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INTRODUCTION

Welcome to Pathfinder Bestiary 2! Inside this tome of
creatures, yowll find fickle fey and grotesque fiends,
legendary beasts and powerful animals, new allies to
interact with and horrid monsters to hunt down. This
book details hundreds of new creatures, expanding upon
the myriad monsters introduced in the first Pathfinder
Bestiary volume.

To use this book, you need the Pathfinder Core
Rulebook, which contains the rules of the game and gives
you further understanding of each creature’s rules and
its place in the world. Using both of these books allows
you as the Game Master (or GM) to create stories of
grand adventure and populate them with fearsome foes,
possible allies, and friendly guides.

Most of the sections of this book describe a creature or
a group of related creatures, present their game statistics,
illustrate their place within the game world, and provide
details about their behavior or society.

In this introduction, you can find advice on how
to play these creatures in the game, including how to
read and use their statistics, advice on roleplaying their
interactions with player characters, and guidance on
adjusting creature statistics to fit the needs of your setting.

Lastly, the appendix in the back of the book contains
sections that provide information about frequently used
monster abilities, creature traits, new rituals, uncommon
languages, and lists of monsters sorted by type and level.

PLAYING CREATURES

While the other players portray their characters, you
as the Game Master get to play everyone else. This
section provides the basics for using the creatures in this
book. It guides you through the process of reading and
understanding the creatures’ statistics so the creature can
either provide a threat or serve as an ally in and out of
combat. It also provides general advice for roleplaying
creatures to help provide more depth to the creatures in
your game’s world.

READING CREATURE STATISTICS

Each creature’s rules appear in a stat block, with a
structure similar to those of feats, spells, and magic items.
Because creatures have more abilities than those game
elements, however, their statistics include more entries,
many of which have special formats.

A creature’s traits line sometimes begins with a rarity;
if the creature’s rarity is common, no rarity is listed. The
next entry is its alignment, which is given as a one- or
two-letter abbreviation (LG for lawful good, N for neutral,
CE for chaotic evil, and so on); these abbreviations are
listed comprehensively on page 307. Next is the creature’s
size (Tiny, Small, Medium, Large, Huge, or Gargantuan).
Any other traits are then listed. The traits appearing in

N0

this book, including some traits from the Pathfinder Core
Rulebook, can be found in Creature Traits on page 304.

Actions and activities the creature can use have the
appropriate icons next to those abilities’ names noting
how many actions they require. A creature always has the
requisite proficiency ranks or other abilities required to use
what’s listed in its stat block. For instance, a spellcasting
creature can perform the Cast a Spell activity, and a
creature is never untrained with any of its items.

Some abilities are abbreviated in stat blocks and
described in full in the Ability Glossary on pages 304-306.

CREATURE NAME LEVEL

| Size |

Perception The creature’'s Perception modifier is listed here,
followed by any special senses.

Languages The languages for a typical creature of that kind are
listed here, followed by any special communication abilities.
If a creature lacks this entry, it cannot communicate with or
understand another creature through language.

Skills The creature is trained or better in these skills. For
untrained skills, use the corresponding ability modifier.

Ability Modifiers The creature’s ability modifiers are listed here.

Items Any significant gear the creature carries is listed here.

Interaction Abilities Special abilities that affect how a creature
perceives and interacts with the world are listed here.

AC, followed by any special bonuses to AC; Saving Throws
A special bonus to a specific save appears in parentheses
after that save's bonus. Any special bonuses to all three
saving throws against particular types of effects are listed
after the three saves.

HP, followed by automatic abilities that affect the creature's
Hit Points or healing; Immunities; Weaknesses; Resistances
Any immunities, weaknesses, or resistances the creature
has are listed here.

Automatic Abilities The creature’s auras, any abilities that
automatically affect its defenses, and the like are listed here.

Reactive Abilities Free actions or reactions that are usually
triggered when it's not the creature’s turn are listed here.

Speed, followed by any other Speeds or movement abilities.

Melee ¥ (traits; some weapon traits, such as deadly, include
their calculations for convenience) The name of the weapon
or unarmed attack the creature uses for a melee Strike,
followed by the attack modifier and traits in parentheses.
If a creature has any abilities or gear that would affect its
attack modifier, such as a weapon with a +1 weapon potency
rune, those calculations are already included, Damage
amount and damage type, plus any additional effects (this
entry is Effect if the Strike doesn’t deal damage).

Ranged *¥ As Melee, but also lists range or range increment
with traits, Damage as Melee.

Spells The entry starts with the magical tradition and
whether the spells are prepared or spontaneous, followed

TR
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by the DC (and attack modifier if any spells require spell
attack rolls). Spells are listed by level, followed by cantrips.
A spell prepared multiple times lists the number of times
in parentheses—for example, “(x2)." Spontaneous spells list
the number of spell slots after the spell level.

Innate Spells These are listed like other spells, but can also
include constant, at-will, and focus spells. If the creature
has a focus spell as an innate spell, it works like other innate
spells with listed uses, rather than costing Focus Points.
Spells that can be used an unlimited number of times list
“(at will)" after the spell's name. Constant spells appear at
the end, separated by level. Rules for constant and at-will
spells appear on page 342 in the Ability Glossary.

Focus Spells If a creature has focus spells, this entry lists the
spells’ level, the Focus Points in the creature’s focus pool, the
DC, and those spells.

Rituals Any rituals the creature can cast appear here.

Offensive or Proactive Abilities Any actions, activities, or
abilities that automatically affect the creature’s offense, as
well as free actions or reactions that are usually triggered
on the creature’s turn, appear here in alphabetical order.

ROLEPLAYING CREATURES

Whether it’s an adversary or a potential ally, a creature
might have a very different worldview than the PCs. When
roleplaying creatures, think about how they experience
the world differently due to their senses, physiology, and
habitat. Each creature entry in this book gives you some
context about the creature’s worldview, motivations,
ecology, and societies. Many sections have sidebars that
provide relevant facts about creatures (labeled with the
icons listed in the Sidebar Icons section on page 7). You can
use the information in each creature entry as cues on how
to roleplaying the creature in and out of combat. These
cues can be as simple as a difference in idioms (perhaps
saying “in the other tentacle” rather than “on the other
hand”) and as complex as determining motivations, hopes,
and dreams for an individual creature. Understanding a
creature you’re playing also informs what tactics they’ll
use, as well as whether they are willing to surrender or flee
when things don’t go their way.

ADJUSTING CREATURES

Sometimes you might need to customize a creature based
on the needs of your story or the narrative circumstances as
your story unfolds. This section guides you through some
basic strategies you can use to adjust creatures. It includes
quick adjustments you can make to a creature to alter its
level. You might also need to adjust a creature’s languages
or gear, or know its proficiency ranks in skills or Perception.

COMBAT POWER

The creatures presented in this book have appropriate
statistics for their levels. In many cases, you can make
relatively minor adjustments, called elite and weak
adjustments, to their statistics to make them function 1 level
higher or lower than presented.

Elite and weak adjustments work best with creatures
that focus on physical combat. These adjustments
overstate the normal numerical gains the creature would
make from increasing its level to make up for the lack
of new special abilities. As such, when applied multiple
times to the same creature, these adjustments cause its
statistics to become less accurate for the creature’s level.
These adjustments have a greater effect on the power
level of low-level creatures; applying elite adjustments to
a level -1 creature gives you one closer to 1st level, and
applying weak adjustments to a 1st-level creature gives
you one whose level is closer to —1.

Creatures that cast spells or rely on noncombat abilities
typically need specific adjustments to those spells or abilities.

ELiTE ADJuSTMENTS

Sometimes you’ll want a creature that’s just a bit more

powerful than normal so that you can present a challenge

that would otherwise be trivial, or show that one enemy
is stronger than its kin. To do this quickly and easily,
apply the elite adjustments to its statistics as follows:

+ Increase the creature’s AC, attack modifiers, DCs,
saving throws, Perception, and skill modifiers by 2.

+ Increase the damage of its Strikes and other offensive
abilities by 2. If the creature has limits on how many
times or how often it can use an ability (such as a
spellcaster’s spells or a dragon’s Breath Weapon),
increase the damage by 4 instead.

+ Increase the creature’s Hit Points based on its starting
level (see the table below).

Starting Level HP Increase

1 or lower 10
2-4 15
5-19 20
20+ 30
WEAK ADJUSTMENTS

Sometimes yow’ll want a creature that’s weaker than

normal so you can use a creature that would otherwise

be too challenging, or show that one enemy is weaker
than its kin. To do this quickly and easily, apply the weak
adjustments to its statistics as follows.

+ Decrease the creature’s AC, attack modifiers, DCs,
saving throws, and skill modifiers by 2.

+ Decrease the damage of its Strikes and other offensive
abilities by 2. If the creature has limits on how many
times or how often it can use an ability (such as a
spellcaster’s spells or a dragon’s Breath Weapon),
decrease the damage by 4 instead.

+ Decrease the creature’s HP based on its starting level.

Starting Level HP Decrease

1-2 -10
3-5 -15
6-20 -20
21+ -30



LANGUAGES

The languages listed in a creature’s entry are what a typical
creature of that type knows. However, you might want to
vary these based on the specific creature. For instance, if
a creature is interested in speaking with or understanding
the people in its region, it would most likely know the
language those people speak. This language is most often
Common, but you can give it a more appropriate language
depending on what region the creature lives in (such as
Undercommon if the creature lives in the Darklands).

Beings from other planes are unlikely to know any
languages from the Material Plane unless they frequently
travel there. If such a creature knows a mortal language,
then that creature likely is interested in communicating
with mortals. This language is most often Common,
although keep in mind that such a creature should speak
Common only if it specifically travels to or studies your
campaign’s world and region above others.

The languages in Pathfinder can be found on page 65 of
the Pathfinder Core Rulebook and in the New Languages
section of this book (page 348).

GEAR

Some creatures rely on gear, like armor and weapons. You
might need statistics for such a creature that doesn’t have
its gear. For example, a creature could be Disarmed, it
might be ambushed while it’s out of its armor, or one of its
worn magic items could be disabled with dispel magic. In
most cases, you can simply improvise, but if you want to be
more exacting, use these guidelines for weapons and armor.
If a creature loses its weapon, it might draw another
weapon or use an unarmed attack. If it uses a Strike it
doesn’t have listed in its stat block, find a Strike entry
for the creature that most closely matches the substitute,
reduce the attack modifier by 2, and use the damage
dice for the new Strike. If the creature needs to make an
unarmed attack and doesn’t have one listed in its stat
block, it uses the statistics for a fist (Core Rulebook 280).
If the creature loses a weapon with a weapon potency rune,
you usually should reduce the attack modifier by 2 plus the
bonus granted by the weapon’s potency rune for the new
weapon. For example, if the creature is Disarmed of its
+1 mace, then you would reduce the attack modifier by 3
instead of 2 for the new Strike.
If a creature doesn’t have its
armor, find the armor in its
Items entry and reduce
the creature’s AC by that

armor’s item bonus (Core Rulebook 275). If the armor has
a potency rune, increase the reduction as appropriate; for
example, if the creature has a suit of +2 chain mail in its
statistics, and the characters catch the creature without its
armor, you would reduce the creature’s AC by 6 instead of
4. If the armor has a resilient rune, reduce the creature’s
saves based on the rune’s type (1 for resilient, 2 for greater
resilient, or 3 for major resilient).

SKILLS, PERCEPTION, AND PROFICIENCY

In some situations, such as when a creature is trying to
Disable a PC’s snare, you need to know the creature’s
proficiency rank. Creatures are trained in the skills listed in
their stat blocks. Because monsters aren’t created using the
same rules as PCs, they are untrained in skills that aren’t
listed. A creature usually has expert proficiency in its listed
skills around 5th level, master proficiency around 9th level,
and legendary proficiency around 17th level. A creature
might need a certain proficiency rank in Perception to detect
certain things. Many creatures have expert proficiency in
Perception, and improve to master proficiency around 7th
level and legendary proficiency around 13th level.

Atyour discretion, creatures with world-class aptitude for
a particular skill or in Perception, such as a doppelganger
with Deception, might have a higher rank in that skill
or Perception.

SIDEBAR ICONS

Fach sidebar in a creature section is marked with an icon
identifying the type of information it contains.

Advice and Rules @ Related Creatures

Additional Lore Treasure and Rewards
m Locations
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AEON
W Y/ Aeons are paragons of law above all else. True aeons embody opposing concepts
or forces and are tasked with maintaining balance between those two things,
MAINTAINING THE BALANCE | while inevitables are living constructs that enforce laws both mortal and divine.
Theletoses care little for the individuals
and societies they manipulate, only THELETOS

that balance between freedom and Theletoses maintain the balance between fate and free will. A theletos is a roughly
5 fate is maintained. A theletos might | spherical mass of crystals from which emerge four limbs, each split at the elbow
» help a creature who has lost their | and ending in three-fingered hands. A pair of crystalline tentacles also emerges
i : freedom escape, but it may also force from its body. Those who have been damaged by a theletos’s tentacles describe a
J those who swore to perform anunjust | disorienting dilemma as they simultaneously feel forced to make a single choice
}: duty to stick to their word. If its plans while also being overwhelmed by the endless options available to choose from.
: are thwarted, a theletos doesn't seek Theletoses are more likely than most aeons to interfere in non-aeon societies,
revenge, but instead looks for other | particularly in regions with draconian laws. Their involvement is twofold; a
ways to redress the balance. theletos concerns itself with both the freedom of individuals and the laws that

d restrict these individuals, even (or especially) when the two are in opposition.

THELETOS CREATURE7
v | wepium | acon | mowiToR
Perception +18; darkvision
Languages envisioning
Skills Arcana +16, Intimidation +16, Religion +18, Stealth +15
Str +4, Dex +4, Con +3, Int +3, Wis +5, Cha +3
Envisioning When a theletos conveys information, it does so wordlessly through psychic
projections. This acts as telepathy with a range of 100 feet but is understandable to all
creatures regardless of whether they have a language. The meaning to non-aeons can be
vague and is often mysterious. A theletos can use this ability to communicate flawlessly
with any other aeon on the same plane.
AC 25; Fort +16, Ref +13, Will +18; +1 status to all saves vs. magic
HP 125; Weaknesses chaotic 5
Speed 25 feet, fly 25 feet
Melee *¥ fist +17 (lawful, magical),
Damage 2d10+4 bludgeoning plus 1d6
lawful
Melee ¥ tentacle +17 (agile,
lawful, magical), Damage
2d8+4 slashing plus 1d6 lawful
and fate drain
Divine Innate Spells DC 25, attack
+17; 4th augury (at will), charm,
dispel magic, enthrall, outcast’s curse,
remove curse, suggestion, touch of idiocy
Rituals DC 25; geas
Fate Drain (curse, divine, mental) A creature
damaged by the theletos's tentacle must
succeed at a DC 22 Will save or become
stupefied 1. As long as the creature is stupefied, it can
no longer benefit from fortune effects. If the target fails additional
saves against this ability, the condition value increases by 1 (to a
maximum of stupefied 4). This condition value decreases by 1
every 24 hours.
Wrath of Fate *“¥® (curse, divine, mental, misfortune) The
theletos releases a 60-foot cone of energy from its center.
Creatures in the cone become overwhelmed with
the knowledge of various fates that destiny has in
store for them and lack of clear pathways to
these potential futures. They must succeed at

%



a DC 26 Will save or be slowed 1 indefinitely. An affected creature can choose to roll

twice when it attempts an attack, saving throw, or skill check and take the lower result. INTRODUCTION

Regardless of the outcome, that creature is no longer slowed after that roll. The theletos

can't use Wrath of Fate again for 1d4 rounds. PARADOX AND UNITY

To mortals, aeons sometimes k

ZELEKHUT seem to combine elements that D
A zelekhut is a bounty hunter and executioner. The zelekhut resembles a mechanical are fundamentally incompatible,
centaur crafted from silvery metal with golden clockwork wings adorning its back. whether it's an aeon combining E-G
Instead of hands, the zelekhut’s arms end in long, barbed chains that crackle with opposing concepts, or axiomites and
electricity. Whether sent by the powers of Axis or summoned by mortal authorities, inevitables mixing the organic with HK
the zelekhut seeks out those who continually evade justice—either through active the mathematical or mechanical.
flight, or by abusing their power and station—so as to bring justice to the multiverse’s Aeons see no paradox in this, but f
most notorious fugitives and criminals. Indeed, many a zelekhut’s quarry are as rather claim it is an expression of the | LN
famous for their ability to evade capture as for the crimes they commit. underlying unity of all things. $

Though the zelekhut is implacable and unrelenting in & i 0-R

enforcing sentences, it does not pass judgments of its own
or take the initiative in pursuing targets of opportunity. While
hunting a condemned serial killer or notorious thief across half a
dozen planes, the zelekhut wouldn’t shift a single hoof to capture a

corrupt ruler whose offenses are far greater. All zelekhuts understand
that laws can and must differ from place to place, and it is not the
zelekhut’s job to moralize, merely to obey its rightful assignments
and track down those who seek to flee their punishment.

ZELEKHUT CREATUREY

m [ AEON

Perception +21; darkvision, true seeing

Languages Celestial, Infernal, Utopian; truespeech

Skills Acrobatics +18, Athletics +21, Axis Lore +15, Diplomacy +16, Survival +21
(+23 when tracking)

Str +6, Dex +5, Con +4, Int +0,
Wis +3, Cha +3 .

Truespeech A zelekhut can X
speak with and understand W
any creature with a language. <&y

AC 28; Fort +17, Ref +20, Will +18;
+1 status to all saves vs. magic

HP 160; Immunities death
effects, disease, emotion, poison,
unconscious; Weaknesses chaotic 10

Attack of Opportunity 2

Speed 40 feet, fly 40 feet

Melee *® chain +21 (lawful, magical, reach
10 feet), Damage 2d10+6 slashing plus 2d6
electricity and 1d6 lawful plus Knockdown

Divine Innate Spells DC 28; 5th locate; 4th clairaudience,
clairvoyance, dimensional anchor, dispel magic, paralyze (x3);
Constant (6th) true seeing

Rituals DC 32; geas e .

Double Attack ¥¥ The & \{‘ \_t_f =\ N
zelekhut makes two I “*
chain Strikes, each Y4
targeting a different N g
creature. Each Strike counts toward the zelekhut's multiple <9 ﬂ.__!__“ XX
attack penalty, but the penalty doesn't increase until after it has
made both attacks. If the zelekhut subsequently uses the Knockdown action, it affects
all creatures it hit with Double Attack.

S
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PSYCHOPOMP ALLIES

The mandate of marut inevitables

is similar to that of psychopomps.
Generally, the practical psychopomps
are content to let an unyielding
marut complete its mission and
swoop in afterward to ensure the
work has been done, but occasionally,
they may work together.

INDER) BESTIARY 2 3

MARUT

A marut is tasked with hunting mortals who cheat death by artificially extending
their lifespans. This includes those who seek undeath, such as liches and
vampires, but also includes those who use powerful magic to cling to their youth,
use divination to discover and avoid an appointed death, or call too often on
the power of resurrection. Once the marut has selected its target, the inevitable
pursues its quarry without surcease or deviation until either it or the target
is dead.

Maruts seem to be carved from stone and clad in golden armor, yet they move
with the deliberate grace of a creature made of flesh and bone. A marut never
rushes, but its thunderous footfalls are relentless as it pursues its target. Though
able to speak any language, the marut is taciturn even among inevitables.

