits, nonlethal damage, ability drain, energy drain, or death from massive damage. Immune to damage to its physical ability scores as well as to fatigue and exhaustion effects. Immune to any effect that requires a Fortitude save (unless the effect also works on objects or is harmless). Does not need to breathe, eat or sleep.

Not affected by raise dead and reincarnate spells or abilities. Resurrection and true resurrection can affect destroyed undead creatures. These spells turn Thrommel back into the living creature he was before becoming undead, so long as his soul is willing to return.
Vampire Weaknesses: Vampires cannot tolerate the strong odor of garlic and will not enter an area laced with it. Similarly, they recoil from a mirror or a strongly presented holy symbol. These things don’t harm the vampire—they merely keep it at bay. A recoiling vampire must stay at least 5 feet away from a creature holding the mirror or holy symbol and cannot touch or make melee attacks against the creature holding the item for the rest of the encounter. Holding a vampire at bay takes a standard action.

Vampires are also unable to cross running water, although they can be carried over it while resting in their coffins or aboard a ship. They are utterly unable to enter a home or other building unless invited in by someone with the authority to do so. They may freely enter public places, since these are by definition open to all.

Exposing any vampire to direct sunlight disorients it: It can take only a single move action or attack action and is destroyed utterly in the next round if it cannot escape. Similarly, immersing a vampire in running water robs it of one-third of its hit points each round until it is destroyed at the end of the third round of immersion. Driving a wooden stake through a vampire’s heart instantly slays the monster. However, it returns to life if the stake is removed, unless the body is destroyed. A popular tactic is to cut off the creature’s head and fill its mouth with holy wafers (or their equivalent).

Possessions: +1 unholy greatsword (“Dirge”), +1 breastplate, boots of striding and springing, ring of counterspells (currently loaded with fireball), ring of protection +1, holy symbol (obex).

30.  Spectre Medium Undead (Incorporeal); CR 7; HD 7d12; hp 45;
Init +7; Spd 40 ft., fly 80 ft. (perfect); AC 15 (+3 Dex, +2 deflection), touch 15, flat-footed 13; 
Base Atk +3; Grp -; Atk Incorporeal touch +6 melee (1d8 plus energy drain); 
Full Atk Incorporeal touch +6 melee (1d8 plus energy drain);
SA Energy drain, create spawn; SQ Darkvision 60 ft., incorporeal traits, +2 turn resistance, sunlight powerlessness, undead traits, unnatural aura; AL Always lawful evil; SV Fort +2, Ref +5, Will +7;
Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15
Skills: Hide +13, Intimidate +12, Knowledge (religion) +12, Listen +14, Search +12, Spot +14, Survival +2 (+4 following tracks)
Feats: Alertness, Blind-Fight, Improved Initiative
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. 
Energy Drain(Su): Living creatures hit by a spectre's incorporeal touch attack gain two negative levels. The DC is 15 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For each such negative level bestowed, the spectre gains 5 temporary hit points. 
Sunlight Powerlessness(Ex): Spectres are powerless in natural sunlight (not merely a daylight spell) and flee from it. A spectre caught in sunlight cannot attack and can take only a single move or attack action in a round.
Unnatural Aura(Su): Animals, whether wild or domesticated, 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. 

32.  Daagra: Female annis Rgr5; CR 9; Large monstrous humanoid; HD 7d8+14 plus 5d8+10; hp 78; 
Init +5; Spd 40 ft.; AC 26 (touch 10, flat-footed 25); 
Base Atk +12; Grp +24; Atk +19 melee (1d6+8 claw) or +12 ranged (2d6/x3); 
Full Atk +19 melee (1d6+8, 2 claws) and +14 (1d6+4 bite) or +12/+7/+2 or +10/+10/+5/+0 ranged (2d6/x3 large longbow); 
Space/Reach: 10 ft./10 ft.; SA Favored enemy (humans +4, elves +2), improved grab, rake 1d6+8, rend 2d6+12, spell-like abilities, spells; SQ Combat style (archery), damage reduction 2/bludgeoning, darkvision 60 ft., SR 19, wild empathy; 
AL CE; SV Fort +10, Ref +10, Will +7; 
Str 26, Dex 12, Con 14, Int 13, Wis 13, Cha 11.
Skills: Bluff +8, Concentration +8, Diplomacy +2, Disguise +0 (+2 acting), Hide +7, Intimidate +2, Listen +11, Move Silently +8, Search +9, Spot +11, Survival +9; 
Feats: Alertness, Blind-Fight, Endurance, Great Fortitude, Improved Initiative, Power Attack, Track.
Improved Grab (Ex): To use this ability, Daagra must hit a Large or smaller opponent with a claw attack. She can then attempt to start a grapple as a free action without provoking an attack of opportunity.
Rake (Ex): Attack bonus +14 melee, damage 1d6+8. Daagra can attack a grappled foe with both claws at no penalty.
Rend (Ex): When Daagra hits with both claw attacks, she latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.
Combat Style: Rapid shot when wearing light or no armor.
Wild Empathy (Ex): Daagra can improve the attitude of an animal in the same way a Diplomacy check can improve the attitude of a sentient being She rolls 1d20+6, or 1d20+2 if attempting to influence a magical beast with an Intelligence score of 1 or 2. 
Spell-Like Abilities: 3/day—disguise self, fog cloud. Caster level 8th. DC = 10 + spell level.
Spells Prepared (1; base DC=11 + spell level): 1st – magic fang.
Possessions: Potion of bear’s endurance, potion of heroism, +2 large chain shirt, large longbow, 12 arrows, platinum bracelet (200gp).