MARUT CREATURE 15

| uareE | acon | iNeviasie | moNiToR

Perception +26; darkvision, true seeing

Languages Celestial, Infernal, Utopian; truespeech

Skills Athletics +31, Axis Lore +22, Diplomacy +27, Intimidation +29, Religion +26,
Survival +28

Str +8, Dex +4, Con +6, Int +1, Wis +5, Cha +6

Truespeech As zelekhut.

AC 37; Fort +27, Ref +25, Will +26; +2 status to all saves vs. magic

HP 230, regeneration 15 (deactivated by chaotic); Immunities death effects, disease,

emotion, poison, unconscious; Weaknesses chaotic 15

Attack of Opportunity 2

Speed 25 feet; air walk

Melee *¥ fist +30 (lawful, magical, reach 10 feet), Damage 3d8+11 bludgeoning plus

1d6 lawful and fists of thunder and lightning
Divine Innate Spells DC 37; 8th chainlightning, dispel magic, earthquake,
harm; 7th fear, plane shift, wall of force; 5th command, locate; 4th
dimension door (at will); Constant (8th) air walk, true seeing

Rituals DC 36; geas
Final End The marut is anathema to beings that unnaturally
extend their existence, including undead. Its fists bypass such
creatures’ resistances to damage and apply the creatures’ highest weakness to
damage. If a marut kills a creature that rejuvenates, like a lich or ghost, it always

knows that the creature isn't fully defeated.

\.  Fists of Thunder and Lightning (divine, evocation, incapacitation) Each time the
marut makes a fist Strike, it chooses either lightning or thunder. If it chooses
lightning, the attack deals an additional 2d12 electricity damage and the

target must succeed at a DC 33 Fortitude save or be blinded for 1 minute. If it
chooses thunder, the attack deals an additional 3d8 sonic damage and the target
must succeed at a DC 36 Fortitude save or be deafened for 1 minute.
BYTHOS
The bythos is a guardian of space and time, and at all times seeks out
those who misuse planar and temporal magic. A bythos is a roughly
humanoid creature with four arms and a body made of swirling clouds
and mist. Despite its appearance, its body feels like dry stone. A bythos
seeks out paradoxes caused by irresponsible planar or dimensional
travelers and repairs breaches where the barriers between planes have
become thin or damaged. If the mortals responsible remain in the area
and cannot be convinced to cease their activities, the bythos has no
X qualms about removing them. Using its ability to manipulate time, a
bythos might cause an opponent to quickly die of old age as time
> speeds up around them, or cause a target to disappear from
time and space.

._\



BYTHOS CREATURE 16
[ oncomon T [ uasce | scon [oonron il
Perception +30; darkvision
Languages envisioning GUARDIANS OF TIME
Skills Athletics +32, Arcana +29, Deception +25, Intimidation+25, Nature +30, Occultism Bythos aeons have no innate ability

+29, Religion +30, Stealth +26 to directly enter the mysterious
Str +8, Dex +4, Con +5, Int +7, Wis +8, Cha +5 Dimension of Time, but many know
Envisioning As theletos. of the hidden routes in the Great E-G
AC 39; Fort +25, Ref +26, Will +30; +1 status to all saves vs. magic Beyond one can use to travel to this
HP 245, regeneration 15 (deactivated by chaotic); Weaknesses chaotic 15 strange realm. A bythos prefers to H-K
Confusing Gaze (aura, divine, enchantment, emotion, incapacitation, mental, visual) 30 destroy those who seek entrance to

feet. A creature that ends its turn in the aura must attempt a DC 34 Will save. If it fails, the Dimension of Time rather than [

it's confused for 1 round (or 1d4 rounds on a critical failure). risk the knowledge of how to reach it | L=N
Temporal Reversion € (fortune) Trigger The bythos fails or critically fails a check; Frequency spreading too far. ¥

once per day; Effect The bythos rerolls the triggering check and takes the better result. L % i 0-R
Speed fly 35 feet . 1
Melee *¥ fist +32 (lawful, magical, reach 10 )

feet), Damage 2d8+16 bludgeoning plus . L

2d8 cold and 2d8 lawful '

Divine Innate Spells DC 37; 8th augury (at
will), teleport; 7th dimensional anchor,
dimensional lock, haste, plane shift; 6th
slow; 4th dimensional anchor (at will)

Rituals DC 37; imprisonment (temporal stasis only)

Aging Strikes *¥® (divine, necromancy) The bythos
make two fist Strikes against a single target. If both
Strikes hit, the target attempts a DC 37 Fortitude
save. Creatures that don't get weaker with age or
don't age are immune (GM's discretion). If a creature becomes clumsy 4,
drained 4, and enfeebled 4 due to Aging Strikes, it dies of old age.
Success The creature is unaffected.

Failure The creature becomes clumsy 1, drained 1, and enfeebled 1,
or increases each of these conditions by 1. This effect is
cumulative with other aging strikes from bythoses, to a
maximum of clumsy 4, drained 4, and enfeebled 4.

Critical Failure As failure, but the creature becomes M
clumsy 2, drained 2, and enfeebled 2, or increases
these conditions by 2. :

Focused Gaze *¥ (concentrate) The bythos focuses its
gaze on a creature it can see within 30 feet. The
target must attempt a save against the bythos's l \
confusing gaze. A bythos can't use this ability :
against the same creature more than once per turn. . " 1

Temporal Flurry ¥ The bythos makes four fist
Strikes. Its multiple attack penalty increases normally
with each attack.

Temporal Strike *¥® (divine, conjuration, incapacitation, teleportation) The
bythos touches a creature or object to displace it from time. The target
attempts a DC 37 Fortitude save.

Critical Success The target is unaffected.

Success Time flows around the target; the target is slowed 1 for 1 round.

Failure The target disappears from the present moment and reappears
in the same location 1d4 rounds later as if no time had passed for it.
If a creature or object occupies that space when the target returns, the
target appears in the closest available space to its original location.

Critical Failure As failure, but the target is slowed 1for an extra 1d4 rounds after
it returns.

+
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AHUIZOTL
The ahuizotl is a vicious, semi-aquatic predator that resembles a hideous

cross between a badger and an otter, with disturbingly web-fingered paws

AHUIZOTL ALLIES supplemented by a fifth hand at the end of a long, serpentine tail. A clever and

An ahuizotl is unexpectedly stealthy hunter, the ahuizotl lures unwary prey to their doom by mimicking the

canny in how it handles potential cries of people in distress. The ahuizotl’s macabre habit of feeding on a victim’s

competitors in its territory, and eyes, fingernails, and teeth leaves the corpses of its kills uniquely mutilated.

47 when presented with fellow Some say the creatures consider these body parts delicacies, while others insist

» predators capable of conversation, ahuizotls collect them as tribute to a powerful but unknown entity. The fact

i' it sometimes brokers alliances. Will- that an ahuizotl does not eat the actual flesh of its victims, instead depositing

} 0-wisps are particular favorites as their savaged and waterlogged corpses in locations where the remains are sure

}:_ allies, as they can lure prey into the to be found by friends or family, points to a third and perhaps more likely

: ahuizotl's clutches and feast on the possibility—the ahuizotl simply enjoys using its violent dietary quirks to spread
anguish later when the mutilated fear and despair.

corpse is discovered. An ahuizotl walks on all fours, but its hands are capable of manipulating

simple tools and other objects. Ahuizotls have roughly mustelid features and an

d extra membrane covering their eyes, giving their eyes a dull color suggestive of

cataracts and somewhat blunting the creature’s vision. Yet despite their bestial
appearance, ahuizotls are nearly as intelligent as the average human, and wiser
than most. Although they don’t form societies of their own, they have been
known to ally with violent cults or conclaves of monsters, and even to found
small shrines and temples to sinister deities. The cult of Charon, the horseman
of Death, is particularly popular among certain ahuizotls, who look forward to
an afterlife spent wallowing in the waters of the River Styx.

AHUIZOTL CREATURE 6
L uncomnon | N | Large | awprisious |

Perception +13; darkvision

-m‘ » Languages Aklo, Common
. i Skills Athletics +15, Deception +15 (+19 when

using Voice Imitation), Stealth +15
Str +5, Dex +3, Con +5, Int -1, Wis +3, Cha +3
Voice Imitation An ahuizotl can mimic
the sounds of a person in distress by
i attempting a Deception check to Lie.
? The ahuizotl has a +4 circumstance
' bonus to this check.
AC 23; Fort +17, Ref +13, Will +13
HP 105
Speed 25 feet, swim 35 feet
Melee *® jaws +17, Damage 2d8+8 piercing
Melee *® claw +17 (agile), Damage 2d6+8 slashing
Melee *¥ tail claw +17 (agile, reach 10 feet), Damage 2d4+8
slashing plus Improved Grab
Tail Drag *® Requirements The ahuizotl has a Medium
or smaller creature grabbed with its tail claw;
Effect The ahuizot| attempts an Athletics check
against the creature’s Fortitude DC.
Critical Success If the creature is 10 feet
away from the ahuizotl, it is dragged into
a square adjacent to the ahuizotl. The ahuizotl
can make a jaws Strike against the creature.
Success If the creature is 10 feet away from the ahuizotl, it is dragged into
a square adjacent to the ahuizotl.
Failure The creature is not dragged.
Critical Failure The creature is not dragged and the ahuizotl
no longer has the creature grabbed.




AKATA

An akata is a hairless, blue-skinned quadruped with fearsome jaws, glowing eyes,
a pair of thin tails, and a mane of writhing tentacles. It is a strangely silent beast,
as it lacks the lungs and vocal chords necessary to vocalize. It also lacks ears, but
it has heightened visual and olfactory senses.

When food is scarce, an akata secretes a resin from its pores that forms into
a sturdy cocoon of pale green crystal—the skymetal noqual. An akata can
hibernate in this cocoon without needing to eat or drink for centuries, though
it retains a rudimentary sense of its surroundings and can break out in only a
few minutes’ time. These cocoons allow the creatures to travel through the void
of space, seeking new worlds where they can infect suitable humanoid hosts
with their larval young. Once a victim succumbs to this infection, the offspring
fight among themselves until one proves the strongest. The surviving akata then
animates the corpse—now a void zombie (page 288)—which shambles about of
its own accord.

AKATA CREATURE1

| Rare | N J MeDium | ageRRaTION

Perception +6; darkvision, no hearing, scent (imprecise) 30 feet

Skills Acrobatics +7, Athletics +7, Stealth +7

Str +4, Dex +2, Con +4, Int -4, Wis +3, Cha +0

Hibernation After 3 or more days without eating, an akata can secrete resin that
encases it in a noqual cocoon. The cocoon has Hardness 9, 40 HP, and a —~d
Broken Threshold of 18. It has resistance 5 to damage from magical i
sources. As long as the cocoon remains intact, the akata can't be
harmed, and it doesn't need to eat or drink. While inside the
cocoon, the akata gains lifesense 30 feet. The akata remains
in a state of hibernation until it is exposed to extreme
heat or senses a living creature, at which point it can /
burst free of its cocoon in 1d4 minutes.

NOQUAL COCOONS

An akata’'s noqual cocoon, despite

its crystalline appearance, is in fact
made of a rare skymetal with a glassy
green sheen. Noqual is as easy to
work as iron but much lighter, and

it is valued for its magic-resistant
qualities, but the noqual from an
akata’s cocoon is very low quality and
can't be used as a crafting material.

No Hearing An akata has no auditory senses. It is }, TR S —rre 'Q \

immune to auditory effects, automatically

status penalty to Perception checks
(but not initiative rolls) that involve
sound but also rely on other senses.

AC 16; Fort +9, Ref +5, Will +6

HP 15; Immunities disease; Weaknesses
salt water 5; Resistances fire 5, poison 5

No Breath An akata doesn't breathe and is immune
to effects that require breathing (such as an
inhaled poison).

Salt Water Vulnerability Salt water acts as an extremely
strong acid to an akata. Full immersion in salt water deals
4d6 acid damage per round.

Speed 30 feet, climb 15 feet

Melee *® jaws +9 (agile), Damage 1d6+4 piercing plus void death

Void Death (disease) An akata implants its parasitic larval young into
any creature it bites, but only Medium or Small humanoids
make suitable hosts; all other creatures are immune to
this disease; Saving Throw DC 17 Fortitude; Stage 1
carrier with no ill effect 1 (1 day); Stage 2 drained 1
(1 day); Stage 3 as stage 2 (1 day); Stage 4 drained 2
and fatigued (1 day); Stage 5 as stage 4 (1 day); Stage
6 dead and corpse rises as a void zombie (page 288)
in 2d4 hours

critically fails Perception checks that P :
require it to hear, and takes a -2 . / \ \ \ ..
N

\
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ANGEL

Angels are benevolent messengers who aid good forces in the fight against evil.

o Each angel has a special aura that assists in their individual tasks, and each angel
THE GIFT OF SAPIENCE delivers certain types of messages and performs other duties for the angelic

When a movanic deva awakens an hosts. While most angels live in the enlightened realm of Nirvana, some serve
animal, the animal becomes neutral the forces of Heaven and Elysium, especially in the case of the angel empyreal
good and is well-disposed toward lords within those two realms. Angels organize themselves into choirs depending
11 the deva, but the deva understands on their ranks and roles.
- that free will is an important part of
& life. While the deva provides enough MOVANIC DEVA [EUARDIAN ANEEL]
}{ support and guidance to the animal Movanic devas are stewards of the flow of good creatures’ souls through the cycle
é to help it adjust to its newly sapient of life and death, from the point a creature is born to the day it dies. These angels
i 4 world view, not all animals awakened arise from the souls of stalwart nurturers and protectors, and share a specific
:% in this way remain on the path of good. connection with a creature’s vital essence—its life force. Movanic devas are most

concerned with guiding and protecting good creatures during their mortal lives,
so once a soul has passed into the River of Souls, the movanic deva
leaves its protection to the soul angels, or monadic devas. As part of

their stewardship over good creatures, movanic devas can waken within
animals a level of sapience to allow them to become kindly and benevolent
as well, thus increasing the flow of goodness into the afterlife. They also
spend time patrolling the Positive Energy Plane and Negative Energy
8 Plane, seeking to contain significant threats to life.

MOVANIC DEVA CREATURE 10
A EET
Perception +22; darkvision
Skills Athletics +20, Diplomacy +22, Intimidation +22, Nature +22,
Religion +19, Stealth +17, Survival +17
Languages Celestial, Draconic, Infernal; tongues
Str +6, Dex +4, Con +4, Int +4, Wis +5, Cha +5
Items +1 striking bastard sword
AC 30; Fort +21, Ref +17, Will +19; +1 to all saves vs. magic
HP 195; Immunities negative; Weaknesses evil 10
Aura of Vitality (abjuration, aura, divine) 20 feet. Allies in the
movanic deva's aura gain a +1 status bonus to all saving
throws, resistance 10 to positive and negative damage,
and are unharmed by the effects of a plane’s positive and
negative traits. Animals in the aura of 12th level or lower
don't attack the movanic deva or the deva’s allies unless
they are controlled or otherwise forced to attack.
Speed 30 feet, fly 40 feet
. Melee ¥ flaming bastard sword +23 (good, magical, two-hand
{ d12), Damage 2d8+9 slashing plus 1d6 fire and 1d6 good
' Divine Innate Spells DC 29; 5th divine wrath, remove curse,
remove disease, remove fear; 4th create food, heal (x3); 2nd
invisibility (at will, self only); 1st detect alignment (at will, evil
’ only); Constant (5th) tongues
Rituals DC 29; angelic messenger, awaken animal
Dispelling Field *¥»® (divine, transmutation) Frequency once per
day; Effect The movanic deva attempts to unravel unwelcome
magic effects on allies within its aura of vitality to protect them
from malevolent forces. The movanic deva attempts a counteract
check against as many spell effects affecting allies in the area as it
wishes with a +19 counteract modifier and a counteract level of 4,
rolling once for the selected effects.
Flaming Armaments (divine, transmutation) When a movanic deva wields
a weapon, that weapon gains the effect of a flaming rune.
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MONADIC DEVA [SOUL ANGEL)

Monadic devas stand vigil along the River of Souls as it passes from the mortal y

realm into the Ethereal Plane. Those who seek to fish souls out for their own use

stalk this metaphysical river, and it is against these predators that monadic devas WHAT IS A DEVA?

fight. At other times, monadic devas work to guide newcomers to the River of Three types of devas exist among

Souls who might be in danger of drifting from the current and lingering as ghosts. the angelic host, all of which serve ]

Monadic devas often find their tasks place them in alliances with psychopomps, as angelic “field agents.” Of the types

and they work well with the monitors despite the philosophical divide between of angels, devas are the ones most E-G

their views on a soul’s inherent goodness. A monadic deva is 7 feet tall and weighs likely to be encountered dwelling

220 pounds. somewhere other than Nirvana, as H-K
these angels focus their work on

MONADIC DEVA CREATURE 12 cultivating and protecting goodness

NG | meDiuM | ancer | cecestiaL in mortal souls, be they living or dead. | L=N

Perception +25; darkvision

Skills Arcana +25, Diplomacy i 0-R
+24, Intimidation  +22, .;r
Occultism  +20, Religion ' Sl
+25, Survival +22

Languages Celestial, Draconic, “"": u-z
Infernal; tongues -

Str +7, Dex +4, Con +5, Int +4, Wis +4, Cha +5 Y

Items +1 striking mace
AC 33; Fort +24, Ref +21, Will +20; +1 to all saves vs. magic
HP 245; Immunities death effects; Weaknesses evil 10
Spiritual Warden (abjuration, aura, divine) 20 feet. Allies in the aura
gain a +2 status bonus to saving throws against death effects and
effects that target or manipulate their souls.
Speed 30 feet, fly 60 feet o
Melee *® holy mace +28 (good, magical, shove), Damage 2d6+15 bludgeoning '}'1
plus 1d6 force and 1d6 good plus solid blow =
Divine Innate Spells DC 31; 6th divine wrath, heal, paralyze, remove curse, remove ”
disease; 5th creation, remove fear; 4th charm; 2nd invisibility (at will, self only); &
1st detect alignment (at will, evil only); Constant (5th) tongues
Rituals DC 32; angelic messenger
Holy Armaments (divine, evocation) Any weapon gains the effect of a
holy property rune while a monadic deva wields it.
Rebuke Soul *¥ (auditory, divine, enchantment, good, incapacitation)
The monadic deva speaks a word to cause a creature’s soul to recoil at
its sins or an undead creature to recoil at its lack of a soul. One non-good living or undead
target within 40 feet takes 5d10 good damage and must attempt a DC 32 Fortitude save.
Regardless of the outcome, the target is then temporarily immune for 10 minutes.
Critical Success The target is unaffected.
Success The target takes half damage and is stunned 1.
Failure The target takes full damage and is stunned 2.
Critical Failure The target takes double damage and is stunned 4.
Solid Blow (divine, evocation, force) When a monadic deva hits a target for the second
time during its turn with its mace, it deals an additional 2d12 force damage as its
weapon shimmers with ripples of power.

PLANETAR [JUSTICE ANGEL]

The beings of righteous fury known as planetars are known to be the least patient

of angels. They exist to destroy evil that cannot be redeemed, and they often
leave prolonged dialogue to other angels. Of course, no planetar ignores the
importance of diplomacy, but they know that others among the angelic
hosts are better suited to that task, while they focus on the larger picture.