Troll Large Giant ; CR 5; HD 6d8+36; hp 63;
Init +2; Spd 30 ft.; Space/Reach 10 ft./10 ft.; AC 16 (-1 size, +2 Dex, +5 natural), touch 11, flat-footed 14; 
Base Atk +4; Grp +14; Atk Claw +9 melee (1d6+6); Full Atk 2 claws +9 melee (1d6+6) and bite +4 melee (1d6+3);
SA Rend 2d6+9; SQ Darkvision 90 ft., low-light vision, regeneration 5, scent; AL Usually chaotic evil; SV Fort +11, Ref +4, Will +3;
Str 23, Dex 14, Con 23, Int 6, Wis 9, Cha 6
Skills: Listen +5, Spot +6
Feats: Alertness, Iron Will, Track
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. SCRAG These cousins of the troll have the aquatic subtype. They dwell in any body of water in any climate. They have a base land speed of 20 feet and a swim speed of 40 feet and are found only in aquatic environments. They regenerate only if mostly immersed in water. 
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. 

33.  Air Elemental, Large Large Elemental (Air, Extraplanar); CR 5; HD 8d8+24; hp 60;
Init +11; Spd Fly 100 ft. (perfect); Space/Reach 10 ft./10 ft.; 
AC 20 (-1 size, +7 Dex, +4 natural), touch 16, flat-footed 13; 
Base Atk +6; Grp +12; Atk Slam +12 melee (2d6+2); Full Atk 2 slams +12 melee (2d6+2);
SA Air mastery, whirlwind; SQ Damage reduction 5/-, darkvision 60 ft., elemental traits; AL NE; SV Fort +5, Ref +13, Will +2;
Str 14, Dex 25, Con 16, Int 6, Wis 11, Cha 11
Skills: Listen +5, Spot +6
Feats: Combat Reflexes, Dodge, Flyby Attack, Improved Initiative, Weapon Finesse
Air Mastery(Ex): Airborne creatures take a -1 penalty on 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 1 round for every 2 HD it has. 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 50 feet tall, depending on the elemental's size. The elemental controls the exact height, but it must be at least 10 feet. The elemental's movement while in whirlwind form does not provoke attacks of opportunity, even if the elemental enters the space another creature occupies. Another creature might be caught in the whirlwind if it touches or enters the whirlwind, or if the elemental moves into or through the creature's space. Creatures one or more size categories smaller than the elemental might take damage when caught in the whirlwind (see the table below for details) and may be lifted into the air. An affected creature must succeed on a Reflex save when it comes into contact with the whirlwind or take the indicated damage. It must also succeed on a second Reflex save or be picked up bodily and held suspended in the powerful winds, automatically taking the indicated 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 DC for saves against the whirlwind's effects varies with the elemental's size (see the table). The save DC is Strength based. Creatures trapped in the whirlwind cannot move except to go where the elemental carries them or to escape the whirlwind. Creatures caught in the whirlwind can otherwise act normally, but must succeed on a Concentration check (DC 15 + spell level) to cast a spell. Creatures caught in the whirlwind take a -4 penalty to Dexterity and a -2 penalty on attack rolls. The elemental can have only as many creatures trapped inside the whirlwind at one time as will fit inside the whirlwind's volume. 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 concealment, while those farther away have total concealment. Those caught in the cloud must succeed on a Concentration check (DC 15 + spell level) to cast a spell. An elemental in whirlwind form cannot make slam attacks and does not threaten the area around it. Height 16 ft.; Weight 4 lb.; Whirlwind Save DC 16; Damage 2d6; Whirlwind Height 10-40 ft.

Earth Elemental, Large Large Elemental (Earth, Extraplanar); CR 5; HD 8d8+32; hp 68;
Init -1; Spd 20 ft.; Space/Reach 10 ft./10 ft.; AC 18 (-1 size, -1 Dex, +10 natural), touch 8, flat-footed 18; 
Base Atk +6; Grp +17; Atk Slam +12 melee (2d8+7); Full Atk 2 slams +12 melee (2d8+7);
SA Earth mastery, push; SQ Damage reduction 5/-, earth glide, darkvision 60 ft., elemental traits; 
AL NE; SV Fort +10, Ref +1, Will +2;
Str 25, Dex 8, Con 19, Int 6, Wis 11, Cha 11
Skills: Listen +6, Spot +5
Feats: Cleave, Great Cleave, Power Attack
Earth Mastery(Ex): An earth elemental gains a +1 bonus on attack and damage rolls if both it and its foe are touching the ground. If an opponent is airborne or waterborne, the elemental takes a -4 penalty on attack and damage rolls. (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 Glide(Ex): An earth elemental 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 earth elemental flings the elemental back 30 feet, stunning the creature for 1 round unless it succeeds on a DC 15 Fortitude save.

Fire Elemental, Large Large Elemental (Fire, Extraplanar); CR 5; HD 8d8+24; hp 60;
Init +9; Spd 50 ft.; Space/Reach 10 ft./10 ft.; AC 18 (-1 size, +5 Dex, +4 natural), touch 14, flat-footed 13; 
Base Atk +6; Grp +12; Atk Slam +10 melee (2d6+2 plus 2d6 fire); 
Full Atk 2 slams +10 melee (2d6+2 plus 2d6 fire);
SA Burn; SQ Damage reduction 5/-, darkvision 60 ft., elemental traits, immunity to fire, vulnerability to cold; 
AL NE; SV Fort +5, Ref +11, Will +2;
Str 14, Dex 21, Con 16, Int 6, Wis 11, Cha 11
Skills: Listen +5, Spot +6
Feats: Dodge, Improved Initiative, Mobility, Spring Attack, Weapon Finesse
Burn(Ex): A fire elemental's slam attack deals bludgeoning damage plus fire damage from the elemental's flaming body. Those hit by a fire elemental's slam attack also must succeed on a Reflex save DC 17 or catch on fire. The flame burns for 1d4 rounds. A burning creature can take a move action to put out the flame. The save DC is Constitution- based. Creatures hitting a fire elemental with natural weapons or unarmed attacks take fire damage as though hit by the elemental's attack, and also catch on fire unless they succeed on a Reflex save. 