In angelic armies, planetars serve as commanders or generals. They

stand at least 9 feet tall and weigh over 500 pounds.



@ PLANETAR CREATURE 16
A\ 7R uncomon f v | uaece | awes | ceiestia |

Perception +28 (+32 to detect illusions); darkvision, true seeing
PLANETAR JUSTICE | skills Athletics +32, Intimidation +32, Religion +32
Planetars know pathways to travel Languages Celestial, Draconic, Infernal; tongues
between many planes of existence, Str +8, Dex +3, Con +6, Int +5, Wis +6, Cha +6
and they use these frequently to Items +2 greater striking greatsword
deliver messages, warnings, and AC 39; Fort +28, Ref +25, Will +28; +1 status to all saves vs. magic
ultimatums to those whose actions HP 300, regeneration 15 (deactivated by evil); Weaknesses evil 15
have attracted angelic concern. If a Aura of Righteousness (aura, divine, evocation) 20 feet. Allies in the planetar's aura gain
situation can be resolved with swift a +2 status bonus to AC against evil creatures and a +2 status bonus to damage rolls
on-the-spot justice, a planetar takes against evil creatures. The area in the aura is difficult terrain for
that route in hopes of staving off an f evil creatures.
escalation of violence. Speed 25 feet, fly 60 feet
Melee *¥ holy greatsword +32 (good, magical, versatile P), Damage
3d12+16 slashing plus 1d6 good
Divine Innate Spells DC 37, attack +29; 8th dispel magic, divine
wrath, earthquake, heal, power word stun, sunburst; 7th
charm, plane shift, power word blind, remove fear (at will);
6th blade barrier, dispel magic (at will); 5th breath of life,
death ward, freedom of movement, restoration (x3);
2nd invisibility (at will, self only), remove paralysis;
Constant (5th) detect alignment (evil only), tongues,
true seeing

Rituals DC 37; angelic messenger, call spirit, resurrect

Blade of Justice *¥® The planetar makes a greatsword
Strike against a target it detects as evil. If the target is
evil, the Strike deals three extra weapon damage dice
and deals 1d6 persistent good damage to the target.
The planetar can convert all the physical damage from
the attack into good damage.

Change Shape *® (concentrate, divine, polymorph,
transmutation) The planetar can take on the
appearance of any Small or Medium humanoid. This
doesn't change their Speed or Strikes.

Holy Armaments (divine, evocation) Any weapon gains
the effect of a holy property rune while a planetar
wields it.

SOLAR [ARCHANGEL]

Solars are among the greatest of all angels, ranking just

below empyreal lords. Many solars serve at the right
hand of a deity or champion a cause that benefits an
entire world. Most archangels resemble humanoids, but
not all—they can adopt more unusual forms as needed.
A typical solar is about 9 feet tall and weighs about 500
pounds, with a commanding voice that is impossible to
ignore. Most have silvery or golden skin.

Solars are legendary trackers; the most masterful of them
are said to be able to follow the centuries-old passage of a pit
fiend flying through the Astral Plane.

SOLAR CREATURE 23
| Rare | NG | LARGE |

Perception +40; darkvision, true seeing
Skills Arcana +38, Athletics +43, Diplomacy +43, Religion +43,
. Stealth +36, Survival +46




Languages Celestial, Draconic, Infernal; tongues /
Str +10, Dex +6, Con +8, Int +5, Wis +9, Cha +10 @ INTRODUCTION
Items +3 major striking greatsword, +3 major striking longbow T
AC 489; Fort +40, Ref +34, Will +37; +1 status to all saves vs. magic SOLAR GENESIS
HP 500, regeneration 20 (deactivated by evil); Weaknesses evil 25 Unlike most angels, solars are
Aura of Protection (abjuration, aura, divine) 20 feet. Allies in the solar's aura gain created from divine energy;,
a +2 status bonus to AC against evil creatures and a +2 status bonus to saves sometimes blended with good souls.

against effects from evil creatures. The bonus increases to +4 against control by They are joined in this distinction by E-G
evil creatures and attacks by evil summoned creatures. When the solar or an ally the ancient empyrean angels.
is hit by an attack from a creature in the aura, that foe must succeed at a DC 43 H-K

Will save or be blinded for 1 minute (this is an
incapacitation effect). It's then temporarily
immune for 1 minute.

Speed 35 feet, fly 100 feet

Melee *® holy greatsword +44 (good, magical,
versatile P), Damage 4d12+22 slashing
plus 2d6 good

Ranged ¥ holy longbow +40 (deadly d10, good,
magical, propulsive, range increment 100 feet,
volley 30 feet), Damage 4d8+17 piercing
plus 2d6 good and arrow of mortality

Divine Innate Spells DC 46, spell attack +38;
10th charm, power word stun, remove
curse, remove disease, revival; 9th dispel
magic (at will), heal, overwhelming presence,
power word blind, power word kill, sunburst;
7th plane shift, remove fear (at will); 6th
restoration (at will); 5th breath of life, death ward;
4th dimensional anchor (at will); 2nd invisibility (at
will, self only); Constant (10th) detect alignment
(evil only), tongues, true seeing

Rituals DC 46; angelic messenger, animate
objects, call spirit, freedom, imprisonment,
resurrect

Animate Weapon 2 Trigger The solar hits with a melee weapon
Strike while Animate Weapon is not already in effect; Effect The
solar's weapon leaps into the air and moves with the solar as
if held with both hands. The weapon gains the effects of the
dancing weapon rune for 1 minute.

Arrow of Mortality The solar doesn't need to provide
ammunition for their bow. When they draw their
bow, they create a magical arrow of light that sheds
bright light in a 20-foot radius until the end of the
solar’s next turn. On a critical hit with the arrow, if
the target has 75 or fewer Hit Points after taking
the damage, it drops to O Hit Points and becomes
dying 1 (or, if it was already dying, increases its
dying value by 3).

Change Shape ¥ (concentrate, divine,
polymorph, transmutation) The solar can
take on the appearance of any Small
or Medium humanoid. This doesn't
change their Speed or Strikes.

Holy Armaments (divine, evocation)

Any weapon gains the effect of a
holy property rune while a solar

wields it. %‘ §
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ENSLAVED DREAMS

Night hags have been known to
enslave animate dreams, forcing
them to feed upon themselves. These

b captives break down into a fearful
! essence used for the hag's rituals, such
-} 5 as the crafting of heartstones.
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ANIMATE DREAM

An animate dream coalesces from centuries of stray fragments of reverie and
dream left behind as slumbering minds drift through the Dimension of Dreams.
In most cases, these fragments simply disperse on their own, but when dreamers
flee from nightmares back to the waking world, these fragments can take on a
supernatural life of their own. They have little reasoning and intent except to seek
similar fragments, absorb them, and grow. When enough of them gather together,
they merge into a horrific form as an animate dream.

Individually, animate dreams can hold a wide range of appearances, but most
take on rudimentary shapes akin to the living forms of the minds that spawned
them. Animate dreams that rise from slumbering humanoids, the most commonly
encountered, thus appear humanoid, but with distorted, nightmarish shapes

that incorporate additional twisted limbs and frightening features. In these
forms, animate dreams find their way out of the Dreamlands and into the
waking world, only to discover they have no way of returning and suffer a
relentless hunger that only new nightmares can sate.

An animate dream thrives on the terror fueled by nightmares and
fear and uses its supernatural abilities to invoke such feelings in the
minds of its victims, cursing its prey by creating a permanent link
to that individual’s dreams. Thereafter, the victim is subjected to all
manner of reoccurring nightmares. As the nightmares continue, the

victim finds it more and more difficult to remain awake. In the end,
the victim plunges into an accursed slumber from which it cannot
return. These victims provide the animate dream with the purest form
of fear and are its preferred sustenance.
An animate dream can subsist on the ambient fear generated by regular
nightmares, but these lesser fears aren’t as satisfying, often driving the
animate dream to seek out new victims. Left without a source of fear, an
animate dream won'’t starve to death, but it will grow increasingly violent
and desperate. Famished animate dreams are the ones most often
encountered, as they have been forced to abandon subtlety to pursue
more blatant methods of harvesting fear. Yet such animate dreams also
tend to be the least powerful of their kind. Those who have grown
metaphysically fat on fear have generally done so by adopting a specific
nightmare theme, such as being buried alive, being swept away by ocean
waves, or being consumed by wild beasts. Such animate dreams often have
similarly themed innate spells to augment their powers.

ANIMATE DREAM
|_uncomvoN | Ne | meium | oreav | incorpore |
Perception +14, darkvision
Languages telepathy 100 feet
Skills Acrobatics +14, Deception +18, Intimidation +18, Occultism +12, Stealth +18
Str -5, Dex +4, Con +3, Int +0, Wis +2, Cha +6
AC 24; Fort +15, Ref +18, Will +14; +1 status to all saves vs. magic
HP 110; Immunities disease, paralyzed, poison, precision, sleep; Resistances all 5
(except force, ghost touch, or negative; double resistance vs. non-magical)
Speed fly 40 feet
Melee *¥ nightmare tendril +20 (agile, finesse), Damage 4d8 negative plus endless
nightmare
Occult Innate Spells DC 26; 4th confusion, dimension door (at will), nightmare,
phantasmal killer, sleep; 3rd fear
Endless Nightmare (curse, emotion, enchantment, fear, mental, occult) An animate
dream’s touch fills the victim’'s mind with terrifying visions; Saving Throw DC 26
Fortitude; Stage 1 fatigued (1 day); Stage 2 fatigued and stupefied 1 (1 day);
Stage 3 The victim falls asleep and can't be awakened as long as they remain at
this stage (1 day).

CREATURE 8
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ANKOU (

Ankous are shadowy killers who serve powerful fey creatures, or even the Eldest— " INTRODUCTION

the demigods of the First World. Amid the courts of the Eldest or of powerful fey I

rulers, these sinister assassins lurk overhead as they await the call to action—implied | ANKOU GUILDS

threats akin to deadly weapons hung as decor in a royal hall. Ankous never speak The most dangerous ankous are

aloud; when they feel the need to communicate at all, they do so in a telepathic those who have rebelled against their ~ § D

whisper directly into a victim’s mind. While an ankou’s body is made of strange, masters. Ankous of this nature are '

fleshy material, their claws and the cruel hooks on their wings are made of razor- more powerful, gathering others to E-G

sharp cold iron, a quality that makes them much feared among other fey. A typical form deadly “guilds” of assassins that

ankou is 10 feet tall and has an 8-foot wingspan but weighs less than 80 pounds. pursue common goals in the most H-K
While most ankous serve powerful masters, some of these murderous fey are dangerous parts of the First World. i

left to their own devices and serve none but their own capricious, cruel whims. In — i

some cases, their master may have been slain, while in others the ankou may have
been released from service for any number of reasons. An ankou left to indulge
their own whims unrestrained is often the most dangerous ankou of them all!

ANKOU CREATURE 14

L6 | LARGE |

Perception +25; lifesense 120 feet, low-light vision

Languages Aklo, Common, Sylvan (can't speak any
language); telepathy 100 feet

Skills Acrobatics +28, Bluff +25, Intimidation +27,
Nature +22, Stealth +28

Str +7, Dex +8, Con +4, Int +2, Wis +2, Cha +5

AC 36; Fort +23, Ref +28, Will +24

HP 280; Weaknesses cold iron 10

Speed fly 75 feet

Melee *® claw +29 (agile, cold iron),
Damage 3d6+15 slashing

Melee *¥ wing +29 (cold iron, reach
10 feet), Damage 2d6+15 piercing
plus 2d6 persistent bleed

Primal Innate Spells DC 34, 7
attack +26; 8th discern location; -l
7th prismatic spray, teleport; 6th
true seeing; 4th darkness (at will),
dimensional anchor; 2nd silence; st ray of enfeeblement

Shadow Doubles “® to “¥¥® (illusion, occult, shadow) !
Frequency once per day; Effect For each action spent to
use this ability, the ankou creates one shadowy duplicate
of themself anywhere within 60 feet of themself.
Shadow doubles have the same statistics as an ankou,
but they have the summoned trait, have 84 Hit Points,
can't use Shadow Doubles or innate spells, and have
an attack bonus of +25 for their Strikes. A shadow
double that attempts a saving throw against
a light effect can't get a result better than
failure. Each double remains for 1 round,
until it's reduced to O Hit Points, or until
it moves further than 120 feet from the
ankou, whichever comes first. Each round thereafter, the ankou can spend a single
action that has the concentrate trait to extend the duration of surviving duplicates by
1 round, to a maximum duration of 1 minute. The ankou can see through the eyes of
all of the shadow doubles at once. A character who Seeks can identify an ankou as
real or a shadow double with a successful DC 39 Perception check.

Sneak Attack An ankou’s Strikes deal an additional 2d6 precision damage to
flat-footed creatures.

/
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ANT

Ants are industrious insects that aid the natural processes of decay and renewal.

ANTHIVES | GIANT ANT

Giant ants form vast underground Giant ants are much like their smaller kin in their industrious habits, though
colonies, excavating deep burrows | growing to the size of ponies makes them much deadlier.
or infesting existing caverns. Ants
are omnivorous and cultivate fungus GIANT ANT CREATURE 2
_ farms, but they are happy to eat [ N | mEDIUM |
-} 5 whatever presents itself. Humanoids Perception +7; darkvision, scent (imprecise) 30 feet

and their domesticated animals are Skills Athletics +8, Survival +7
easy fuel for the insectile machinery Str +4, Dex +1, Con +4, Int -5, Wis +1, Cha -4
of their hives. Worker ants lack the AC 18; Fort +10, Ref +7, Will +5
sting of their warrior cousins, while HP 30
elite drones fly on gossamer wings Speed 40 feet, climb 20 feet
(fly Speed of 30 feet) to seek new Melee *¥ mandibles +11, Damage 1d8+4 slashing plus Grab
food sources for their queen. Melee *¥ stinger +11 (agile), Damage 1d6+4 piercing plus giant ant venom
Giant Ant Venom (poison) Saving Throw DC 18 Fortitude; Maximum Duration 4 rounds;
Stage 1 1d8 poison and enfeebled 1 (1 round); Stage 2 1d10 poison and enfeebled 2
(1 round); Stage 3 1d12 poison and enfeebled 3 (1 round)
Haul Away *¥ Requirements The giant ant has a Large or smaller creature grabbed:;
Effect The giant ant Strides up to its full Speed, carrying the grabbed creature with it.
It is encumbered if the grabbed creature is Medium or larger.

ARMY ANT SWARM

An army ant swarm is a terrifying carpet of stinging insects that devours all in

I pte s

its path.

ARMY ANT SWARM CREATURE 5
N L uarce | awivas | swarw
Perception +11; darkvision, scent (imprecise) 30 feet
Skills Athletics +7
Str -2, Dex +4, Con +4, Int -5, Wis +2, Cha -4
AC 21; Fort +13, Ref +11, Will +9
HP 55; Immunities precision, swarm mind; Weaknesses area
damage 5, splash damage 5; Resistances bludgeoning
2, piercing 5, slashing 5
Cling D Trigger A creature leaves the swarm's
space; Effect The swarm takes
1d6 damage as ants cling to the
creature and continue biting, dealing 3d6 persistent piercing
damage. High winds or immersion in water reduces the DC
of the flat check to end this persistent damage to 5. Any
area damage dealt to the creature destroys these
clinging ants.
Speed 30 feet, climb 30 feet
~ Swarming Bites ¥ Each enemy in the swarm’s
space takes 3d6 piercing damage (DC 21
basic Fortitude save). A creature that
fails its save against Swarming Bites
becomes clumsy 1 for 1 round. If the
creature attempts a concentrate or
manipulate action while affected, it
must succeed at a DC 5 flat check
or the action is lost; roll the check
after spending the action, but
before any effects are applied.




AOLAZ

Aolazes are great beasts carved from stone and metal and magically imbued with
the essence of life. The exact means of their creation is a long-lost secret, and
they are so rare that scholars have little opportunity to study active specimens.
The best-known aolazes are museum pieces or battlefield relics destroyed or
deactivated centuries ago, though fragmented records suggest that many more
were made and might remain, yet to be unearthed.

Most aolazes are built in the shape of great land-bound beasts, such as elephants,
rhinoceroses, or dinosaurs. Regardless of the specific creature an aolaz has been
constructed to resemble, it is not bound to walk the earth like its inspirations
are—it’s imbued with the magical ability to pursue across
water and even through the air. Few can escape an
aolaz’s wrath once it is earned.

AOLAZ
| Rae | N
Perception +33; low-light vision, flawless
hearing
Skills Athletics +35
Str +9, Dex +4, Con +8, Int -4, Wis +6, Cha +3
Flawless Hearing An aolaz has an incredible
sense of hearing. It can hear any sound
made within 1,000 feet as though it were
only 5 feet away from the source of the
sound, and any sound within 1 mile as
though it were only 30 feet away from the source
of the sound. An aolaz's hearing is a precise sense.
AC 42; Fort +35, Ref +27, Will +31
HP 255; Immunities bleed, death effects, disease, doomed, drained,
fatigued, healing, necromancy, nonlethal attacks, paralyzed, poison, sickened,
sonic, unconscious; Resistances physical 15 (except adamantine)
Speed 50 feet, air walk, water walk
Melee *¥ trunk +35 (magical, reach 20 feet, sweep, trip), Damage 5d10+17 o
bludgeoning plus Grab -
Melee *® foot +33 (magical, reach 10 feet), Damage 5d8+15
bludgeoning
Arcane Innate Spells DC 40; Constant (9th) air walk, water walk
Roll *¥ The aolaz tucks its head down and rolls up into an armored
sphere. While Rolling, an aolaz has AC 44, Fort +37, Ref +29, Will
+33, and Speed 100 feet, but it can't use its trunk Strikes or its
Ultrasonic Blast. It can make foot Strikes while rolling, but only as
part of a Trample. The aolaz can use this action again to unroll and
resume its standing form.
Trample *¥® Huge or smaller, foot, DC 40
Ultrasonic Blast *® (arcane, evocation, sonic) The aolaz releases a
tremendous blast of sonic energy from its trunk in a 150-foot line,
dealing 12d10 sonic damage. The frequency of this sound is such
that it is completely imperceptible to humanoids, but the damage it
wreaks is all too evident. Each creature in the area must attempt
a DC 40 Fortitude save. The aolaz can't use Ultrasonic Blast again
for 1d4 rounds.
Critical Success The creature is unaffected.
Success The creature takes half damage and is stunned 1.
Failure The creature takes full damage and
is stunned 2.
Critical Failure The creature takes double
damage and is stunned 3.

CREATURE 18

JISTKAN BEHEMOTHS

Thousands of years ago, the Jistka
Imperium mastered the art of
construct creation, and the aolaz
represents the height of its craft.
The Jistkans used primal magic

to imbue their constructs with
spirits of nature. However, when
Jistkan creators turned to the outer
planes, and to fiends in particular,
as a source to power even greater
constructs, they unknowingly
orchestrated their own doom.