Water Elemental, Large Large Elemental (Water, Extraplanar); CR 5; HD 8d8+32; hp 68;
Init +2; Spd 20 ft., swim 90 ft.; Space/Reach 10 ft./10 ft.; 
AC 20 (-1 size, +2 Dex, +9 natural), touch 11, flat-footed 18; 
Base Atk +6; Grp +15; Atk Slam +10 melee (2d8+5); Full Atk 2 slams +10 melee (2d8+5);
SA Water mastery, drench, vortex; SQ Damage reduction 5/-, darkvision 60 ft., elemental traits; 
AL NE; SV Fort +10, Ref +4, Will +2;
Str 20, Dex 14, Con 19, Int 6, Wis 11, Cha 11
Skills: Listen +5, Spot +6
Feats: Cleave, Great Cleave, Power Attack
Water Mastery(Ex): A water elemental gains a +1 bonus on attack and damage rolls if both it and its opponent are touching water. If the opponent or the elemental is touching the ground, the elemental takes a -4 penalty on attack and damage rolls. (These modifiers are not included in the statistics block.) A water elemental can be a serious threat to a ship that crosses its path. An elemental can easily overturn small craft (5 feet of length per Hit Die of the elemental) and stop larger vessels (10 feet long per HD). Even large ships (20 feet long per HD) 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 (caster level equals elemental's HD).
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 1 round for every 2 HD it has. 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 feet or more tall, depending on the elemental's size. The elemental controls the exact height, but it must be at least 10 feet. The elemental's movement while in vortex form does not provoke attacks of opportunity, even if the elemental enters the space another creature occupies. Another creature might be caught in the vortex if it touches or enters the vortex, or if the elemental moves into or through the creature's space. Creatures one or more size categories smaller than the elemental might take damage when caught in the vortex (see the table below for details) and may be swept up by it. An affected creature must succeed on a Reflex save when it comes into contact with the vortex or take the indicated damage. It must also succeed on a second Reflex save or be picked up bodily and held suspended in the powerful currents, automatically taking damage each round. An affected creature 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 DC for saves against the vortex's effects varies with the elemental's size. The save DC is Strength-based. Creatures trapped in the vortex cannot move except to go where the elemental carries them or to escape the whirlwind. Creatures caught in the whirlwind can otherwise act normally, but must make a Concentration check (DC 10 + spell level) to cast a spell. Creatures caught in the whirlwind take a -4 penalty to Dexterity and a -2 penalty on attack rolls. The elemental can have only as many creatures trapped inside the vortex at one time as will fit inside the vortex's volume. 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 concealment, while those farther away have total concealment. Those caught in the cloud must make a Concentration check (DC 15 + spell level) to cast a spell. An elemental in vortex form cannot make slam attacks and does not threaten the area around it. Save DC 19; Damage 2d6; Height 10-40 ft.
Skills: A water elemental has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line.


34.  Adult Arrowhawk(4) Medium Outsider (Air, Extraplanar); CR 5; HD 7d8+7; hp 38;
Init +5; Spd Fly 60 ft. (perfect) (12 squares); AC 21 (+5 Dex, +6 natural), touch 15, flat-footed 16; 
Base Atk +7; Grp +9; Atk Electricity ray +12 ranged touch (2d8) or bite +12 melee (1d8+3); 
Full Atk Electricity ray +12 ranged touch (2d8) or bite +12 melee (1d8+3);
SA Electricity ray; SQ Darkvision 60 ft., immunity to acid, electricity, and poison, resistance to cold 10 and fire 10; AL Always neutral; SV Fort +6, Ref +10, Will +6;
Str 14, Dex 21, Con 12, Int 10, Wis 13, Cha 13
Skills: Diplomacy +3, Escape Artist +15, Knowledge (the planes) +10, Listen +11, Move Silently +15, Search +10, Sense Motive +11, Spot +11, Survival +11 (+13 following tracks, +13 Plane of Air), Use Rope +5 (+7 with bindings)
Feats: Dodge, Flyby Attack, Weapon Finesse
Electricity Ray(Su): An arrowhawk can fire this ray once per round, with a range of 50 feet

3. and 37. Ogre(6) Large Giant ; CR 3; HD 4d8+11; hp 29;
Init -1; Spd 30 ft. in hide armor; base speed 40 ft.; Space/Reach 10 ft./10 ft.; 
AC 21 (-1 size, -1 Dex, +5 natural, +8 full plate), touch 8, flat-footed 21; 
Base Atk +3; Grp +12; Atk Greatsword +8 melee (2d8+7) or javelin +1 ranged (1d8+5); 
Full Atk Greatsword +9 melee (2d8+7) or javelin +1 ranged (1d8+5);
SA -; SQ Darkvision 60 ft., low-light vision; AL Usually chaotic evil; SV Fort +6, Ref +0, Will +1;
Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7
Skills: Climb +5, Listen +2, Spot +2
Feats: Toughness, Weapon Focus (greatsword)

38.  Succubus Medium Outsider (Chaotic, Extraplanar, Evil); CR 7; HD 6d8+6; hp 33;
Init +1; Spd 30 ft., fly 50 ft. (average); AC 20 (+1 Dex, +9 natural), touch 11, flat-footed 19; 
Base Atk +6; Grp +7; Atk Claw +7 melee (1d6+1); Full Atk 2 claws +7 melee (1d6+1);
SA Energy drain, spell-like abilities, summon demon; SQ Damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 18, telepathy 100 ft., tongues; AL Always chaotic evil; SV Fort +6, Ref +6, Will +7;
Str 13, Dex 13, Con 13, Int 16, Wis 14, Cha 26
Skills: Bluff +19, Concentration +10, Diplomacy +12, Disguise +17* (+19 acting), Escape Artist +10, Hide +10, Intimidate +19, Knowledge (any one) +12, Listen +19, Move Silently +10, Search +12, Spot +19, Survival +2 (+4 following tracks), Use Rope +1 (+3 with bindings)
Feats: Dodge, Mobility, Persuasive
Skills: Succubi have a +8 racial bonus on Listen and Spot checks. *While using her alter self ability, a succubus gains a +10 circumstance bonus on Disguise checks.
Spell-Like Abilities: At will-charm monster (DC 22), detect good, detect thoughts (DC 20), ethereal jaunt (self plus 50 pounds of objects only), polymorph (humanoid form only, no limit on duration), suggestion (DC 21), greater teleport (self plus 50 pounds of objects only). Caster level 12th. The save DCs are Charisma-based. 
Energy Drain(Su): A succubus drains energy from a mortal it lures into some act of passion, or by simply planting a kiss on the victim. If the target is not willing to be kissed, the succubus must start a grapple, which provokes an attack of opportunity. The succubus's kiss or embrace bestows one negative level. The kiss also has the effect of a suggestion spell, asking the victim to accept another kiss from the succubus. The victim must succeed on a DC 21 Will save to negate the effect of the suggestion. The DC is 21 for the Fortitude save to remove a negative level. These save DCs are Charisma-based. 
Summon(Sp): Once per day a succubus can attempt to summon 1 vrock with a 30% chance of success. This ability is the equivalent of a 3rd-level spell. 
Tongues(Su): A succubus has a permanent tongues ability (as the spell, caster level 12th). Succubi usually use verbal communication with mortals. 

41.  Varachan: Male human (ex-)Clr12; CR 12; Medium humanoid (human); HD 12d8+24; hp 80; 
Init +4; Spd 20 ft.; AC 21, touch 10, flat-footed 21; 
Base Atk +9; Grp +10; Atk +11 melee (1d8+1, masterwork heavy mace) or +9 ranged (1d8/19-20, light crossbow); 
Full Atk +11/+6 melee (1d8+1, masterwork heavy mace) or +9 ranged (1d8/19-20, light crossbow); 
AL NG; SV Fort +11, Ref +7, Will +12; 
Str 13, Dex 10, Con 14, Int 12, Wis 17, Cha 14.
Skills: Bluff +9, Concentration +17, Diplomacy +4, Intimidate +4, Knowledge (arcana) +16, Knowledge (religion) +16, Spellcraft +3; 
Feats: Brew Potion, Craft Wand, Improved Initiative, Lightning Reflexes, Scribe Scroll, Still Spell.
Spells Prepared: None currently.
Deity: None (formerly Tharizdun).
Possessions: +1 full plate armor, cloak of resistance +1, wand of cure light wounds (15 charges), wand of silence (42 charges), potion of neutralize poison, divine scroll of true seeing, summon monster III, and flame strike, masterwork heavy mace, heavy steel shield, light crossbow, 10 bolts, iron key (opens chest in area 41 of the Outer Fane). 

43.  Grell: Medium aberration; HD 5d8+10; hp 32; 
Init +2; Spd 5 ft., fly 30 ft. (perfect); AC 16, touch 12, flat-footed 14; 
Base Atk +3; Grp +20; Atk +4 melee (1d4+1 plus paralyzation, tentacle) or –1 melee (2d4, bite); 
Full Atk +4 melee (1d4+1 plus paralyzation, 10 tentacles) and -1 melee (2d4, bite); 
SA Improved grab, paralysis; SQ Blindsight 60 ft., flight, immune to electricity and paralysis effects, tentacle regeneration; 
AL NE; SV Fort +3, Ref +3, Will +4; 
Str 12, Dex 15, Con 14, Int 10, Wis 11, Cha 9.
Skills: Hide +10, Listen +4, Move Silently +10, Spot +4; 
Feats: Flyby Attack, Stealthy.
Improved Grab (Ex): If a grell hits an opponent that is Small size or smaller with a tentacle attack, it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold, it has the option to conduct the grapple normally, or simply use a single tentacle to hold the opponent (-20 penalty on grapple check, but the grell is not considered grappled). In either case, each successful grapple check it makes during successive rounds automatically deals tentacle damage. 
Paralysis (Ex): Any creature hit by a grell’s tentacle must make a Fortitude save (DC 14) or be paralyzed for 4 rounds.
Blindsight (Ex): A grell is blind, but it maneuvers and fights as well as a sighted creature by using scent and vibration to ascertain its surroundings. This ability enables it to discern objects and creatures within 60 feet. The grell usually does not need to make Spot or Listen checks to notice creatures within the range of its blindsight.
Flight (Ex): A grell’s body is unusually buoyant. The creature continuously produces an effect like that of the fly spell, which it can use to move at a speed of 30 feet (perfect maneuverability). This buoyancy also grants the grell a permanent feather fall effect with personal range.
Tentacle Regeneration (Ex): An opponent can attack a grell's tentacles as if they were weapons—see Sunder, in Chapter 8 of the Player's Handbook. A grell's tentacles have 10 hit points. If the grell is currently grappling a target with that tentacle, it usually uses another limb to make its attack of opportunity against the sunder attempt. Severing a grell's tentacles deals damage to the creature equal to half the limb's hit points. A grell regrows severed limbs within a day.

45.  Magmin(6) Small Elemental (Fire, Extraplanar); CR 3; HD 2d8+2; hp 11;
Init +0; Spd 30 ft.; AC 17 (+1 size, +6 natural), touch 11, flat-footed 17; Base Atk +1; Grp -1; 
Atk Burning touch +4 melee touch (1d8 fire plus combustion) or slam +4 melee (1d3+3 plus combustion); 
Full Atk Burning touch +4 melee touch (1d8 fire plus combustion) or slam +4 melee (1d3+3 plus combustion);
SA Combustion, fiery aura; SQ Damage reduction 5/magic, darkvision 60 ft., elemental traits, immunity to fire, melt weapons, vulnerability to cold; AL Always chaotic neutral; SV Fort +3, Ref +3, Will +0;
Str 15, Dex 11, Con 13, Int 8, Wis 10, Cha 10
Skills: Climb +4, Spot +3
Feats: Great Fortitude
Combustion(Ex): Anyone a magmin touches must succeed on a DC 12 Reflex save or take an extra 1d8 points of fire damage as clothes ignite or armor becomes searing hot. The damage continues for another 1d4+2 rounds after the magmin's last successful attack. Magmins can also ignite flammable materials with a touch. The save DC is Constitution-based.
Fiery Aura(Ex): Anyone within 20 feet of a magmin must succeed on a DC 12 Fortitude save or take 1d6 points of heat damage per round from the intense heat. The save DC is Constitution-based.
Melt Weapons(Ex): Any metal weapon that strikes a magmin must succeed on a DC 12 Fortitude save or melt away into slag. The save DC is Constitution-based.