APPENDIX
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ARCHON

Tireless agents of Heaven, archons embody virtues and strive to guide mortals

st while battling the evil forces of the fiendish realms. Heaven’s seven-tiered
ARCHON EVOLUTIONS | mountain is generally known as a place of contemplation and philosophy,

When a spirit becomes an archon, as exemplified by the fifth level, llumis. But the archon denizens of Heaven’s
they usually start as a lantern archon, threshold and the second level, Proelera, concern themselves with defense and
the lowliest of archonkind. As they mustering armies for the endless battles against Hell and the Abyss. However,
41 perform noble deeds and bolster their whereas devils and demons take pleasure in harming the innocent, Heaven’s
b pureness of heart, an archon evolves wardens reserve their blades for only the truly wicked and irredeemable. Among
into greater forms, possibly skipping mortals, they prefer to guide and nurture a rule of law that looks out for the
stages or remaining in others for long weak and powerless, leading mortal agents to overcome mortal threats rather
spans of time, depending on their than solving those threats themselves.

particular strengths and personality.
HOUND ARCHON

Among the rank-and-file soldiers of Heaven’s armies, few individuals are more

& [

N B dependable and truer to the cause than the noble hound archons, embodiments

3 of the virtue of diligence. Unlike horned archons, who perform at a similar

level along Heaven’s grand hierarchy, hound archons do not scout ahead for

evil or perform reconnaissance missions in hostile territory. A hound archon’s

role is as a soldier in the heart of battle or, occasionally, as a sentinel tasked with
protecting a particular strategic location or holy site.

5. HOUND ARCHON CREATURE 4
WL io | veoom | arcon | ceuesmiaL |
Perception +13; darkvision
Languages Celestial, Draconic, Infernal; tongues
Skills Athletics +12, Intimidation +10, Religion +9, Stealth +10
Str +4, Dex +2, Con +4, Int +0, Wis +3, Cha +2
Items greatsword, full plate
AC 22; Fort +14, Ref +8, Will +11; +1 status to all saves vs. magic
HP 70; Weaknesses evil 5
Retributive Strike 2
Speed 35 feet
Melee *¥ greatsword +14 (good, magical, versatile P), Damage 1d12+6
slashing plus 1d6 good
Melee *¥ jaws +14 (agile, good, magical), Damage 1d6+6 piercing plus 1d6 good
Divine Innate Spells DC 19; 4th dimension door; Cantrips (2nd) message;
Constant (5th) tongues
Archon’s Door Once per day, if an archon sees another creature cast
dimension door, the archon can use dimension door (heightened to
5th level) within 1 round to attempt to follow that creature to the
maximum distance of the archon's dimension door. If the archon's
dimension door has enough distance, the archon appears the
\ same distance and direction from the creature as before either
creature used dimension door.
Change Shape *® (concentrate, divine, polymorph,
transmutation) A hound archon can take the appearance
of any canid animal of Small to Large size. This doesn't
change their Speed or the attack and damage bonuses
for their Strikes, but if the canid's bite attack has the
Knockdown ability, then the hound archon's bite
attack gains that ability while they are in that form.
Diligent Assault *¥® The hound archon carefully
makes one greatsword Strike and one jaws Strike
in any order. These attacks count toward the
hound archon's multiple attack penalty, but the multiple
attack penalty doesn’t increase until after all the attacks.




TRUMPET ARCHON

Trumpet archons are messengers, emissaries, and storytellers—embodiments of
the virtue of kindness. They use stories and allegories to prevent bloodshed, and
among all archons they are the most likely to work together with angels, perhaps
leading to the similarities in their forms. When diplomacy is impossible, trumpet
archons rally the righteous to battle—one reassuring glance from a trumpet archon
is often all it takes to instill a shaken ally with resounding courage once again.

TRUMPET ARCHON CREATURE 14

16 | wepium | archon |

Perception +26; darkvision

Languages Celestial, Draconic, Infernal; tongues

Skills Acrobatics +25, Diplomacy +29, Intimidation +28, Nature +23, Religion
+23, Performance +31, Stealth +25

Str +7, Dex +5, Con +5, Int +3, Wis +6, Cha +8

Items +2 striking bastard sword, +1 resilient full plate, virtuoso trumpet

AC 36; Fort +24, Ref +24, Will +27; +1 status to all saves vs. magic

HP 285; Resistances sonic 15; Weaknesses evil 15

Retributive Strike 2

Speed 35 feet, fly 60 feet

Melee *® bastard sword +29 (good, magical, versatile P), \
Damage 2d12+13 slashing plus 2d6 sonic and 1d6 good N

Divine Innate Spells DC 34; 7th heal (x2), sound burst; \
6th heroism, zealous conviction; 5th banishment, Nt
breath of life; 4th dimension door (at will); 3rd circle
of protection (against evil only; x2); Cantrips (6th)
message; Constant (5th) tongues

Archon’s Door As hound archon. \‘

Kind Word *® (auditory, divine, emotion, enchantment,
linguistic, mental) The trumpet archon offers an
ally praise or encouragement. The archon attempts
to counteract one emotion effect on the ally (with a
counteract modifier of +24), and the archon and the j
ally both gain a +1 status bonus to attack rolls and S 5]

saving throws for 1 round.

Trumpet Blast *¥ (auditory, divine, emotion, enchantment,
mental) The trumpet archon blows mightily on their
horn, creating a tone of such beauty and grandeur
those who hear it are paralyzed in awe. Non-archons
within 100 feet must attempt a DC 34 Fortitude save.
They are temporarily immune for 10 minutes.
Critical Success The creature is unaffected. V4
Success The creature is flat-footed. 2%
Failure The creature is stunned 1 and ) \

¢

A .
flat-footed as long as it's stunned. '
Critical Failure The creature is

paralyzed for 1 round. \ ” .
0
STAR ARCHON

Embodiments of the virtue of prudence, star
archons serve as philosophers and administrators,
and in times of war as the tacticians, strategists, and
generals of archon armies. Star archons burn with the glory

and intensity of a sun, and their sense of duty and desire to defeat evil are

as indefatigable as the light of the stars. While their dazzling intellects and
unmatched strategic cunning make them most useful in war rooms rather
than on battlefields, star archons are fierce opponents when motivated to enter

INSTRUMENTS OF WAR

A trumpet archon’s magical
instrument is no mere piece of
brass; each of these immaculately
crafted horns is said to be crafted
in Heaven's blessed forges and
infused with the voices of a thousand
angels. Only archons can truly
play such trumpets—mortals lack
the power necessary to create
trumpet archons’ iconic clarion
calls, but can still play them as
virtuoso instruments.

=

INTRODUCTION




HEAVENLY MOUNTAIN

Archons reside in Heaven, a plane that
appears as a single massive mountain.
Heaven is broken into seven tiers, with
most archons occupying the second
level and base of army operations,
Proelera, or the sixth level, ludica, the
administrative heart of Heaven.
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the fray. Those who witness the self-sacrifice of a star archon and live to tell the
tale describe the experience in terms that might befit the sight of a supernova at
the instant the star collapses in on itself.

STAR ARCHON
L mepiuM | arcoN | ceLesTiaL |
Perception +35; darkvision, true seeing
Languages Celestial, Draconic, Infernal; tongues
Skills Arcana +33, Athletics +37, Acrobatics +31, Diplomacy +33, Intimidation +33,
Occultism +33, Religion +37, Society +33, Warfare Lore +39
Str +8, Dex +9, Con +6, Int +9, Wis +9, Cha +6
Items +2 greater resilient full plate, +2 greater striking returning starknife
AC 43; Fort +31, Ref +34, Will +34; +1 status to all saves vs. magic
HP 400; Resistances fire 15; Weaknesses evil 15
Blinding Soul (divine, evocation, light, visual) Whenever the star archon takes slashing
damage, bright light pours from their wounds. Non-archons within 10 feet must
attempt a DC 38 Fortitude save. On a failure, a creature is dazzled for 1 round. On
a critical failure, the creature is blinded for 1d4 rounds instead. The creature is then
temporarily immune for 1 round.
Explosive Rebirth (death, divine, evocation, fire, good) When killed, the star archon
explodes in a blinding flash of holy energy that deals 12d6 fire damage and 12d6
good damage to anything in a 100-foot emanation, with a DC 40 basic Reflex
save. A non-archon creature that sees the explosion and critically fails its save is
permanently blinded as well. The slain star archon reincarnates 1d4 rounds later
as a shield archon (Bestiary 29).
Retributive Strike D A star archon can also make a Retributive Strike by throwing
its starknife, and the enemy and ally can be within 60 feet instead of 15 feet.
Speed 35 feet, fly 75 feet
Melee *¥ returning starknife +38 (agile, deadly 1d8, finesse, good, magical, reach
10 feet, versatile S), Damage 3d4+16 piercing plus 2d6 good and
3d6 fire
Ranged *¥ starknife +38 (agile, deadly 1d8, good, magical, thrown 60
feet, versatile S), Damage 3d4+16 piercing plus 2d6 good and 3d6 fire
Divine Innate Spells DC 43; 9th blindness, implosion, sunburst; 7th heal,
prismatic spray; 5th sending; 4th dimension door (at will); Constant
(6th) true seeing; (5th) tongues
Archon’s Door As hound archon.
Prudent Asterism *¥® The star archon calculates a celestial
constellation and sends their starknife flying along that
path from one foe to the next. It makes a starknife Strike
against a target within 60 feet. If the Strike hits, it can
make another Strike at a different target within 60 feet of the first target, and so on,
until it misses with a Strike or runs out of targets it hasn't attacked within range of
the most recent target. The star archon can attack a given target only once per use
of this ability. These attacks don't apply any range increment penalty, and the star
archon resolves all the attacks before increasing the multiple attack penalty.

BASTION ARCHON

The mightiest of archon-kind form in the heat of battle from incredibly
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uncommon circumstances. When a gathering of lantern archons
converges into a gestalt in order to defend allies in a fight that seems all
but lost, a fellow archon of significant strength—such as a star archon—
can commit a brave act of self-sacrifice by dimensionally transposing
itself with the gestalt. If the circumstances are just right and luck is
with the archons, the result is not a glorious sacrifice, but instead the
earth-rocking emergence of a bastion archon. In this way, the lowliest of
archons—the lanterns—can, in an instant, become their kind’s greatest hope.



Bastion archons are massive beings made of the very stone of Heaven’s Holy
Mountain, with their visages obscured by a blinding light surrounding the gestalt W Y/ INTRODUCTION
that originally formed the bastion. Tireless in their embodiment of the virtue of i
sacrifice, a bastion archon almost always protects the area where they manifested, ARMORED ARCHONS

and even when they are destroyed they leave an indelible mark of righteousness Always ready to defend others, most
upon the surrounding region. archons are never encountered out of | 1]
their suits of armor. Even those who
BASTION ARCHON CREATURE 20 eschew armor, such as the bastion E-G
| rare |6 | HuGe | Archon | archon, tend to still appear as if they
Perception +37; darkvision, true seeing are wearing heavy protection against H-K
Languages Celestial, Draconic, Infernal; tongues the scourge of battle. j
Skills Athletics +38, Diplomacy +34, Intimidation +34, Religion +32
Str +10, Dex +7, Con +10, Int +6, Wis +8, Cha +6 LN
AC 47; Fort +38, Ref +31, Will +34; +1 status to all saves vs. magic
HP 280, fast healing 30; Weaknesses evil 15 . O-R
Bastion Aura (aura, divine, good, healing, necromancy) 50 feet. All
good-aligned creatures in the aura have fast healing 30 for as long as S-T
they remain in range, and they gain a +2 status bonus to attack {
rolls and damage rolls. Dy ‘ ' j -7
Ultimate Sacrifice (divine, good, healing, necromancy) If the \\__ £
bastion archon is slain by an evil creature, it explodes in a . )

~ dPENDIX
geyser of holy light, restoring 140 HP to all good-aligned

creatures in a 40-foot emanation. The ground in the affected
area is also subjected to a level 10 consecrate ritual, and the
ground is consecrated for 10 years (or only 24 hours if the
ultimate sacrifice took place in Hell, Abaddon, or the Abyss).

Retributive Strike 2

Speed 70 feet; air walk

Melee *¥ fist +40 (good, lawful, magical, reach 15
feet), Damage 4d8+20 bludgeoning plus 2d6
good

Divine Innate Spells DC 42, attack +34; 10th meteor
swarm, polar ray, sunburst; 7th prismatic spray,
true target (x3), vibrant pattern; 4th dimension door
(at will); Constant (10th) air walk, true seeing, tongues

Archon’s Door As hound archon.

Blinding Beams € Trigger The bastion archon hits a
creature with two fist Strikes this turn and can use its Holy
Beam; Effect The bastion archon fires its Holy Beam at only the
creature it hit twice. The creature’s save result is one degree of
success worse than the result it rolled.

Entrench *® The bastion archon locks itself in place, becoming
voluntarily immobilized. While Entrenched, the archon can't be
forcibly moved or tripped, and it gains a +2 circumstance bonus
to AC and Reflex saves. Entrench ends automatically as soon as
the bastion archon uses another move action.

Holy Beam *¥® (divine, good, incapacitation, light) The bastion
archon releases a blinding beam of holy light in a 500-foot line
that deals 20d6 good damage to non-archons in the area, with a
DC 38 Reflex save. The bastion archon can't use Holy Beam again
for 1d4 rounds.

Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and is blinded for
1d4 rounds.

Critical Failure The creature takes double damage and is
blinded permanently.




ASSASSIN WINE

The berries of an assassin vine are
something of an acquired taste to
most, but the process of aging the
berries into wine can remove the
! unpleasant aftertaste—provided the
i ' berries are harvested from a living

J vine. After the vine’s death, toxins in

}:_ the plant quickly seep into its berries,

: making them unsuitable for harvest,
and as a result, assassin vine wine is a

dangerous delicacy to prepare. Those

who master the art, though, find that

d the proceeds can more than cover
the cost of having to periodically hire
adventures to help curtail an unruly—
and—hungry vineyard.

ASSASSIN VINE

The assassin vine is a carnivorous plant with a voracious appetite. Rather than
consuming creatures directly, it creates its own fertilizer by entangling prey
and squeezing the life from it. Once the plant has killed a creature, it pulls the
carcass over to its roots to feed from the decaying flesh. Although an assassin
vine lacks eyes, it can detect and track prey through a combination of using its
root systems to detect vibrations through topsoil and its leaves to detect heat
changes in the vicinity. Although the assassin vine has no real intelligence, its
learned behaviors mimic those of cunning ambush hunters.

As it is slow moving, the assassin vine typically remains rooted in a single area
for as long as it has sufficient prey. Though most often found along woodland
trails or swamps, these plants can also be encountered in more rural settlements,
poorly tended fields, and vineyards. While assassin vines can’t be trained in the
classical sense, they can be used as defenses, and woodland-dwelling creatures
like goblins and fey have been known to cultivate assassin vines as guardians
for less-used routes into their lairs. In such cases, the tenders often seek to
make the path more obvious than its disuse would otherwise suggest, while
simultaneously working to ensure the bones of the vines’ victims are removed to

keep their presence a secret, resulting in what appears to be an easy
approach to the den but is actually an organic ambush.

; ] Mature assassin vines grow to 20 feet long and have smaller
vines extending off the main trunk that reach from to 5 to 10
feet in length. The smallest of these vines sprout every 6 inches
or so; they tend to grow clusters of full leaves and occasionally bear
small berries. A recently fed assassin vine can have bunches of plump,
blood-red berries that are juicy and tart but leave a slightly unpleasant
iron aftertaste, as if from the faint taste of blood from a bitten lip.

ASSASSIN VINE CREATURE 3
i | onoues | uavr_
Perception +10; tremorsense 30 feet, low-light vision
Skills Athletics +9, Stealth +9 (+11 in forests or
grasslands)
Str +4, Dex +0, Con +3, Int -5, Wis +3, Cha +0
Camouflage The assassin vine can Hide in natural
environments even if it doesn't have cover.
AC 18; Fort +10, Ref +7, Will +8
HP 68; Weaknesses fire 5, slashing 5
Grasping Foliage 2 (primal, transmutation) Trigger
The assassin vine detects a creature within 20 feet
via tremorsense; Effect The assassin vine causes
vegetation within a 20-foot emanation to writhe for
1 round, turning this area into difficult terrain. When
a creature starts its turn in this area, it must attempt a
DC 20 Reflex save. On a failure, it takes a -10-foot
circumstance penalty to its Speeds until it
leaves the area, and on a critical
failure it is also immabilized for
1 round. A creature can
attempt to Escape to
remove these effects.
Assassin vines are immune
to Grasping Foliage.
Speed 5 feet
Melee *¥ vine +12 (reach 10 feet), Damage
1d8+6 bludgeoning plus Grab
Constrict *¥ 1d8+4 bludgeoning, DC 20




ATHACH

The towering and brutish giants known as athaches are reviled for both their

\<® INTRODUCTION

monstrosity and their cruelty. Beyond an athach’s filthy habits, this giant is made S
stranger by the gangly third arm that protrudes from their torso and ends in a ATHACH TREASURE

twitching, long-fingered claw. Huge, tusk-like fangs descend from an athach’s Athachs are infamously greedy, but
upper jaw and prop their mouth open, leaking long strands of viscous drool that | the distrustful creatures have a unique i D
is itself is a toxic venom and coats the athach’s fangs. way of hiding gems and shiny metal.

Athachs despise civilization almost as much as they despise their own kind, and When an athach finds items such E-G
they delight in committing sadistic acts and terrorizing victims. An athach does as coins and jewelry, they crush the
not keep a traditional territory of their own, but rather wanders the hinterlands of | valuable metal into a lumpy ball about H-K
settled territories until they find a suitably easy settlement of smaller humanoids to the size of an apple and then swallow |
target. Once the athach has chosen their target, the giant establishes a hidden lair it. When not tormenting humans, the |
in a location like an abandoned farmhouse or cave, and from there they launch athach regurgitates these lumps and L=N

plays with them. Any of these lumps
found lying about an athach's lair are i
likely coated in the giant’s toxic drool. '

their reign of torment. After a few weeks of harassing, capturing, and

torturing victims, the athach bores of their games. The giant then goes
on a final rampage, destroying every dwelling and eating every creature
they can find. Sometimes, the giant allows a survivor or two to escape,
forcing these terrified victims to spend the rest of their lives spreading
word of the athach’s fearsomeness.

ATHACH CREATURE 12

o | huce | vt | sumanoi |

Perception +22; darkvision

Languages Jotun

Skills Athletics +25, Intimidation +21

Str +7, Dex +3, Con +7, Int -1, Wis +4, Cha +3

AC 33; Fort +25, Ref +20, Will +21

HP 250; Weaknesses cold iron 10

Attack of Opportunity 2 An
athach gains an extra reaction
at the start of each of its turns
that it can use only to make
an Attack of Opportunity with
its claw. It can't use more than one
Attack of Opportunity triggered by the
same action.

Catch Rock 2

Speed 40 feet

Melee *® fist +25 (reach 10 feet), Damage 3d12+13
bludgeoning

Melee *¥ jaws +25, Damage 3d8+13 piercing plus athach
venom

Melee *¥ claw +25 (agile), Damage 3d8+13 slashing

Ranged *® rock +25 (brutal, range increment 120
feet), Damage 3d8+13 bludgeoning

Athach Venom (poison) Saving Throw DC 32
Fortitude; Maximum Duration 6 rounds; Stage 1 2d6
poison damage and enfeebled 1; Stage 2 2d6
poison damage and enfeebled 2; Stage 3 2d6
poison damage and enfeebled 3

Swift Claw D Trigger The athach hits a creature with
two fist Strikes; Effect The athach makes a claw
Strike with no multiple attack penalty against
the creature it hit with its fist Strikes.
This claw attack does not increase the
athach's multiple attack penalty.