Barbed Devil (hamatula) Medium Outsider (Evil, Extraplanar, Lawful); CR 11; HD 12d8+72; hp 126;
Init +6; Spd 30 ft.; Space/Reach 5 ft./5 ft.; AC 29 (+6 Dex, +13 natural) touch 16, flat-footed 23; 
Base Atk +12; Grp +22; Atk Claw +18 melee (2d8+6 plus fear); Full Atk 2 claws +18 melee (2d8+6 plus fear);
SA Fear, improved grab, impale 3d8+9, summon devil; SQ Barbed defense, damage reduction 10/good, darkvision 60 ft., immunity to fire and poison, resistance to acid 10 and cold 10, see in darkness, spell resistance 23, spell-like abilities, telepathy 100 ft.; AL Always lawful evil; SV Fort +14, Ref +14, Will +12;
Str 23, Dex 23, Con 23, Int 12, Wis 14, Cha 18
Skills: Concentration +21, Diplomacy +6, Hide +21, Intimidate +19, Knowledge (any one) +16, Listen +19, Move Silently +21, Search +16, Sense Motive +17, Spot +19, Survival +2 (+4 following tracks)
Feats: Alertness, Cleave, Improved Grapple, Iron Will, Power Attack
Spell-Like Abilities: At will-greater teleport (self plus 50 pounds of objects only), hold person (DC 16), major image (DC 17), scorching ray (2 rays only). 1/day-order's wrath (DC 18), unholy blight (DC 18). Caster level 12th. The save DCs are Charisma-based.
Barbed Defense(Su): Any creature striking a barbed devil with handheld weapons or natural weapons takes 1d8+6 points of piercing and slashing damage from the devil's barbs. Note that weapons with exceptional reach, such as longspears, do not endanger their users in this way. 
Fear(Su): A creature hit by a barbed devil must succeed on a DC 20 Will save or be affected as though by fear (caster level 9th). Whether or not the save is successful, that creature cannot be affected by that same barbed devil's fear ability for 24 hours. The save DC is Charisma-based. 
Impale(Ex): A barbed devil deals 3d8+9 points of piercing damage to a grabbed opponent with a successful grapple check. 
Improved Grab(Ex): To use this ability, a barbed devil must hit with a claw attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can impale the opponent on its barbed body. 
Summon Devil(Sp): Once per day a barbed devil can attempt to summon 1d6 bearded devils or another barbed devil with a 35% chance of success. This ability is the equivalent of a 4th-level spell. 



48.  Maracla: Female drow Clr9; CR 10, Medium-size humanoid (elf); HD 9d8; hp 44; 
Init +2; Spd 20 ft.; AC 21, touch 12, flat-footed 19; 
Base Atk +6; Grp +7; Atk +8 melee (1d8+1, masterwork heavy mace) or +8 ranged (1d4/19-20, hand crossbow); 
Full Atk +8/+3 melee (1d8+1, masterwork heavy mace) or +8 ranged (1d4/19-20, hand crossbow); 
SA Rebuke undead 5/day, spell-like abilities, spells; SQ Darkvision 120 ft., immune to sleep, insanity, light blindness, +2 bonus on saves vs. enchantments, +2 bonus on Will saves vs. spells and spell-like abilities, SR 20; 
AL CE; SV Fort +6, Ref +5, Will +8; 
Str 12, Dex 14, Con 10, Int 13, Wis 18 (14*), Cha 15.
* Adjusted to take Insanity into account.
Skills: Concentration +12, Knowledge (religion) +13, Listen +4, Search +3, Spot +4, Spellcraft +13; 
Feats: Brew Potion, Empower Spell, Scribe Scroll, Silent Spell.
Spell-Like Abilities (Sp): 1/day-dancing lights, darkness, faerie fire (caster level 9). DC = 12 + spell level.
Insanity (Ex): Insanity score 4. Wis 22 for bonus spells and DC's; Wis 14 for other Wis-based checks.
Weapon Proficiency: Maracla is automatically proficient with the hand crossbow, the rapier, and the short sword.
Light Blindness (Ex): Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds Maracla for 1 round. On subsequent rounds, she is dazzled as long as he remain in the affected area.
Spells Prepared (6/7/7/5/4/3); base DC = 16 + spell level; 1st-bless, cause fear, command, divine favor, entropic shield*, protection from good, shield of faith; 
2nd-bear's endurance, bull's strength, cure moderate wounds, death knell, hold person, shatter*, silence; 
3rd-contagion, dispel magic, magic circle against good*, magic vestment, protection from energy; 
4th-dismissal, divine power, freedom of movement, unholy blight*; 5th-dispel good*, greater command, slay living.
*Domain spell. Deity: Tharizdun. Domains: Chaos (Cast chaotic spells at 10th level); Evil (Cast evil spells at 10th level).
Possessions: +1 chainmail, +1 heavy steel shield of arrow deflection, potion of fly, divine scroll of greater command, flame strike and bear's endurance, divine scroll of slay living and hold person, divine scroll of inflict critical wounds (2), masterwork heavy mace, hand crossbow, 10 bolts, 3 doses of giant wasp poison (Fort save DC 18; 1d6 Dex/1d6 Dex), 34 pp.

Dirass: Male drow Wiz10; CR 11, Medium-size humanoid (elf); HD 10d4+10; hp 37; 
Init +4; Spd 30ft.; AC 16, touch 14, flat-footed 12; 
Base Atk +5; Grp +4; Atk +4 melee (1d4-1/19-20, dagger) or +9 ranged (1d4/19-20, hand crossbow); 
Full Atk +4 melee (1d4-1/19-20, dagger) or +9 ranged (1d4/19-20, hand crossbow); 
SA Spell-like abilities, spells; SQ Darkvision 120 ft., immune to sleep, light blindness, +2 bonus on saves vs. enchantments, +2 bonus on Will saves vs. spells and spell-like abilities, SR 21; AL CE; SV Fort +5, Ref +8, Will +8; 
Str 9, Dex 18, Con 13, Int 21, Wis 10, Cha 13.
Skills: Concentration +14, Diplomacy +4, Hide +4, Knowledge (arcana) +18, Knowledge (the planes) +18, Listen +2, Move Silently +7, Search +7, Spellcraft +20, Spot +2; 
Feats: Brew Potion, Craft Wondrous Item, Dodge, Empower spell, Scribe Scroll, Silent Spell, Still Spell.
Dirass has mage armor in effect upon himself when encountered. With mage armor: AC 20 ( touch 14, flat-footed 16). 
Spell-Like Abilities (Sp): 1/day-dancing lights, darkness, faerie fire (caster level 10). 
Weapon Proficiency: Dirass is automatically proficient with the hand crossbow, the rapier, and the short sword.
Light Blindness (Ex): Abrupt exposure to bright light (such as sunlight or a daylight spell) blinds Dirass for 1 round. On subsequent rounds, he is dazzled as long as he remain in the affected area.

Spells Prepared (4/6/5/4/4/3; base DC = 15 + spell level): 1st-alarm, color spray, mage armor (2)*, magic missile, shield; 
2nd-blur, cat's grace, levitate, Melf's acid arrow, web; 
3rd-lightning bolt (2), major image, nondetection; 
4th-greater invisibility (2), ice storm, stoneskin; 
5th-cone of cold, empowered lightning bolt, summon monster V.
Spellbook: 0-resistance, acid splash, detect poison, detect magic read magic, daze, dancing lights, flare, light, ray of frost, ghost sound, disrupt undead, touch of fatigue, mage hand, mending, message, open/close, arcane mark, prestidigitation; 1st-alarm, color spray, mage armor, magic missile, shield, sleep, disguise self, feather fall, identify, unseen servant; 2nd-blur, cat's grace, levitate, melf's acid arrow, web, bear’s endurance, bull’s strength, protection from arrows; 3rd-lightning bolt, major image, nondetection, dispel magic, fireball, fly, haste; 4th-greater invisibility, ice storm, stoneskin, scrying, evard’s black tentacles, fire shield; 5th-cone of cold, summon monster v, shadow evocation, dismissal, telekinesis.
Possessions: Headband of intellect +4, amulet of natural armor +2, cloak of resistance +1, potion of haste, potion of cure serious wounds, arcane scroll of stilled and silent magic missile, passwall, and see invisibility, arcane scroll of wall of fire, dimension door, dispel magic, and empowered magic missile, dagger, hand crossbow, 10 bolts, 3 doses of giant wasp poison (Fort save DC 18, 1d6 Dex/1d6 Dex), 750 gp of diamond dust, 16 pp.



50.  Master Dunrat: Male human Clr6/Sor1; CR 7; Medium-size humanoid (human); HD 6d8+12 plus 1d4+2; 
hp 43; Init +0; Spd. 20 ft.; AC 18, touch 10, flat-footed 18; Base Atk +4; Grp +4; 
Atk +4 melee (1d4/19-20, dagger) or +4 ranged (1d10/19-20, heavy crossbow); 
Full Atk +4 melee (1d4/19-20, dagger) or +4 ranged (1d10/19-20, heavy crossbow); 
SQ Insanity, rebuke undead 3/day; AL CE; SV Fort +7, Ref +2, Will +7; 
Str 10, Dex 10, Con 14, Int 11, Wis 13, Cha 11. 
Skills: Bluff +2, Concentration +12, Diplomacy +6, Heal +4, Knowledge (religion) +8; 
Feats: Combat Casting, Leadership, Silent Spell, Still Spell. 
Insanity (Ex): Insanity score 2.  Wis 15 for bonus spells and DCs; Wis 11 for all other Wis-based checks. 
Cleric Spells Prepared (5/5/4/2, base DC = 12 + spell level) 1st- bane, cause fear, command, curse water, protection from good*; 
2nd- death knell, hold person, Tharizdun’s touch*; 
3rd- animate dead, rage*; 
*Domain spell. Deity: Tharizdun. Domains: Evil (cast evil spells at 6th level), Madness (1/day add Insanity score to Wis-based roll). 
Sorcerer Spells Known (5/3; base DC = 10 + spell level; 35% arcane spell failure chance ) 
1st(3)- charm person, shield. 
Possessions: Bead of force, holy symbol (obex), dagger, heavy crossbow with 20 bolts, masterwork platemail, lesser tentacle rod

Myriam, female human(Dunrat's Cohort) Wiz5:  CR 5; Size M (5 ft., 2 in. tall); HD 5d4+10; hp 25; 
Init +1; Spd 30 ft.; AC 11 (+1 Dex); 
Atk -1 melee, or +3 ranged; 
SV Fort +3, Ref +2, Will +3; AL CE; 
Str 4, Dex 13, Con 15, Int 13, Wis 8, Cha 8.
Languages Spoken:  Common, Ignan.

Skills:  Craft (Bowmaking) +6, Craft (Leatherworking) +4, Hide +1, Knowledge (Arcana) +9, Knowledge (Architecture and Engineering) +3, Knowledge (Dungeoneering) +8, Knowledge (History) +9, Listen -1, Move Silently +1, Spot -1; 
Feats: Craft Magic Arms and Armor, Point Blank Shot, Quicken Spell, [Scribe Scroll].

Wizard Spells Known (DC 11+spell level, 4/4/2/1):  1st(4) -- Feather Fall, Mage Armor, Magic Missile, Protection from Good, Ray of Enfeeblement, Shield.  
2Nd(2) -- Alter Self, Eagle's Splendor, Flaming Sphere, Knock, Resist Energy, Summon Monster II.  
3Rd(1) -- Displacement, Fireball, Lightning Bolt, Major Image.  