Throw Rock *®
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ATTIC WHISPERER
W Y/ Beware the haunting sobs of the attic whisperer, for they carry the pained wrath of

an abandoned child who perished due to the neglect or absence of their caretakers.

VARISIAN NURSERY RHYME Animated by loneliness, the embittered spirit binds itself to the material world in

Is the attic whispering? a body made of bits and oddments of a lost childhood—wooden blocks, scraps of
Are we safe below? blankets, ratty dolls, buttons, carved trinkets, and glass marbles. To give themselves

Do you think he’s listening? the semblance of a head, they top their patchwork bodies with a small animal’s skull.
Is that his shadow? Attic whisperers most frequently lurk in old infirmaries, orphanages, and other

such institutions where children were forgotten, and they lay dormant for decades

Do you hear him waking, in hopes that they might one day find a playmate to ease their eternal loneliness.
Up above the stairs? When they sense the living, attic whisperers attempt to lure them into their clutches

Do you hear him weeping? by calling out to them using the voice of a small child. Though attic whisperers
Is he really there? intend only to play with those they encounter, they drain the breath and voice from

living creatures as their dark impulses take over.

Can you say ‘I'm speaking?”
Are you saying naught? ATTIC WHISPERER CREATURE 4
Is it you wha's weeping? NE | | UNDEAD |

Is it you he's caught? Perception +10; darkvision

Languages Common, Necril

Skills Deception +11, Society +10, Stealth +13

Str +0, Dex +5, Con +0, Int +2, Wis +4, Cha +3

AC 21; Fort +8, Ref +13, Will +12

HP 60, negative healing; Immunities death effects, disease, paralyzed, poison, unconscious

Aura of Sobs (auditory, aura, emotion, enchantment, mental, occult) 10 feet. An attic whisperer

enshrouds itself in a tapestry of stolen voices. Each living creature that enters or starts
their turn in the aura must succeed at a DC 19 Will save or the unnerving, bitter sobs
render them distraught and they become stupefied 1for as long as they remain within the
aura. A creature that succeeds is temporarily immune for 1 hour. The attic whisperer can
activate or deactivate the aura with a single free action, which has the concentrate trait.

Whispered Despair 2 Trigger A creature with an active emotion effect enters an attic

whisperer's aura of sobs; Effect The attic whisperer attempts to counteract
the emotion effect, with a counteract modifier of +13.
Speed 20 feet

Melee *® jaws +15 (agile, finesse), Damage 2d8 piercing plus steal breath

Melee *® bony hand (agile) +13, Damage 2d10 negative plus steal voice

Steal Breath (curse, incapacitation, necromancy, occult) The attic whisperer

siphons the breath from living creatures, sapping their strength. A living

creature hit by a jaws Strike must attempt a DC 21 Fortitude save.
Critical Success The target is unaffected.
Success The target is enfeebled 1 for 1 round.
Failure The target is enfeebled 1 for 24 hours and fatigued.
Critical Failure The target is enfeebled 1 for 24 hours, is fatigued,
and falls unconscious.

Steal Voice (curse, necromancy, occult) When an attic whisperer hits a
living creature with a bony hand Strike, it tries to pull the victim’s
voice into its aura. The victim must attempt a DC 21 Will save.
Critical Success The target is unaffected.

Success The target's voice is weak for 1 minute. Anytime it
attempts an action with the auditory trait, it must succeed at a

DC 5 flat check or the action is lost.
Failure The target loses the ability to speak for 1 hour, until the curse
is removed, or until the attic whisperer is destroyed, whichever
comes first. During this time, the attic whisperer can perfectly
mimic the target's voice, and the target takes a -2 circumstance
penalty to saving throws against that attic whisperer's aura of sobs.
Critical Failure As failure, but the effects lasts until the attic whisperer

is destroyed or the curse is removed.




AURUMVYORAX

Aurumvoraxes are highly aggressive and territorial predators that sprint on eight
legs, using their terrific strength and iron-hard claws to dig through solid stone.
A typical aurumvorax is only 3 feet long but weighs more than 200 pounds, for
its thick, sturdy bones are densely packed with muscle, making the creature very
strong but a notoriously poor swimmer. Its fur is golden, sometimes with a silvery
or russet tone depending on the metals it has ingested, and its claws are always the
shiny black of seasoned iron.

Aurumvorax adults claim hunting territories spanning a mile or more, driving
out other predators and leading solitary lives except when they mate. They are
irascible creatures, impossible to train as adults, but daring trainers can rear
aurumvorax pups as deadly guard beasts, which they sell for hundreds of gold
pieces to discriminating buyers. Aurumvorax pups are usually single births,
and their mothers are fiercely protective, making their acquisition a dangerous
proposition. Even when trained, the creatures are prone to dangerous bursts
of rage.

AURUMVORAX CREATURE 9

] swa | v |

Perception +18; darkvision, scent (imprecise) 30 feet

Skills Athletics +20 (+6 to Swim), Stealth +18

Str +6, Dex +2, Con +4, Int -4, Wis +3, Cha +0

AC 28; Fort +19, Ref +17, Will +16

HP 170

Tenacious Stance An aurumvorax gains a +4 circumstance bonus to its Fortitude or
Reflex DC against Shove and Trip attempts, and to its Athletics DC
against attempts to escape its Grab.

Ferocity 2

Speed 35 feet, burrow 10 feet

Melee *® jaws +21, Damage 2d10+12 piercing plus Grab

Melee *¥ claw +21 (agile), Damage 2d8+12 slashing plus Grab

Bleeding Critical When an aurumvorax scores a critical hit,
the target takes 1d6 persistent bleed damage.

Gnaw Metal ¥ The aurumvorax makes a jaws Strike against
a creature it has grabbed. If the attack hits, the target
is knocked prone if it is Medium or smaller. In addition, if
the target is wearing armor with Hardness 10 or lower, the
armor becomes broken. If this Strike
breaks a creature’s armor or damages % .
a creature that is unarmored or wearing l - ﬁ
broken armor, the target also takes 1d6 2 > N
persistent bleed damage. This Strike /8 ! "J""_“f ?
doesn't further damage armor that's ¥, TR
already broken. 0

Rapid Rake *¥® The aurumvorax makes
four claw Strikes against a creature it
has grabbed. Each attack counts toward
the aurumvorax’s
multiple attack
penalty, and the
multiple attack
penalty increases
with each attack.

GOLDEN GUARDIAN

While wholly carnivorous,
aurumvoraxes are known for gnawing
on metals (particularly gold and
copper), though whether they do this
to sharpen their teeth or because of
some nutritional need is unknown.
Aurumvorax warrens can stretch for
thousands of feet dug into the rock,
often following veins of ores and
winding deep into the earth. Mining
dwarves love the creatures’ fondness
for eating rust monsters. Those who
keep aurumvoraxes for protection call
them golden guardians.
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AZATA
W Y/ Azatas embrace the love of life and the fight to retain individuality and choice.
BRALANI CONTESTS | BRALANI [WIND AZATA)

Bralanis enjoy inventing games and Bralanis embody the freedom of fair competition, embracing opportunities to
contests and adding new twists to test their skills against worthy foes and bring mortals together with the thrill of
popular sports rather than following good-natured sports and contests. Their interest in constructive conflict also extends
41 familiar rules. Speed often features to higher stakes, such as diplomatic negotiations. In these cases, bralanis ensure
somewhere in bralani games, whether that neither side’s desires are crushed by the other’s and work as mediators when
i ' it be physical speed or quickness of needed. They believe in friendly contests to diffuse tension. When discussions are
| wit. It is not uncommon for bralanis going well, bralanis step back, allowing the participants to shape their own futures.

}:_ to seek the input of young children, They delight in sailing through violent storms as wind, basking in the raw energy.

: encouraging adults to draw inspiration
from a child's creativity rather than BRALANI CREATURE 6
allowing themselves to settle into : o6 | MEDIUM |
comfortable and repetitive patterns. Perception +14; darkvision
d Languages Celestial, Draconic, Infernal; tongues

Skills Acrobatics +13, Deception +15, Diplomacy +15,

Games Lore +14, Stealth +15
Str +5, Dex +5, Con +3, Int +2, Wis +4, Cha +5
Items +1 composite longbow, scimitar
AC 24; Fort +13, Ref +17, Will +12
HP 120; Weaknesses cold iron 5, evil 5;
; Resistances electricity 10
& Speed 30 feet, fly 80 feet
J ‘{ Melee ¥ scimitar +16 (forceful, sweep), Damage

1d6+8 slashing plus 2d6 electricity and 1d6 good
Ranged *¥ composite longbow +18 (deadly 1d10,
reload O, volley 30 feet), Damage 1d8+6
plus 1d6 electricity and 1d6 good
"o Divine Innate Spells DC 24; 4th gaseous
form (at will); 3rd heal, lightning bolt,
wall of wind; 2nd calm emotions; 1st gust
of wind (at will); Constant (5th) tongues
Fair Competition (divine, enchantment,
mental) Once per day, a bralani can
spend 1 minute to bless willing creatures within
100 feet who are about to participate in a
contest. This blessing lasts 24 hours.
LS If a blessed creature cheats or uses
™ - the contest to harm another,
the creature grows visibly ill,
becoming sickened 1 and unable to remove this condition for
the duration or until they withdraw from the competition. At
- the end of the contest, participants
who competed fairly find it easier
to negotiate and understand their
opponent's perspective. For 1 hour,
they gain a +2 status bonus to
Diplomacy checks and Recall Knowledge checks
that directly pertain to their opponents.
*‘ Whirlwind Blast *¥® (air, divine, evocation) The bralani
' generates a 20-foot line of scouring wind that deals
?‘., 7d6 bludgeoning damage (DC 24 basic Reflex save).
- ',} It can't use this ability again for 1d4 rounds.
;&

S

Wind Form A bralani flies at full Speed in gaseous
form.



VERANALLIA [REBIRTH AZATA)

Veranallias represent the freedom of life to grow, change, and adapt. They rarely INTRODUCTION

interact directly with non-azatas, as most other beings find their nature hard to

comprehend, but those who secure their aid find them powerful allies. The lower PRIMORDIAL VERANALLIA

half of a veranallia’s body is made of vegetation that constantly repeats a dizzying In the deepest reaches of Elysium,

cycle of sprouting, blooming, thriving, and wilting. The upper half of their body the eldest of veranallias roam. These 1]

appears as that of a humanoid of any gender—it is rare for a veranallia to remain beings concern themselves with

consistent in their gender for more than a few seasons at a time. transformations that take place over E-G
Veranallias transform the landscape in their wake, bringing creation and the course of millennia, as well as

destruction alike. The world around them overflows with an abundance of changes in the climates of entire H-K

vegetation, with plenty of food for nearby animals, and when they bring destruction, worlds. Primordial veranallias have ]i

they do so without cruelty, as it is sometimes necessary to make room for new life. an array of unique powers that i

They trigger forest fires in woodlands before dry brush piles up to dangerous levels, can affect the area for many miles L=N

and bring bitter winters to areas plagued with parasites that thrive in hot weather. around them, from turning deserts ¥

into glass to triggering earthquakes. | 0-R

VERANALLIA CREATURE 20 _ :
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Perception +38; darkvision, tremorsense (imprecise) 120 feet

Languages Celestial, Draconic, Infernal; speak with animals, speak with ' U-z
plants, tongues ;

Skills Athletics +34, Deception +36, Diplomacy +38, Elysium Lore +36, L‘ APPENDIX
Intimidation +36, Medicine +36, Nature +34, Survival +38 3

Str +8, Dex +6, Con +8, Int +6, Wis +10, Cha +8 4

Items +3 greater striking sickle & S’ 2 ) ', k;‘

AC 45; Fort +36, Ref +34, Will +38 ' {

HP 475; Weaknesses cold iron 20, evil 20; Resistances
fire 20, cold 20

Speed 40 feet, fly 40 feet

Melee *¥ sickle +39 (agile, finesse, trip), Damage 3d4+16
slashing plus 4d6 cold and 1d6 good

Melee *® vine +39 (reach 20 feet) Damage 4d12+16 bludgeoning
plus 1d6 good and Improved Grab

Divine Innate Spells DC 42, attack +32; 10th { &
cataclysm, primal phenomenon  (once { | Y .
per vyear), revival, 9th nature’s enmity, ; BN, /4
regenerate (x3), storm of vengeance, \ﬂ, M '
tree stride (at will); 8th polar ray (at will), | l
sunburst (at will), 6th baleful polymorph '\»\~
(at will), tangling creepers (at will); Constant x:,:"\\
(9th) endure elements, speak with animals, -
speak with plants, tongues

Rituals DC 42; awaken animal, blight, commune with
nature, consecrate, plant growth, primal call,
reincarnate

Alter Weather *¥¥® Frequency three times
per day; Effect The veranallia dramatically
alters weather patterns in the surrounding area,
producing any of the results of a successful 9th-level
control weather ritual.

Rebirth (divine, necromancy) Frequency once per day; /
Effect The veranallia spends a minute to /
encase a creature that has been dead for
no more than a year in a cocoon. After 24
hours, the creature is restored to life, and
the cocoon explodes in a shower of colorful
blossoms. If the veranallia's chooses, Rebirth can change the
creature’s ancestry or heritage, typically into an aasimar.
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TRAINED DIGGERS

Kobolds and others who dwell in
underground warrens know the
value of having a few trained giant
badgers in their lair, since when
their digging habits are supervised
and directed, they can excavate new
tunnels and chambers with ease. Of
course, the fact that giant badgers
find kobolds and others who dwell
in underground warrens delicious
means that relying on such trained
diggers can be a risky endeavor. A
giant badger trained for use as a
digger or a guardian tends to only
obey the commands of one master,
and even then they can be prone

to unpredictable outbursts for no
reason other than pique.

DATHFINDER) BESTIARY 2 3

BADGER

The burrowing badger is plentiful in most temperate forests. All badgers are naturally
fierce and tenacious, and their squat stature belies their strength and speed.

BADGER

The typical badger has dark, brownish-gray fur highlighted with white markings,
particularly on the head, giving it a striped mask of fur around its eyes. A
threatened badger can swiftly become a ferocious combatant that typically fights
until slain.

BADGER

n [ ANIMAL |

Perception +6; low-light vision, scent (imprecise) 30 feet
Skills Athletics +4, Stealth +6

Str +0, Dex +1, Con +2, Int -5, Wis +2, Cha -2
AC 16; Fort +8, Ref +5, Will +6

HP 15

Ferocity @

Speed 25 feet, burrow 10 feet

Melee *® jaws +8, Damage 1d8 piercing

Melee *® claw +8 (agile), Damage 1d6 slashing

GIANT BADGER

The violent, territorial giant badger is a relentless predator. An obligate carnivore,

CREATURE 0

its prey ranges from rabbits to deer, livestock, and even the occasional traveler or
adventurer. A giant badger’s claws are sharp and strong enough to carve tunnels from
solid rock. They typically stand 4 feet tall at the shoulder and weigh 500 pounds.

GIANT BADGER CREATURE 2
N | mepwm | aniva |
TN Perception +8; low-light vision, scent

b, 7 - (imprecise) 30 feet
il (r y LRI Skills Athletics +8, Stealth +7
y - Str +4, Dex +1, Con +3, Int -4, Wis +3, Cha -1
f ' 1 y - AC 18; Fort +10, Ref +6, Will +8
: ' HP 30
Ferocity 2
Speed 25 feet, burrow 10 feet
Melee *® jaws +11, Damage 1d8+4 piercing
Melee *¥ claw +11 (agile), Damage 1d6+4 slashing
Badger Rage *¥ (concentrate, emotion, mental)
The giant badger enters a state of pure
rage that lasts for 1 minute, until there
are no enemies it can perceive, or until it
falls unconscious, whichever comes first.
While raging, the giant badger has AC 17,
its jaws Strike deals 1d8+8 damage,
and its claw Strike deals 1d6+6
damage. While raging, the giant
badger also can't use actions
that have the concentrate
trait except for Seek.
After it has stopped
raging, a giant
badger can't use
Badger Rage again for
1 minute.
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BAOBHAN SITH

Undeath is rare in the fey realm of the First World, for that plane’s infusion with the

INTRODUCTION

raw power of life makes undead uncomfortable at best. Yet a few fey have adopted
the vile practices and habits of notorious undead while still being living themselves, HAUNTING LAIRS

as seen in the blood-drinking habits of the murderous baobhan sith. A baobhan sith adores the aesthetics
A baobhan sith avoids confrontations when outnumbered, and although | of abandoned homes, desolate burial
territorial, they won’t reveal their true nature to larger groups. They prefer to drink grounds, and crumbling ruins. They
blood from victims they find attractive, and they avoid drinking blood from animals strive to give their lairs a gothic
and beasts entirely, as they consider such activities to be uncultured. beauty rather than allowing them to
get run down and filthy. ' H-K

BAOBHAN SITH CREATURE 6 J
| uncommon | ce | MeDium | '
Perception +12; low-light vision

Languages Aklo, Common, Sylvan

Skills Acrobatics +15, Deception +15, Nature +12, Performance +15 (+17 when
dancing), Stealth +15

Str +3, Dex +5, Con +2, Int +2, Wis +2, Cha +5

AC 24; Fort +12, Ref +17, Will +14

HP 105; Weaknesses cold iron 5

Speed 25 feet

Melee *¥ claw +17 (agile, finesse), Damage 2d6+6 slashing and 1d6 persistent
bleed

Primal Innate Spells DC 24; 3rd mind reading (at will)

Captivating Dance *®® (enchantment, incapacitation, mental, primal, visual)
The baobhan sith sways rhythmically and Strides up to their Speed.
Each creature within 30 feet of the baobhan sith at the end of their
movement must attempt a DC 25 Will save.

Critical Success The creature is unaffected and is temporarily
immune to Captivating Dance for 24 hours.

Success The creature is slowed 1 for 1 round and
is temporarily immune to Captivating Dance for
24 hours.

Failure The creature is fascinated, and it must spend at
least 1 of its actions on each of its turns to move closer
to the baobhan sith as expediently as possible, while
avoiding obvious dangers. If the creature ends its
movement or turn adjacent to the fey, it is slowed
1 until the end of its next turn.

Critical Failure As failure, but the creature must
spend each of its actions moving closer to the baobhan
sith, and if it ends its movement or turn adjacent to
the fey, it is paralyzed until the end of its next turn.

Change Shape ¥ (concentrate, polymorph, primal,
transmutation) The baobhan sith can transform into a
large raven, with the effects from the bird option in the
aerial form spell (Core Rulebook 316).

Drink Blood *® Requirements A bleeding creature is within
the baobhan sith's reach; Effect The baobhan sith tries to
Drink the Blood from the bleeding creature’s wounds. The
baobhan sith attempts an Athletics check against the victim's
Fortitude DC. On a success, the victim becomes drained 1 and the
baobhan sith regains 10 HP, gaining any Hit Points in excess of their maximum Hit
Points as temporary Hit Points. Drinking Blood from a victim that’s already drained
doesn't restore any Hit Points to the baobhan sith but increases the victim's
drained value by 1. A victim's drained condition decreases by 1 per week. A blood
transfusion, which requires 10 minutes, a successful DC 20 Medicine check,
and sufficient blood or a blood donor, reduces the drained value by 1.
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HARVESTING SPORES

The psychotropic spores of the
basidirond can be harvested with
a successful DC 20 Herbalism Lore
or Nature check, yielding 1 dose

of spores (1d4 doses on a critical
success); on a critical failure, the
basidirond creates a 10-foot-radius
hallucinogenic cloud. Each dose

is worth 10 gp for use in Crafting

poisons, or 20 gp if the poison causes

the confused or stupefied condition.
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BASIDIROND

The basidirond, also called a mindfrond, is a fungal creature that crawls about on
woody tendrils. The large, bowl-shaped pod atop its body collects mineral-rich
moisture—whether runoff from cave walls or fresh blood—for sustenance. It uses
hallucinogenic spores to incapacitate prey long enough for it to beat its prey to
a bloody pulp, then deposits the deliciously tenderized remains into this pod for
consumption. A basidirond is over 6 feet tall and 3 to 4 feet wide, and weighs
nearly 300 pounds when saturated.

BASIDIROND

N ) mepium | miNoLess | Funeus |
Perception +8; low-light vision, tremorsense (imprecise) 30 feet
Skills Athletics +13, Stealth +13
Str +4, Dex +4, Con +4, Int -5, Wis +1, Cha -3
AC 22; Fort +13, Ref +11, Will +12
HP 80; Immunities cold, mental; Weaknesses slashing 5
Cold Lethargy Although a basidirond is immune to cold damage, any effect that deals

cold damage causes it to become slowed 1 for 1d4 rounds. During this time, it cannot

use its Hallucinogenic Cloud or basidirond spores.
Speed 20 feet
Melee *¥ frond +15, Damage 2d8+6 bludgeoning plus basidirond spores

Basidirond Spores (disease) Saving Throw DC 22 Fortitude; Maximum
Duration 6 rounds; Stage 1 1d8 poison damage and enfeebled 1 (1 round);
Stage 2 1d10 poison damage and enfeebled 1 (1 round);

Stage 3 1d12 poison damage and enfeebled 2 (1 round)
Hallucinogenic Cloud *¥® The basidirond releases a
cloud of invisible spores in a 20-foot emanation.

Each creature in the area must succeed
at a DC 22 Fortitude save or experience
powerful hallucinations as long
as it remains in the cloud, plus
an additional 1d4 rounds after
leaving the area. A creature
must attempt a new save each
round it remains within the
area. The cloud persists for 5
rounds unless dispersed before
then by a strong wind. Each
hallucinating creature rolls 1d6
each round to determine what it
hallucinates that round.

1 The target is sinking in quicksand. It falls
prone and spends 1 action on its next turn
flailing its limbs as if attempting to swim.

2 The target is attacked by a swarm of spiders. It spends 2
actions on its next turn attacking the floor with a melee weapon
(drawing a weapon if needed). It is flat-footed against all attacks.

3 An item the target is holding turns into a viper. The
target Releases the item and spends its next turn fleeing
from it.

4 The target is suffocating. It holds its breath and is
stunned 3.

5 The target shrinks to 1/10 its normal size. For 1 round it is
slowed 2 and enfeebled 4, and takes a -10-foot status penalty
to its Speed.
6 The target is melting. It drops everything it's holding and becomes slowed 2
and clumsy 4 for 1 round.

CREATURE 5




BASILISK, DRACOLISK

Dracolisks are rare magical crossbreeds of chromatic dragons and basilisks. None y.-y INTRODUCTION

now know how they first came to be, but they have proven viable and can breed i

with one another as well as with basilisks. While a dracolisk appears much like DRACONIC HERITAGE

a young true dragon of its parent type, its eight legs are an immediate indication A dracolisk’s favored dwelling place

that it is something more. Its coloration varies, depending on the nature of its most closely resembles that of its

draconic ancestry, though it’s lighter on its underside and darker near its wing dragon parent: black dracolisks

tips. A typical dracolisk is 15 feet long and weighs 3,000 pounds. prefer marshlands, blue dracolisks E-G
favor deserts and warm hills, green

DRACOLISK CREATURE9 dracolisks temperate or warm forests, H-K

| uncommon | N | red dracolisks warm mountains and ]i

Perception +18; darkvision, tremorsense (imprecise) 30 feet deep caverns, and white dracolisks i

Skills Acrobatics +17, Athletics +21, Stealth +17, Survival +20 glaciers and frozen landscapes. i L=N

Str +6, Dex +2, Con +5, Int -3, Wis +5, Cha +1 '

AC 28; Fort +20, Ref +17, Will +18 . DR

HP 155; Immunities paralyzed, petrified, sleep; Resistances draconic resistance 10 |

Draconic Resistance A dracolisk has resistance 10 to the type of damage it produces § S-T

with its breath weapon (see below).
Petrifying Glance 2 (arcane, aura, transmutation, visual) Trigger A creature within 30 U-z

feet that the dracolisk can see starts its turn; Effect The target must attempt a DC 26 :
Fortitude save. If it fails, it becomes slowed 1 for 1 minute as its body stiffens. . APPENDIX

Speed 20 feet, fly 40 feet

Melee *® jaws +21, Damage 2d12+8 piercing

Melee *¥ claw +21 (agile), Damage 2d10+8 slashing

Breath Weapon *¥® (arcane, evocation) The dracolisk breathes a gout of energy based
on its draconic heritage, as noted below. This breath weapon deals 6d10 damage
of the appropriate type, with a DC 28
basic save of a type indicated in —
parenthesis below. The dracolisk #
can't use Breath Weapon again for
1d4 rounds.
Black (acid) 60-foot line of acid (Reflex)
Blue (electricity) 60-foot line of electricity (Reflex)
Green (poison) 30-foot cone of poison (Fortitude)
Red (fire) 30-foot cone of fire (Reflex)
White (cold) 30-foot cone of cold (Reflex)

Petrifying Gaze ¥® (arcane, concentrate, incapacitation,
transmutation, visual) The dracolisk stares at a creature it can
see within 30 feet. That creature must attempt
a DC 28 Fortitude save. If it fails and has
not already been slowed by Petrifying
Glance or this ability, it becomes slowed
1. If the creature already was slowed
by this ability or Petrifying Glance, a
failed save causes the creature to be
petrified permanently.

A creature petrified in this
manner can be instantly restored
to flesh by being coated (not just -"i
splashed) with fresh dracolisk or
basilisk blood no more than 1 hour
old. A single dracolisk contains enough blood
to coat 1d4+2 Medium creatures in this manner.

Savage Jaws “¥® The dracolisk makes a single Strike with its
jaws. If the attack hits, it deals 4d12+16 piercing damage (versatile S) .
This counts as two attacks for its multiple attack penalty.




BEAR

Determined foragers and persistent predators, bears spend much of each year

st either preparing for hibernation, recovering from hibernation, or taking care of
VENGEFUL BEASTS young following a successful opportunity to mate.
Polar bears have been known to take

special interest in those who have BLACK BEAR

vexed or wounded them, sometimes Contrary to the name, black bears can be cinnamon or even blond in coloration,
A following individual hunters back | depending on which hue is most beneficial for surviving in their local environment.
s to their villages and stalking them Regardless of their coloration, they are opportunistic eaters who gain sustenance
& exclusively for several days. This from berries and nuts just as often as from fish and smaller mammals. They
}, could happen because the hunter steal food when they find it, including from humanoid camps. Although they are
i killed the bear's mate or one of its | predators, black bears are more timid than other bears. Unless defending themselves
i 4 cubs, or took prey that the polar or their young, black bears often avoid conflict or fight only until they can retreat.
% bear had been stalking. Polar bears

engaged in such behavior have even BLACK BEAR CREATURE 2

ignored easier prey to focus intently | N | LARGE |

on the chosen target. Perception +8; low-light vision, scent (imprecise) 30 feet

Skills Athletics +9, Survival +7

Str +3, Dex +2, Con +3, Int -4, Wis +1, Cha -2

AC 18; Fort +11, Ref +8, Will +5

HP 32

Speed 35 feet

Melee *® jaws +9, Damage 1d8+5 piercing

Melee *® claw +9 (agile), Damage 1d6+5 slashing plus Grab

Mauler The black bear gains +1 circumstance bonus to damage rolls against creatures it
has grabbed.

POLAR BEAR

Polar bears are known for their pale fur, with black eyes, lips,
and toe pads. They are aggressively predatory creatures,
stalking prey for miles on land or across the icy
waters of frozen oceans. They are also amazing
ambush predators, leaping from the water to
ambush seals resting on ice floes. If they are
desperate, polar bears hunt not only other
animals but also humanoids.

POLAR BEAR CREATURE 5
N | uarge | anivaL
Perception +12; low-light vision,
scent (imprecise) 60 feet
Skills Athletics +14, Stealth +10 (+14 in
icy or snowy areas), Survival +10
) Str +5, Dex +1, Con +5, Int -4, Wis +1, Cha -1
AC 22; Fort +14, Ref +10, Will +10
HP 73
Speed 35 feet, swim 15 feet
Melee *¥ jaws +15, Damage 2d8+7
piercing
Melee *¥ claw +15 (agile), Damage
2d6+7 slashing plus Grab
Sneak Attack The polar bear’s Strikes
deal an additional 1d6 precision
damage to flat-footed creatures.
Mauler The polar bear gains a +3
circumstance bonus to damage rolls
against creatures it has grabbed.




BEBILITH

While demons control much of the Abyss, even they are hunted in the wilder
regions of this horrific plane. The most notorious of these predators—though not
the deadliest—is the bebilith. These fiends resemble elephant-sized spiders with
glowing eyes, barbed chitin, and a fanged maw dripping caustic fluid.

Many demons and planar travelers have underestimated bebiliths’ devious
intellects, believing them to be little more than oversized vermin. Bebiliths take
advantage of this, ambushing foes with unexpected tactics. While they lash out
at any creatures they encounter, they take great pleasure in chewing on demonic
flesh. Qlippoth are the only creatures bebiliths never consume.

BEBILITH CREATURE 10

[ ce | wuge | seast | Fienn

Perception +21; darkvision, scent demons 60 feet, scent (imprecise) 30 feet

Languages Abyssal (can't speak any language); telepathy 100 feet

Skills Acrobatics +19, Athletics +23, Intimidation +21, Stealth +19

Str +7, Dex +3, Con +6, Int +3, Wis +5, Cha +5

Scent Demons A bebilith can smell demons as a precise sense.

AC 30; Fort +22, Ref +19, Will +19

HP 200; Weaknesses good 10

Attack of Opportunity 2

Speed 35 feet, climb 15 feet

Melee *¥ jaws +23 (magical, reach 10 feet), Damage 2d10+13 piercing plus
Abyssal rot

Melee *¥ claw +23 (agile, magical, reach 15 feet), Damage 2d8+13
slashing

Ranged *¥ web +23 (range increment 60 feet), Effect dimensional
tether

Divine Innate Spells DC 29; 7th plane shift (self only)

Abyssal Rot (disease, necromancy) The drained
condition from Abyssal rot is cumulative, to
a maximum of drained 4; Saving Throw DC
29 Fortitude; Maximum Duration 6 rounds;
Stage 1 3d6 negative damage (1 round);
Stage 2 3d6 negative damage and
drained 1 (1 round); Stage 3 3d6
negative damage and drained 2
(1 round)

Dimensional Tether A creature
hit by the bebilith's web Strike
is restrained and tethered to
the bebilith, preventing it from
moving further away from the
bebilith. The restrained creature
is also under the effects of a
dimensional anchor spell (DC 29)
with a duration that lasts as long as
the creature remains tethered. The
bebilith can have only one creature
tethered at a time. The DC to Escape
or Force Open the tether is 29. The
tether can be severed with a Strike
(AC 20, Hardness 2, HP 20); this ends
the dimensional anchor effect but does
not free the restrained creature.

Penetrating Strike Against demons, a bebilith's
Strikes count as cold iron and good.

ADAPTIVE HUNTERS

Though it doesn’'t happen often due
to their ability to shift planes, some
bebiliths find themselves trapped on
other planes either through magical
binding or subjugation to beings of
great power. While trapped away
from their favored prey, a bebilith's
hungers can shift. In such cases, the
creature’s penetrating strikes can
adapt—a bebilith trapped in Elysium,
for example, might become a hunter
of azatas, and its Penetrating Strike
would count as cold iron and evil
instead so that it could target
traditional azata weaknesses.

—
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BEHIR
W Y The behir is a massive, serpentine beast with never fewer than a dozen short
legs, each ending in three hooked talons. A behir can live to 80 years, but most
HATRED OF DRAGONS perish far younger to violence. Fully grown, a behir is 40 feet long and weighs
Some scholars have speculated 4,000 pounds.
that behirs are somehow related to
blue dragons, citing their reptilian BEHIR CREATURE 8
features, lightning breath, and ability | N | HueE |
to speak the Draconic language, Perception +17; darkvision
k but such scholars would do well Languages Draconic
to keep such opinions from behirs Skills Acrobatics +16, Athletics +19, Intimidation +18, Stealth +18, Survival +15
}: they encounter in the field. Nothing Str +7, Dex +4, Con +5, Int -2, Wis +3, Cha +4
: infuriates a behir faster than likening AC 27; Fort +19, Ref +16, Will +15
it to a dragon! HP 140; Immunities electricity
Speed 30 feet, climb 15 feet
Melee *® jaws +18 (reach 15 feet), Damage 2d12+10 piercing plus Grab
d Melee *® claw +18 (agile), Damage 2d6+10 slashing
£ Breath Weapon *¥® (electricity, evocation, primal) The behir breathes lightning that
1 deals 9d6 electricity damage in an 60-foot line (DC 27 basic Reflex save). It can't use

Breath Weapon again for 1d4 rounds.
Claw Storm *¥®?® The behir Strides up to its Speed, during which it can
walk on air as if it were solid ground, ascending or descending at
up to a 45-degree angle. It can make up to four claw
Strikes at any point during this movement,
each against a different target
within reach, and it deals an
extra 1d6 electricity damage
with each Strike. These attacks
count toward the behir's multiple
attack penalty, but the multiple
attack penalty doesn't increase until
after the behir makes all of its attacks.
If the behir moves half its Speed or less
during a Claw Storm, that movement doesn't
trigger reactions. The behir can't use Claw
Storm if it has a creature wrapped in its coils.
At the end of Claw Storm, it drifts downward up
to 60 feet to the ground, landing softly and taking
no damage from the fall. If it descends further
than 60 feet, it takes damage normally
from the remaining fall.
»  Constrict *¥ 2d6+7 bludgeoning,
DC 27
Swallow Whole <® (attack)
Large, 2d12+7 bludgeoning,
Rupture 21
Wrap in Coils ¥
Requirements The behir
has a creature either
restrained or grabbed in
its jaws; Effect The behir
moves the creature into its
coils, freeing its jaws. The
creature remains grabbed
and takes 1d6+6 slashing
damage. The behir’s coils can hold as many
creatures as will fit in its space.



BLINDHEIM

Inhabitants of damp, subterranean caves, blindheims resemble stubby humanoids
with oversized, frog-like heads and bulbous eyes. Their eyes emit a soft glow at all
times, but a blindheim can draw back the heavy membrane that normally covers
them to emit an intense light as bright as day. These simple creatures use their
lights to draw in or disorient prey, mostly small animals like lizards, rodents, or
fish. However, they might go after larger prey if trying to feed their young. When
they encounter creatures their own size or larger they retreat, flashing their eyes to
facilitate their escape if necessary. They often hunt in pairs or small packs. Using
their lights to coordinate from a distance, they slowly close in on the creatures
they hunt. One common hunting pattern involves one blindheim diving deep and
using its light to chase fish to the surface, while another up above snatches them
up and tosses them onto the land to eat later.

Blindheims make their nests in damp caverns, especially grottoes next to
underground lakes or bogs. An ideal nest rests in a cozy cavern with plenty of
fungus to eat, a few fish swimming in a lake, and the comforting drip of water
from the ceiling. Blindheims prefer to lead quiet and serene lives, and even when
first born they emit only the meekest of vocalizations. A blindheim is born shining,
and its parents cuddle over it to dim the light so as to avoid attracting predators.

It’s not just animals that endanger blindheims. Underground peoples find the
creatures useful and attempt to capture them for specialized purposes. Duergars
use them as “raid frogs,” placing heavy hoods over blindheims’ heads .
and revealing them suddenly during raids to blind their foes. They
sometimes send the creatures along with their slaves that lack
darkvision into the mines as a source of light. Drow use them for £
some of these same purposes, and some nobles have been known |
to treat the creatures as mere lanterns, having them hoisted to the
ceilings of their halls. Neither duergars nor drow take good care
of the captive creatures, so blindheims rarely last long in captivity.

BLINDHEIM CREATURE2 &

(N ] s | anva | :

Perception +9; darkvision

Skills Acrobatics +7, Athletics +6 (+9 to Leap or Swim), Stealth +7

Str +2, Dex +3, Con +3, Int -4, Wis +1, Cha -2

AC 18; Fort +9, Ref +9, Will +5

HP 27; Immunities blinded, light

Speed 25 feet, climb 15 feet, swim 15 feet

Melee *® jaws +10, Damage 1d12+2 piercing

Melee *¥ claw +11 (agile, finesse), Damage 1d8+2 slashing

Spotlight *¥ (concentrate, light) Bright light shines from
the blindheim’s eyes in a 30-foot emanation (also
creating dim light to 60 feet). Each creature
in the bright light when the blindheim
uses this action, or who enters it
while the light continues, must attempt ;
a DC 18 Fortitude save. It is then temporarily "
immune for 1 hour. This light remains until y
the blindheim dims its eyes by using this
action again.
Critical Success The creature is unaffected.  /
Success The creature is dazzled for /‘ 8

1 round. >
Failure The creature is blinded At = (
for 1d4 rounds. B~

Critical Failure The creature
is blinded for 1 hour.

SIGNAL LIGHTS

To communicate at a distance,
blindheims flash their eye lights in
specific patterns. This is instinctual,
not truly a language, and blindheims
are incapable of inventing new
signals. Some underground explorers
use lanterns to ape these signals.
Two Quick Flashes: Danger!

Long Pulse: All is safe.

Two Long Pulses: Captured food.
Very Long Pulse: Come here.

Rapid Strobing: Let's mate!
Intermittent Quick Flashes: Excited!
One Long Flash, then Darkness: Sad.

INTRODUCTION
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BLINK DOG SAGES

In every blink dog pack, the wisest
and most intelligent member of

the pack is chosen by the alpha to
act as the pack’s sage. The sage is
charged with maintaining the long-
running oral histories and tales of
the pack, to bind all packs together
in one story that spans centuries.
The sage often has a closer bond to
the mysteries and hidden paths of
magic than the average blink dog, a
result of their advanced years. They
counsel the alpha on all matters
pertaining to the stars, omens,
tactics, and even diplomacy.

BLINK DOG

At first glance, blink dogs seem to be little more than long-eared, bearded canines
with tawny coats. Yet their intelligent eyes and the blue nimbus of energy that
dances across their fur hint at not only the blink dog’s inherent intelligence, but
also of their connection to the occult energies and mysteries that hide beyond the
sight of the untrained eye. These honorable creatures are as intelligent as most
humanoids. They live and hunt in large packs, roaming forests, plains, and the
hidden places of the world in hunt for evil creatures—particularly those that dwell
in the depths of the Ethereal Plane.