Possessions:Silver Dagger; 2 Masterwork Bolts; Heavy Crossbow; Potion of Cure Light Wounds; Potion of Swimming; Scroll of Lesser Acid Orb, Phantom Steed and Hold Person (Arcane magic; lvl 5); Scroll of Hypnotism (Arcane magic; lvl 5); Scroll of Summon Swarm, Fog Cloud and Magic Weapon (Arcane magic; lvl 5); Smoke Stick; Goggles of Minute Seeing; 3 Flasks of Alchemist's Fire; 2 Flasks of Acid; Suregrip Salve; 2 Vials of Antitoxin; Thunder Stone; Hand of the Mage; Quall's Feather Token (whip); 128 gp

Traps

1.  “Alcove #1: … 3. Ice storm and polymorph … 6. Greater teleport.”

Recalculating the trap CRs here for v3.5 is quite difficult given their complex nature. Here are some notes offered as suggestions that can guide you if you want to tweak them to be in line with the other trap modifications we’ve done here:

#1 Trapdoor Pit: CR 2 from the damage alone, then +6 (or 7 if you make it an official 'magic' trap, but the Search/DD does not reflect this) for the programmed image. However, given the non-damaging nature of the trap/spell, the CR 6 of the text is probably appropriate. 

#2 Phase Trap: CR 7 from the damage/Search/DD alone. At least +1 for the trapping effect, but maybe more given that it can kill characters under 5' tall. This one is probably also technically magical, but the Search/DD don't reflect that either.

#3 Poison Gas Trap: Note that the descriptive text and the stat block for the trap disagree about the DC (17 vs. 19). I'd lean toward the 17 because then it matches the properties of Lich Dust. However since that's ingested, it doesn't help us with the CR. First, the Search and DD give a base of 2 and in v3.5, all never miss traps (gases, liquids, etc.) have an onset delay. By the description, I'd say this is 1 round (the minimum), giving +3 to the CR. As an inhaled, this poison is somewhere between Insanity Mist and Burnt Othur Fumes, so call it +5. The trap is then CR 2 + 3 + 5 = 10. 

#4 Cold Trap: Treating this one as a mechanical trap (again the Search/DD isn't right for a spell trap): +2 for high Search/DD, +1 for multiple targets, +5 for damage = CR 8. Note that again the descriptive text and stat block are in conflict here: one says "for half" and the other says "avoids" for the Ref save. I'd go with the "for half" since it's closer to the normal spell effect. 

Here's a stat block for a straight v3.5 cone of cold trap:

“Cold Trap: CR 6; 60-ft. cone (10d6 damage); Reflex save (DC 17) for half; Search (DC 30); Disable Device (DC 30).”

p. 112 (OF13) — “Grinder Trap: CR 9; mechanical; location trigger; repair reset; DC 20 Reflex save avoids; 6d6 grinding blades for each of 3 rounds; Search DC 25, Disable Device DC 26.”

The CR under v3.5 goes something like this: +1 to CR for 25-29 Search, +1 to CR for 25-29 Disable, +0 to CR for DC 16-24 save, 63 average damage/7 = +9 CR. I took away a -2 ad hoc because it deals its damage over 3 rounds with opportunities to counter/avoid/heal.

p. 120 (OF28) — “Tentacle Trap (EL 7)”

The effect here is nearly identical to Evard's black tentacles. The spell has changed significantly for v3.5, leading to this suggestion for the trap now.

“...a greater glyph of warding summons a field of tentacles of black energy up from beneath the glass. Attacking with surprise and a +5 bonus on initiative, the tentacles make grappling attacks against anyone in the room at a +10 attack bonus, treated as a Large creature with a strength score of 19. Thus, the grapple check modifier is +18. Once the tentacles grapple an opponent they may make a grapple check each round on their turn to deal 1d6+4 points of bludgeoning damage. The tentacles are immune to all types of damage.

Any creature that enters the room while the trap is active is immediately attacked by the tentacles. Even creatures who aren't grappling with the tentacles may only move at half normal speed.

Tentacle Glyph: CR 7; +18 grapple, anything in the room (1d6+4); Search (DC 31); Disable Device (DC 31)”

One thing to note is that the original had not implicitly factored in the strength bonus. Also, the v3.5 spell calls for a grapple check by the victims every round, but doesn’t mention whether a touch attack to grab is needed as well. If you add this requirement, the touch attack to grab the target is made at +13 as the tentacles are treated as Large. 

I have updated the challenge rating to 7. This is based off of the CR for traps which note CR is highest spell used (greater gylph of warding) +1. Due to the fact that this trap is permanent this is probably an OK estimate. I would say a dispel magic versus caster level 10 (the assumed caster level) would suppress them.

p. 121 (OF30) — “Glyphs of warding (4): CR 4; 5-ft. burst of cold (5d8);Reflex save DC 19 half; Search (DC 28); Disable Device (DC 28)”

“… two potions of protection from energy (fire and acid) ... a masterwork heavy steel shield...”


p. 124 (OF40) — “EL 6”

“Posion Needle Trap: CR 6; Fortitude save (DC 24) resists, 1d6 Str/2d6 Str; Search (DC 25); Disable Device (DC 25);

Treasure: The chest contains clothing and gear as well as 123 gp, unguent of timelessness, and a scroll with the following spells detect good, augury, and protection from energy.”


p. 125 (OF41)“Greater glyph of warding: CR 7; 5-ft. burst of sonic energy (6d8); Reflex save DC 20 half; Search (DC 31); Disable Device (DC 31).”

Even though the CR on the glyph of warding has gone up it does not effect the EL of this room (which should just be treated as a plot EL anyway, if you award them. A party should NOT be awarded XP for killing Varachan!)

Under Treasure, the final scroll should read: “raise dead, greater dispel magic, heal, and restoration.”