Unless acting in concert with specific allies who have proven that their goals
are shared, blink dogs tend to avoid other creatures if at all possible. Their packs
are constantly on the move and hidden from those that would seek them out.
But in times of need, they have been known to come to the rescue of villages and
lost travelers. While they have no innate ability to travel to the Ethereal Plane for
extended periods of time, all blink dogs constantly shimmer and ripple between
the Material Plane and the Ethereal. They do their best to use their ability to blink
to snatch glimpses into the Ethereal Plane and keep track of potential threats that
might be building there, but in practice this tactic yields more of a constant stream
of hunches and estimations of Ethereal-based threats. Of course, to a blink dog,
this constant state of flux is as natural as breathing.

Pack leadership always falls to a pair—an elder blink dog (called
an alpha) who relies upon the valued guidance of a trusted
pack mate (the sage). Honor and tradition are keystones of
- blink dog society. They are fiercely loyal, defending
X the pack or creatures they befriend to the
death and maintaining oaths handed

¢ down from litter to litter. Though

. % different packs hold different traditions
and oaths, their connection through
J the tales and stories told among their

kind and the shared experience of the

movement of stars above weave all blink

dogs into an extended family, a great pack. Through

their myths and folklore, blink dogs have names for
celestial phenomena, note births under auspicious stars,
and read omens from unusual
These
celestial signs are woven into

stellar  conjunctions.
blink dogs’ lifeways; their names
contain a reference to the specific
constellation under which they were born, and a pack’s sage
watches the heavens for signs to help them decide when a pup is
old enough for their first hunt.

BLINK DOG
| uncommon | 16 | MeDiuM |
Perception +8; darkvision, scent (imprecise) 30 feet
Languages Sylvan
Skills Acrobatics +8, Stealth +8, Survival +8
Str +1, Dex +3, Con +2, Int +1, Wis +4, Cha +2
AC 18, Fort +8, Ref +10, Will +11
HP 30
Speed 35 feet
Melee ¥ jaws (agile, finesse) +11, Damage 1d6+3 piercing
Occult Innate Spells DC 18, 4th dimension door; Constant (4th) blink
Pack Attack The blink dog's Strikes deal an additional 1d4 damage to creatures within
the reach of at least two of the blink dog's allies.

CREATURE 2




BLODEUWEDD
The mysterious blodeuwedds dwell in those parts of the world where the @ INTRODUCTION
boundaries between the Material Plane and the First World have worn thin, or
around portals between the two planes. Their link with such regions of the natural BLODEUWEDDS AND NYMPHS
world is so strong that it rivals the bond shared between nymphs and places of | Nymphs often think of blodeuwedds
great natural beauty, yet none would look upon a blodeuwedd and mistake them as uncouth or too wild, while the
for something as elegant as a nymph. reverse holds true for blodeuwedds,

Although blodeuwedds share certain traits with nymphs, their role as guardians | who consider nymphs to be spoiled E-G
of the pathways between this world and the First World prevents them from and pampered “princesses” who
forming as powerful a magical bond with the natural world. Never truly a part | take the beautiful parts of the world H-K
of either reality yet forced to keep watch over both, blodeuwedds tend to grow in which they dwell for granted. It i
cynical and sharp-tongued toward any who would seek travel from one realm to speaks volumes to blodeuwedds’ 1
the other, regardless of their actual goals. strength of personality that they i L=N

don't let these bitter emations s

BLODEUWEDD CREATURE 6 control them. Very few of their kind ~ § 0-R
| uncommon | o | MeDium | drift into actual evil-yet likewise, ]
Perception +14; low-light vision very few of them display the ' S-T
Languages Aklo, Common, Sylvan; speak with plants kindness that nymphs do.
Skills Acrobatics +15, Diplomacy +15, Nature +13, Performance +15, ' U-z

Stealth +13 (+17 in grasslands), Survival +11
Str +4, Dex +5, Con +2, Int +3, Wis +2, Cha +5 APPENDIX

Items +1 sling

Allergen Aura (aura, primal) A blodeuwedd exudes a 30-foot
aura of pollen and irritating allergens. A non-plant living
creature that begins its turn in the aura must succeed at

~ .
a DC 22 Fortitude save or become sickened 2. A creature -m- }}}
Tl I
IS

RS LT

that succeeds at its save is then temporarily AR " o 33?
immune to the allergen aura for 24 hours. A /& f v

blodeuwedd can suppress this aura or activate f?
it again as a free action. 0‘ —

Wild Empathy The blodeuwedd can use Diplomacy (&4
to Make an Impression on and make very simple '
Requests of animals.

AC 24; Fort +12, Ref +17, Will +14

HP 105; Weaknesses cold iron 5

Speed 25 feet

Melee *¥ claw +14 (agile), Damage 2d8+7
slashing

Ranged ¥ sling +17 (propulsive, range increment 50 feet),
Damage 2d6+4 bludgeoning A

Primal Innate Spells DC 25; 4th hallucinatory terrain, modify A
memory, sleep; 3rd wall of thorns; 2nd entangle (x3); Cantrips (4th)
dancing lights, tanglefoot; Constant (4th) speak with plants

Change Shape *¥® (concentrate, polymorph, primal, transmutation) A
blodeuwedd can take on the appearance of a single unique humanoid or the
form of a prairie owl. When in humanoid form, the blodeuwedd loses its claw
attack. In owl form, its statistics change as follows: Size Small; Speed fly 60
feet; Melee *® talons +15, Damage 1d3+1.

A blodeuwedd can return to their normal form as a free action.

Living Footsteps Every Stride action taken by a blodeuwedd causes small plants,
grasses, and wildflowers to sprout from the ground, though they can suppress this
effect if they desire. In a region or terrain that wouldn't normally support
plant life, these plants thrive for 1 minute before withering away.

Nature’s Infusion *®® Frequency once per day; Effect While surrounded
by any field or fertile plain, a blodeuwedd can infuse themself with
borrowed life energy from nearby plants and nutrients in the ground. The blodeuwedd
gains 15 temporary Hit Points that last for 1 hour.
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BODAK
When a living, sentient humanoid is exposed to an extreme expression of

7 supernatural evil, the experience can irrevocably damn the victim, crushing their
BODAK CREATION mind and ripping out their soul in an appalling, unholy transformation that results

The rarity of the events that create in a creature that’s anathema to life—the bodak.
bodaks ensure that most of these The shreds of physicality that survive this absolute corruption serve only to
abominations were humanoids slain enhance the humanoid’s profoundly disturbing appearance. The bodak’s body
by another bodak’s gaze. Yet bodaks | is horrifically twisted, as though it’s locked in a convulsion of agony and terror.
can also be brought into being by Its desiccated and hairless flesh bears an otherworldly, pearlescent sheen, strung
a rare version of the create undead taut across a malformed skeleton that reduces its gait to a slow shamble. But
ritual. This horrific ritual emulates an most disturbing of all are its eyes, set in a
encounter of absolute, supernatural drooping, melted visage with scant remains of
evil, and so the spell must begin its former facial structure. These eyes, sunken
when the subject is alive and located deep into their sockets, nevertheless glow with an
on one of the evil Outer Planes. 4 unholy light, stare with unremitting malevolence,

and constantly weep noxious vapor.
Fragmented memories of a prior existence filtered
through a vengeful hatred of the living lead the bodak to
' f try to return to those places it once knew. If successful,
’ it assaults former friends, acquaintances, and loved
ones with its murderous gaze and an incomprehensible
torrent of gibberish laced with vile curses, accusations, and
threats—an assault that often leads to the victims rising as

newly formed bodaks themselves.

BODAK CREATURE 8
| uncommon | ce | meowm | unoesp |
Perception +17; darkvision, lifesense 60 feet

Languages Abyssal, Common

Skills Acrobatics +18, Athletics +15, Intimidation +19, Stealth +18

Str +3, Dex +4, Con +1, Int -2, Wis +5, Cha +5

AC 27; Fort +13, Ref +16, Will +19

HP 160, negative healing; Immunities death effects, disease, paralyzed,
poison, unconscious; Weaknesses good 10

Sunlight Vulnerability If exposed to direct sunlight, the bodak can't use

actions with the death trait and it becomes slowed 1. The slowed value
increases by 1each time the bodak ends its turn in sunlight. If the bodak
loses all its actions this way, it is destroyed.
Draining Glance 2 (aura, death, necromancy, occult, visual) Trigger A living
creature within 30 feet that the bodak can perceive with its lifesense
b starts its turn; Effect The target must attempt a DC 23 Fortitude save. If
it fails, the bodak regains 5 Hit Points and the target becomes drained 1.

Speed 20 feet

Melee ¥ fist +18 (agile, finesse), Damage 2d6+6 bludgeoning plus 1d6 negative

Bodak Spawn (necromancy, occult) Any humanoid who dies while drained or doomed by
a bodak rises as an autonomous bodak 24 hours after its death.

Death Gaze ¥ (death, necromancy, occult, visual) The bodak stares at a living creature
within 30 feet that it can sense with its lifesense. That creature must attempt a
DC 26 Fortitude save. If the target becomes drained, the bodak gains a number of
temporary Hit Points equal to 5 times the value of the drained condition the target
gained. Multiple exposures to this ability can increase a creature’s drained condition
to a maximum of 4. If the bodak is destroyed, any doomed condition a creature has
gained from Death Gaze are removed.

Critical Success The creature is unaffected.

Success The creature is drained 1.

Failure The creature is doomed 1 and drained 2.
Critical Failure The creature is doomed 1 and drained 4.

ary I\«
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BOG STRIDER (
The insectile bog striders call themselves seshes, but they take no offense at those " INTRODUCTION
who use the more common vernacular to refer to them. They resemble upright
water striders with four legs, two arms, and powerful mandibles. Bog striders TREMOR TAPPING
can move about on water like solid ground, chasing down prey or fleeing from Seshes can communicate with other
predators across the water. They rarely leave the swampy rivers and lakes they bog striders via wavesense by i D
call home. Bog striders stand 5 feet tall and weigh approximately 150 pounds. tapping at a water surface they're E
A bog strider’s diet consists almost entirely of meat, but they prefer to feed standing upon. Other creatures with & E-G
only on animals, as they consider the consumption of the flesh of any sapient wavesense can detect these tappings, !
creature a taboo. but understanding them is typically B H-K
In sesh society, each individual is expected to serve equally in all efforts to beyond non-seshes. A GM might i
ensure the society’s survival against the more aggressive creatures often found allow a character who has wavesense, |
in or near their swampland homes. In addition, each member of the community can speak Aquan, and spends a L=N
is expected to develop a skill that contributes to the community’s prosperity, significant amount of time living
and by extension, the continued survival of the species. Traditionally, female among bog striders to understand 0-R
bog striders are builders and artisans while males are hunters and gatherers, but tremor tapping or to communicate via
often such roles aren’t limited to a single gender, as every member of a small this unusual method. Sl

community pitches in to help as they can.

BOG STRIDER CREATURE 2

| uncommoN | N | mepium | asereation |

Perception +8; darkvision, wavesense 120 feet

Languages Aquan

Skills Athletics +8 (+10 to Leap while Water Striding or Swimming), Stealth +8,
Survival +8

Str +2, Dex +4, Con +2, Int +0, Wis +2, Cha +0

Items net, spear

Deep Breath A bog strider can hold their breath for
2 hours.

AC 18; Fort +8, Ref +10, Will +8

HP 30

Speed 25 feet, swim 20 feet

Melee *® spear +8, Damage 1d6+4 piercing

Melee *® mandibles +8 (agile), Damage 1d6+4 piercing

Ranged *® spear +10 (thrown 20 feet), Damage 1d6+3 piercing

Hurl Net *¥ Requirements The bog strider is holding a net in
two hands; Effect The bog strider hurls their net to hamper a
foe. They make a ranged Strike (with a +10 modifier) against
a Medium or smaller creature within 20 feet. On
a hit, the target is flat-footed and takes a
-10-foot circumstance penalty to its Speeds.
On a critical hit, the creature is instead
restrained. The DC to Escape the net is 16. A
creature adjacent to the target can Interact
with the net to remove it from the target.

Water Sprint *¥¥® The bog strider Strides
up to three times in a straight line across
smooth water. They can make a single
Strike against a creature at the end of
this movement.

Water Stride The bog strider can stand
and move on the surface of water
or other liquids without
falling through. The bog
strider can go underwater if
they wish, but they must
Swim to do so.
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BROWNIE
Brownies make their homes in the trunks of hollow trees, small earthy burrows,
e and even under porches or within the crawl spaces of farmhouses. Often attired in
BROWNIE BARGAINS clothes that appear to be made of plants or leaves, brownies wear belts lined with
As they are not a monolithic group pouches and tools. Whatever language they choose to speak is often is riddled
of fey and often have their own with odd pronunciations and colloquialisms. Their manner of speaking might
proclivities, it's sometimes hard to call upon turns of phrase that are decades or even centuries out of vogue, for
b predict what might attract a brownie example, or they might mix up their metaphors in strange ways. It almost seems
Ly or ensure their aid. One of the more as if brownies adopt these quirky ways of speaking intentionally—certainly they
[ &) commonly thought gifts is a saucer do not react favorably to corrections to their chatter. There’s often no swifter way
f of milk or cream, though brownies to annoy a brownie than to try to correct its grammar. Brownies stand barely 2
‘ seem to enjoy other edible treats. feet tall and weigh about 20 pounds.

: i Some farmers have reported success When facing danger, brownies rarely engage in combat, preferring instead to
¢ in leaving shiny but inconsequential confound and confuse their attackers in order to buy enough time for escape.
knickknacks like buttons, polished Content with honest toil and the love of their kin, brownies maintain a pacifist
and painted stones, smoothed glass, nature, harassing creatures only to run them off or punish them for an insult.
thimbles, or silver flatware. The Despite this nature, all brownies carry a blade. They refer to their swords with a
whims of some brownies shift, so hint of disgust, and jokingly call their blades their “final trick,” reserving their use

someone who wants to retain the for the direst of circumstances.
services of a brownie should vary Honest to a fault, brownies take freely but always repay their debt through
the gifts they leave for these elusive work or leave something behind as an offering. They may eat an apple from
fey creatures. a farmer’s orchard but harvest the entire tree as repayment. A brownie might
eat an entire pie left on a windowsill, only to straighten up the kitchen or wash
the dishes. A brownie can share a home with a family for years and years while
avoiding detection. A family that is aware of a brownie in their midst usually finds
this a beneficial relationship and leaves dishes of milk, pieces of fruit, trinkets, and
sometimes even wine as gifts. In exchange, the resident brownie keeps the home

clean, mends clothes, repairs tools, and shoos away vermin and small predators.
Bragging about having a brownie in the house is the best way to lose one.
Brownies distrust foxes and fear wolves, and they avoid farms with dogs.

BROWNIE CREATURE1
n
Perception +7; low-light vision
Languages Common, Elven, Gnomish, Sylvan
Skills Acrobatics +7, Crafting +5, Deception +6, Stealth +9
Str -2, Dex +4, Con +1, Int +2, Wis +4, Cha +3
Items shortsword
AC 16; Fort +4, Ref +9, Will +9
HP 25; Weaknesses cold iron 3
Speed 20 feet
Melee *® shortsword +7 (agile, finesse), Damage 1d6
Primal Innate Spells DC 17; 4th dimension door (self only); 3rd mending; 1st
ventriloguism; Cantrips (4th) dancing lights, prestidigitation
Baffling Bluff “®® (emotion, enchantment, mental, primal) The brownie’s
antics can confuse and disorient a creature. When the brownie uses
Baffling Bluff, it targets a single creature within 30 feet; that creature must
attempt a DC 17 Will save. The target is temporarily immune to Baffling Bluff
for 1 minute.
Critical Success The target is unaffected.
Success The target is fooled momentarily and is flat-footed against the
next melee Strike the brownie makes against it before the end of
the brownie's next turn.
Failure The target is confused for 1 round.
Critical Failure The target is confused for 1 minute. It can
attempt a new save at the end of each of its turns to end the
confused condition.




CALATHGAR

Calathgars are mysterious predatory plants that grow in the depths of the densest
frozen forests, realms where icicles rarely melt from snow-cloaked trees. A
calathgar’s blue flowers grow from 3 to 5 feet across (with specimens as wide
as 10 feet reported), while the plant itself stands just under 4 feet in height and
weighs up to 50 pounds when heavy with seeds.

Calathgars’ psyches are alien to most sapient creatures. They have little interest
in emotion, culture, or ambition, yet they have nearly flawless memories and can
share experiences with other calathgars by scent (perceptible to other creatures as
a vinegary odor that may reveal their presence) as easily as humanoids can pass on
information by speech. While calathgars themselves can’t speak, they can typically
be reasoned with—though like most protective parents, an incensed calathgar
defending its young is rarely in a mood to listen.

CALATHGAR

N swau | cow |

Perception +10; darkvision, scent 30 feet

Languages Sylvan (can't speak)

Skills Stealth +13, Survival +10

Str +2, Dex +5, Con +2, Int -2, Wis +2, Cha +2

AC 21; Fort +10, Ref +13, Will +10

HP 75; Immunities cold; Weaknesses fire 5, slashing 5

Cold Healing Calathgars are healed by cold. Anytime a calathgar would take cold
damage, it instead regains 1d6 Hit Points (regardless of the amount of damage the
cold effect would have caused). In severe cold or colder environments (Core Rulebook
518), calathgars gain fast healing 1.

Mold Mulch When a calathgar is reduced to O Hit Points, it immediately decays
and dies, transforming into a 5-foot patch of mold (or a 10-foot patch of mold
if it was killed by fire damage). This patch of mold persists for 1 minute,
during which time it deals 3d6 cold damage to any creature that begins its
turn in this area, or 1d6 cold damage to any creature that begins its turn
in an adjacent square. The mold patch decays away after an
hour, but it can be destroyed before then (treat each 5-foot
square as an object with Hardness 0, 10 Hit Points,
BT 5, immunity to cold, piercing,
and slashing damage;
the mold deals half its
regular cold damage once
it's broken).

Speed 20 feet, climb 20 feet

Melee ¥ flower +13 (finesse),
Damage 2d6+4 bludgeoning
plus 1d6 cold

Melee *® tendril +13 (agile,
finesse)) Damage 2d4+4
slashing plus 1d4 cold :

Seed Spray ‘¥ (cold, evocation, e
primal) The calathgar expels &
thorny, frozen seeds in a 15-foot
cone, dealing 1d6 piercing and
4d6 cold damage (DC 20 basic
Reflex save). In mild cold or colder
environments (Core Rulebook 518),
these seeds cling to living creatures
they strike, dealing 1d4 persistent
cold damage. The calathgar can't
use Seed Spray again for 1d4 rounds.

CREATURE 4

VENGEFUL FLOWERS

Calathgar cuttings are greatly desired
in warmer lands, yet horticulturalists
often fail to realize that calathgars
are sapient, mobhile, and vengeful
against those who prune their leaves
or take cuttings. These feral flowers
understand the speech of forest
denizens and often shift and move
their groves when they sense danger
approaching. They protect their
immature and immobile offspring,
and if they discover a garden of their
young has been despoiled, they track
down the perpetrators to unleash a
flurry of vengeance upon them.
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CALIGNI SLAYER TRINKETS

Slayers obsess over magical trinkets,
coveting them above all else.

They often have a consumable or

b permanent item of use in combat,
such as a scroll, wand, or talisman.
Unfortunately, their incessant
tinkering and fiddling often leaves
their treasures broken or depleted.