Prisoners in area 32

Reunoux Azer Medium Outsider (Extraplanar, Fire); CR 2; HD 2d8+2; hp 11;
Init +1; Spd 20 ft. in scale mail; base speed 30 ft.; 
AC 23 (+1 Dex, +6 natural, +4 scale mail, +2 heavy shield), touch 11, flat-footed 22 ; 
Base Atk +2; Grp +3; Atk Warhammer +3 melee (1d8+1/x3 plus 1 fire) or shortspear +3 ranged (1d6+1 plus 1 fire); Full Atk Warhammer +3 melee (1d8+1/x3 plus 1 fire) or shortspear +3 ranged (1d6+1 plus 1 fire);
SA Heat; SQ Darkvision 60 ft., immunity to fire, spell resistance 13, vulnerability to cold; 
AL Always lawful neutral; SV Fort +4, Ref +4, Will +4;
Str 13, Dex 13, Con 13, Int 12, Wis 12, Cha 9
Skills: Appraise +6, Climb +0, Craft (any two) +6, Hide +0, Jump -6, Listen +6, Search +6, Spot +6
Feats: Power Attack
Heat(Ex): An azer's body is intensely hot, so its unarmed attacks deal extra fire damage. Its metallic weapons also conduct this heat.

Malacus Lammasu Large Magical Beast ; CR 8; HD 7d10+21; hp 59;
Init +1; Spd 30 ft., fly 60 ft.(average); Space/Reach 10 ft./5 ft.; 
AC 20 (-1 size, +1 Dex, +10 natural), touch 10, flat-footed 19; 
Base Atk +7; Grp +17; Atk Claw +12 melee (1d6+6); Full Atk 2 claws +12 melee (1d6+6);
SA Pounce, rake 1d6+3, spells; SQ Darkvision 60 ft., low-light vision, magic circle against evil, spell-like abilities; 
AL Always lawful good; SV Fort +8, Ref +8, Will +7;
Str 23, Dex 12, Con 17, Int 16, Wis 17, Cha 14
Skills: Concentration +13, Diplomacy +4, Knowledge (arcana) +13, Listen +13, Sense Motive +13, Spot +15
Feats: Blind-Fight, Iron Will, Lightning Reflexes
Skills: Lammasus have a +2 racial bonus on Spot checks.
Spell-Like Abilities: 2/day-greater invisibility (self only); 1/day-dimension door. Caster level 7th. 
Magic Circle against Evil(Su): A lammasu radiates a continuous magic circle against evil that affects a 20-foot radius. 
Pounce(Ex): If a lammasu charges a foe, it can make a full attack, including two rake attacks. 
Rake(Ex): Attack bonus +12 melee, damage 1d6+3. 
Spells: A lammasu casts spells as a 7th-level cleric, and can choose spells from the cleric spell list, plus any two of the following domains: Good, Healing, Knowledge, or Law. 
Typical Cleric Spells Prepared(6/6/5/4/2; save DC 13 + spell le): 1st-bless , comprehend languages, cure light wounds, doom, endure elements, invisibility to undead, 
2nd: aid, bull's strength, consecrate, endurance, hold person
3rd: cure serious wounds, dispel magic, invisibility purge, searing light, 
4th: holy smite, neutralize poison

Possible Reinforcements

Bugbear Zombie Medium Undead ; CR 2; HD 6d12+3; hp 42;
Init +0; Spd 30 ft.; AC 23 (+5 natural, +6 banded mail, +2 heavy wooden shield), touch 10, flat-footed 23; 
Base Atk +3; Grp +6; Atk Morningstar +6 melee (1d8+3) or slam +6 melee (1d6+3) or javelin +3 ranged (1d6+2); Full Atk Morningstar +6 melee (1d8+3) or slam +6 melee (1d6+3) or javelin +3 ranged (1d6+2);
SA -; SQ Single actions only, damage reduction 5/slashing, darkvision 60 ft., undead traits; AL Always neutral evil; SV Fort +2, Ref +2, Will +5;
Str 17, Dex 10, Con -, Int -, Wis 10, Cha 1
Skills: -
Feats: Toughness
Single Actions Only(Ex): Zombies have poor reflexes and can perform only a single move action or attack action each round. A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.

Zombie Minotaur Guards: Minotaur; CR 4; Undead; HD 12d8+24 + 3; hp 81 ; 
Init +0; Spd. 40 ft.; Space/Reach: 10 ft./10 ft.; AC 20, touch 7, flat-footed 20; 
Base Atk +6; Grp +17; Atk +13 melee (3d6+10/x3, large masterwork greataxe) or +13 melee (1d8+6, gore); 
Full Atk +13/+8 melee (3d6+10/x3, large masterwork greataxe) and +0 melee (1d8+3, gore);  
SA -; SQ SQ Single actions only, damage reduction 5/slashing, undead traits;Darkvision 60ft., natural cunning, 
AL CE; SV Fort +4, Ref +2, Will +8; 
Str 24, Dex 6, Con -, Int -, Wis 10, Cha 1. 
Skills: -; 
Feats: Toughness
Single Actions Only(Ex): Zombies have poor reflexes and can perform only a single move action or attack action each round. A zombie can move up to its speed and attack in the same round, but only if it attempts a charge.
Possessions: large masterwork greataxe, large +1 chain shirt,

Ogre Zombie Large Undead ; CR 3; HD 8d12+3; hp 55;
Init -2; Spd 40 ft.; Space/Reach 10 ft./10 ft.; 
AC 23 (-1 size, -2 Dex, +8 natural, +8 full plate) touch 7, flat-footed 23; 
Base Atk +4; Grp +14; Atk Greatsword 9 melee (2d8+9); Full Atk Same;
SA -; SQ Single actions only, damage reduction 5/slashing, darkvision 60 ft., undead traits; AL Always neutral evil; SV Fort +2, Ref +0, Will +6;
Str 23, Dex 6, Con -, Int -, Wis 10, Cha 1
Skills: -
Feats: Toughness
Single Actions Only(Ex): Zombies have poor reflexes and can perform only a single move action or attack action each round. A zombie can move up to its speed and attack in the same round, but only if it attempts a charge. 
Possessions: +8 full plate
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Notes and changes: 

· All the Assassins were sent out IMC so they have not been included.

· Vister was made into a Vampire by Thrommel and is guarding the Air door with Vampire Spawn which Thrommel created from the servants.

Version 1.1 Changes

Fixed date to be 04
Added a Cohort for Dunrat
Changed Horned Devil to a Barbed Devil as per 3.5 Conversion Document Suggestions
Added stats for Zombie mook replacements

Added stats for SRE and Sorcerer's in the towers