CALIGNI SLAYER

Caligni slayers possess greater occult talents than others of their kind. In most other
calignis, the power bartered from the long-lost demigods known as the Forsaken
merely burns within. But in caligni slayers, this power is a deep and terrible hunger.
Slayers embrace their evil impulses as a result, and they seek to feed on others with
their soul harvest ability to keep this supernatural hunger sated. Slayers denied
the opportunity to feed descend into paranoia and, eventually, murderous rage.
Delayed feeding improves but never fully restores their composure and patience.

Perhaps the greatest manifestation of a slayer’s hunger appears at the moment of
their death. Upon its last breath, a slayer collapses into itself in a violent, lightless
implosion, rather than the blinding eruption of other calignis’ deaths, consuming
the body itself in a final attempt at satiation.

Slayers view themselves as the cleverest and most gifted of the calignis. They seethe
with ill-concealed envy at the position of power caligni stalkers occupy (Pathfinder
Bestiary 51), ever scheming to displace them and claim that power for their own.
For their part, stalkers tolerate these machinations as an acceptable price for the
talents slayers contribute to an enclave. If necessary, any slayer who grows too
ambitious can become a brave sacrifice in battle, for the good of the enclave.
In physical stature, slayers fall between the willowy caligni dancers
and the diminutive creepers. Stalkers tower above most slayers—yet
another source of slayers’ envy and resentment.

CALIGNI SLAYER
| uncommon | ce | | cauon | Humanom |
Perception +8, greater darkvision
Languages Caligni, Undercommon
Skills Acrobatics +9, Arcana +10, Athletics +7, Occultism +10, Stealth +10
Str +1, Dex +4, Con +1, Int +2, Wis +0, Cha +2
Items black smear poison (2 doses; see below), kukri
Light Blindness
AC 19; Fort +9, Ref +12, Will +6
~ HP 45; death implosion
Death Implosion (sonic) When the caligni slayer dies, their body implodes
violently into nothingness, dealing 3d10 sonic damage to creatures
in a 10-foot burst. Each creature in the area must attempt a DC 20
Fortitude save. The slayer’s gear and treasure are unaffected by the
implosion and are left in a pile where they died.
Critical Success The creature is unaffected.
Success The creature takes half damage.
Failure The creature takes full damage and is deafened for 1 minute.
Critical Failure The creature takes double damage and is deafened for 24 hours.
Speed 25 feet
Melee *¥ kukri +11 (agile, finesse, trip), Damage 1d6+3 slashing plus black
smear poison
Occult Innate Spells DC 20, attack +12; 2nd darkness (at will), death knell,
phantom pain, spectral hand; Cantrips (2nd) chill touch, daze, detect

CREATURE 3

magic, shield
Black Smear Poison (poison) Saving Throw DC 16 Fortitude;
Maximum Duration 6 rounds; Stage 1 1d6 poison damage and
enfeebled 1 (1 round); Stage 2 As stage 1; Stage 3 1d6 poison
damage and enfeebled 2 (1 round). See Pathfinder Bestiary 51
for full details on this alchemical poison.

Call to Blood *¥® (enchantment, mental, occult) Each caligni within 30 feet
gains a +2 status bonus to attack rolls against flat-footed creatures.
This bonus lasts for 1 minute.

Soul Harvest (necromancy) The caligni slayer deals an additional 2d6
negative damage to flat-footed creatures.



CARBUNCLE

Never have legend and misinformation met upon a more inauspicious brow than
that of the lowly carbuncle. At first glance, carbuncles appear to be little more
than ungainly reptiles. What sets them apart is their strange magical abilities and
the gemstone-like horn protruding from between their goggling eyes. Although
rumors suggest various uses for carbuncle horns, ranging from miracle cure-alls to
potent magical components, the truth is much more mundane: a carbuncle’s horn
is merely a highly reflective growth, not unlike a fingernail.

CARBUNCLE

[ Rare | N | TNy ] BeasT |

Perception +7; darkvision

Languages carbuncle empathy 30 feet

Skills Stealth +3 (+7 in grass or undergrowth), Survival +6

Str -3, Dex +0, Con +3, Int -2, Wis +3, Cha +0

Carbuncle Empathy The carbuncle can telepathically send mild feelings and sensations
to nearby creatures. It can't use this ability to communicate in language or hinder a
target, but it might convey a feeling of dread or the scent of food cooking nearby.

AC 16; Fort +8, Ref +3, Will +6

HP 20

Easy to Influence Any mental spell can affect a carbuncle, regardless of creature type
limitations. Against a suggestion spell, a carbuncle always gets an outcome one degree
of success worse than it rolled on its saving throw.

Fatal Faker 2 (arcane, conjuration, teleportation) Trigger The carbuncle takes damage;
Effect The carbuncle feigns death by teleporting away and leaving a replica of
its corpse behind, creating a colorful flash of light and a croaking sound. The real
carbuncle transports to a clear space within 30 feet that it can see, and a hollow
shell remains behind. The fake body appears solid until it is touched, at which point
it crumbles to dust.

Speed 15 feet

Melee *¥ jaws +5 (finesse), Damage 1d6 piercing

Primal Innate Spells DC 18; 3rd levitate (at
will, self only); 1st jump (at will); Cantrips
(1st) daze

Specious Suggestion *¥¥ (enchantment,
incapacitation, mental) Frequency three
times per day; Effect The carbuncle
concentrates on a creature it can see and
tries to manipulate that creature. The
target must attempt a DC 18 Will save.
The target then becomes temporarily
immune for 24 hours.

Critical Success The attempt backfires
and bolsters the target's mind instead,
granting it a +1 status bonus to Will
saving throws for 1 hour.

Success The target briefly experiences an
unusual but harmless sensation like an
unexpected flavor or scent, an urge to eat
something strange, or an amusing half-forgotten memory.

Failure The target is compelled to spend all of its actions
on its next turn performing harmless, pointless, and
usually embarrassing actions.

Critical Failure As failure, but the compulsion
persists for 1 minute. The target can attempt
a new save at the end of its turn each round
to end the effect.

CREATURE1

i
|

CARBUNCLE CHATTER

“A lizard with an apple-sized
gem sticking out of its forehead?
Wishful thinking!”

“Carbuncles are real! | almost
caught one, but even though it
could barely walk, its magic allowed
it to escape my clutches.”

“Their mind control powers could
make them useful familiars, but if
you ever catch one, it dies of fright.”

“My advice is to stay away from
these pests. They drink your hopes
and aspirations through their horns,
leaving you empty except for bad
luck and bellyaches.”

“Planning a carbuncle hunt?
You'd better leave your self-respect
at home, and be ready to emerge
with fewer friends than you had at
the start!”

i
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CATOBLEPAS NESTS

A catoblepas den is an awful place
indeed—a filthy nest composed
of piles of decaying vegetation,

half-finished or half-digested meals

of decaying animals, never-quite-dry
banks of mud, and tangles of thorny
branches. Worse, the catoblepas’s
stink infuses such a site, imposing
the beast’s ungodly stench upon
those who would explore and search
within for treasure. A catoblepas
nest can retain its stink in this way
for up to a week after it's been
abandoned by its foul denizen.

CATOBLEPAS

The catoblepas is an aggressive beast at the best of times. Though it prefers swamps,
the catoblepas has been know to forage in plains and forests for short periods,
leaving behind hunting grounds tainted by its foul breath and noxious waste that
other predators and prey alike avoid for days or even weeks thereafter. The catoblepas
bullies those creatures it believes are a match for it, and eats everything weaker.

A catoblepas is 15 feet long and weighs 2,200 pounds.

CATOBLEPAS

ce | uaree | Beast |

Perception +22; darkvision

Languages Aklo

Skills Athletics +25, Intimidation +20, Stealth +22 (+24 in swamps), Survival +20

Str +7, Dex +4, Con +6, Int -2, Wis +4, Cha +2

Stench (aura, olfactory) 30 feet. A creature entering the aura or starting its turn in
the aura must succeed at a DC 30 Fortitude save or become sickened 1 (plus slowed
1 for as long as it's sickened on a critical failure). While within the aura, affected
creatures take a -2 circumstance penalty to saves against disease and to recover
from the sickened condition. A creature that succeeds at its save is temporarily
immune for 1 minute.

AC 33; Fort +24, Ref +20, Will +22

HP 215; Immunities disease, poison, olfactory

Ferocity @

Speed 35 feet, swim 20 feet

Melee ¥ jaws +25 (magical, reach 10 feet), Damage 3d10+13 piercing

Melee *® antler +25 (magical, reach 15 feet), Damage 3d12+13 piercing

Melee *® hoof +23 (magical), Damage 3d10+11 bludgeoning

Breath Weapon *¥® (necromancy, poison, primal) The catoblepas breathes a 60-foot
cone of horrid fumes, dealing 13d6 poison damage (DC 32 basic Fortitude save). The
area of this cone is reduced to 30 feet underwater. Targets that fail their saving throw

also become sickened 1 (sickened 2 on a critical failure). The catoblepas

< . can't use its Breath Weapon again for 1d4 rounds.

. Trample *¥¥® Medium or smaller, hoof, DC 32

CREATURE 12




CAVE FISHER

Cave fishers lurk in dark corners near the ceilings of caves and underground
structures, lying in wait for prey to approach. When it does, the cave fisher
excretes thin, tough, and very sticky filaments at its prey with lightning speed
to capture it.

A cave fisher eats just about any live prey smaller than itself, though anything
smaller than a rat isn’t much of a meal for it. When a cave fisher captures such
a creature, it often leaves the hapless animal entangled, using it as bait to attract
larger creatures. Because the adhesive on its filament doesn’t last long, the fisher
frequently needs to eat one filament and excrete a new one. The filaments are
translucent and can be hard to see when they’re still and in darkness.

Cave fishers hatch with the ability to excrete filaments, but they molt many
times before reaching their adult size of about 7 feet long and 400 pounds. They
often leave shed shells in conspicuous locations as decoys.

CAVE FISHER CREATURE 2

[ mepwm | awiva |

Perception +7; darkvision

Skills Athletics +10, Stealth +9

Str +4, Dex +3, Con +3, Int -5, Wis +1, Cha -3

AC 18; Fort +9, Ref +9, Will +7

HP 30

Speed 15 feet, climb 15 feet

Melee *¥ claw +10, Damage 1d10+6 slashing

Ranged *¥ filament +11 (range 60 feet), Effect sticky filament

Pull Filament *® The cave fisher pulls a creature grabbed by its filament toward itself,
even suspending the target vertically if necessary. The cave fisher attempts an
Athletics check against the creature’s Fortitude DC. On a success, the cave fisher
pulls the creature 15 feet closer to it (30 feet closer on a critical success).

Sticky Filament Any creature hit by the cave fisher's sticky filament is grabbed.
The cave fisher can move while it has a creature grabbed with its filament, but it
automatically releases the creature if the cave fisher moves beyond the filament's
60-foot length. The cave fisher can use only one filament at a time, and it can
sever the filament and release any creature grabbed by it as a free action. The
filament can be severed by a Strike that deals at least 10 slashing damage to it.
This doesn't deal any damage to the cave fisher itself. The filament has AC 17, and
its Escape DC is 19.

FISHER FILAMENTS

A cave fisher can rapidly produce

a cord from a gland at the back of

its throat. This filament resembles

a semi-transparent silk rope and is
coated with an adhesive that traps
prey that comes in contact with it.
When reeling in its prey, the cave
fisher consumes the filament as well,
slurping it up like a noodle.

A severed filament can be
harvested for use as rope. The
adhesive dries after about 10
minutes. A harvested filament gland
can't produce new filaments, but
it can be used as 25 gp worth of
raw materials for creating potent
adhesives, such as sovereign glue.
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CENTIPEDE

Centipedes are flesh-eating myriapods that skitter with great speed through

st tunnels, forests, and similar densely packed terrain. Many are small predators,
MASSIVE MYRIAPODS but others are titanic terrors that devour everything in their path.

All centipedes prefer to eat carrion,

gathering in numbers around GIANT WHIPTAIL CENTIPEDE

large corpses or battlefields and | Whiptail centipedes are sleek and swift tunnel predators.
A jealously guarding their troves of
' flesh from any who would disturb GIANT WHIPTAIL CENTIPEDE CREATURE 3

them. Monstrous centipedes are | [F T TN

} also aggressive hunters and are Perception +9; darkvision
i particularly fond of devouring Skills Acrobatics +8, Athletics +10, Stealth +8
! % horses and similar creatures, often Str +4, Dex +2, Con +4, Int -5, Wis +2, Cha -4
E &
1

snatching a mount right out from AC 19; Fort +11, Ref +9, Will +7
under its rider. They are unusually HP 45
stealthy for creatures of their size, Attack of Opportunity = Tail only.
making their swift strikes all the Speed 30 feet, climb 30 feet
more frightening. Melee *® mandibles +11 (reach 10 feet), Damage 1d10+6 piercing plus whiptail
centipede venom
Melee ¥ tail +11 (agile, reach 15 feet), Damage 1d6+6 bludgeoning plus Knockdown
Undulate *¥ The giant whiptail centipede Strides **or Steps. During this movement, it
can pass through spaces as narrow as 5 feet without Squeezing.
S Whiptail Centipede Venom (poison); Saving Throw DC 19 Fortitude; Maximum
L = Duration 6 rounds; Stage 1 1d10 poison damage and clumsy 1 (1 round);
A 4

Stage 2 2d10 poison damage and clumsy 1 (1 round); Stage 3 2d10 poison
damage and clumsy 2 (1 round)

TITAN CENTIPEDE
| These colossal, solitary centipedes claim vast hunting grounds.
TITAN CENTIPEDE CREATURE 9

] caraantuan | simaL

Perception +18; darkvision
= Skills Acrobatics +16, Athletics +21
’ Str +8, Dex +1, Con +5, Int -5, Wis +5, Cha -4
AC 28; Fort +20, Ref +16, Will +18
HP 155
Speed 50 feet, climb 50 feet
Melee *® mandibles +21 (reach 20 feet), Damage 2d10+12 piercing plus

P titan centipede venom
- \\\

o Melee *¥ foot +19, Damage 2d8+10 bludgeoning

f Impaling Critical When a titan centipede scores a critical hit with its
- i / 4

mandibles, the target is painfully pierced with barbed spines and bristles,
.'/ A'\A
.“ -
o \ ' J

taking 1d6 persistent bleed damage and becoming flat-footed as long as
the bleed damage continues.
Titan Centipede Venom (poison); Saving Throw DC 28
Fortitude; Maximum Duration 6 rounds; Stage 1 2d6
» poison damage and clumsy 2 (1 round); Stage 2 2d8
J Y poison damage, clumsy 2, and slowed 1 (1 round);
\ Stage 3 2d10 poison damage, clumsy 2, and
\ slowed 2 (1 round)
O,  Trample ¥¥> Huge or smaller, foot, DC 28
Undulate *® The titan centipede
Strides up to its Speed or Steps.
During this movement, it can
pass through spaces as narrow as
10 feet without Squeezing.



CHOKER

With long, cartilaginous limbs and gray skin, chokers easily hide in stony alcoves,

\<® INTROUCTION

rocky fissures, and darkened staircases to ambush their prey. The strange little S
aberrations prefer to pick off weak and solitary creatures, especially those that CHOKER TRINKETS
wander off from their packs or communities. A choker’s long, spongy arms are | A choker’s nest is small and confined,

flexible but deceptively strong. The fingers can tighten rapidly and are ridged with | as the choker prefers. It doesn't tidy
spiky, tooth-like structures that provide an incredible grip. A choker typically | its nest, so everything from animal

strangles its prey to death, then drags the body off or dismembers it using crude bones to valuable treasures might E-G
tools if the body is too big to carry. If confronted or outnumbered, a choker be within, compacted into one mass.
tries to escape, often compressing into a tight passage to get away. Chokers that A choker in the wilderness might H-K
encounter humanoids exhibit intense curiosity about their culture, society, and the have a few remnants of society taken ]i
products of art and industry. This interest isn’t very deep—it just results in chokers from victims who wandered through. |
that like killing people and collecting any of their items that seem sophisticated, These remnants can include candles, | L=N
such as jewelry, nice clothing, or written texts. maps, or animal traps. Chokers in ¢

Chokers sometimes gather in settlements, usually sticking to slums or abandoned cities have stolen goods appropriate i 0-R
structures. These chokers stalk at night, flopping across rooftops, tapping at | to their location: books and scrolls if
windows, and scuttling through sewers, gutters, and chimneys to get at prey. An a library or wizard's college is nearby, S-T
urban choker that finds prey early on its hunt—a wandering pet, a person who | steins and pillows near a tavern, or
is out alone—might spend the rest of the night indulging its curiosity about the | fishhooks and shipping manifests near = u-z
products of society. A curious choker might abscond with all sorts of odd items, adock, for example. Chokers almost |
from tavern signs to library books to roof tiles. A choker usually pilfers only one never have edible or drinkable items, ‘ APPENDIX
item at a time, but as its collection grows, it might need to find a larger nest to as they prefer to consume these 3
accommodate its collection, then move its pieces one by one to the new home. “delicacies” themselves—even magical |

—me

potions and alchemical items.

CHOKER CREATURE 2

[CE | svaiL | ageRraTION |

Perception +7; darkvision

Languages Aklo, Undercommon

Skills Athletics +9 (+11 to Grapple), Stealth +9

Str +3, Dex +3, Con +1, Int -3, Wis +1, Cha -2

AC 18; Fort +7, Ref +10, Will +7

HP 28

Yank 2 (manipulate) Trigger An enemy targets the choker with an attack; Effect The
choker tries to pull a creature it has grabbed or restrained into the path of the attack.
The choker attempts an Athletics check, including its bonus to Grapple. If it succeeds
against the grabbed or restrained creature’s Fortitude DC, the choker redirects the
attack to that creature, and the attacker compares its attack roll result against
the new target's AC.

The choker must move the creature into a space adjacent to itself. The
creature must also be moved within the attacker’s reach against a /
melee attack or into a space between itself and the attacker '
against a ranged attack. The choker can't use this ability
to make the attacker target itself, even if it's grabbing or ‘ '

'

restraining the attacker.

Speed 20 feet, climb 15 feet

Melee *¥ arm +11 (reach 10 feet), Damage 1d6+3 bludgeoning
plus strangling fingers

Constrict *¥ 1d6+3 bludgeoning, DC 19

Hidden Movement If the choker starts its turn hidden from or
undetected by a creature, that creature is flat-footed against
the choker’s attacks until the end of the turn.

Strangling Fingers Any creature hit by a choker’s arm
Strike is automatically grabbed, and the choker
begins to strangle the target. The creature is
suffocating and can't speak as long as it's strangled.
This prevents it from casting spells with a verbal component or
activating items with a command component.




WINGED CHUPACABRAS

Some chupacabras are mutants
with large reptilian wings and have
been known to carry off goats or
even children. A winged chupacabra
- has a fly Speed of 50 feet. Other
& chupacabras grow much larger, up to
}, Medium sized, and can stand eye to
é eye with a full-grown human. These
il chupacabras have elite adjustments
% to their statistics and deal 2d6+5

’ damage with their jaws Strikes.

DER) BESTIARY 2

CHUPACABRA

These notorious predators have an undeniable thirst for blood. Chupacabras
prefer to prey upon the weak and slow, often hiding in wait and watching
potential prey for long periods before attacking. Spry and stealthy, they most
often make their homes in areas of high grass and protective rock, their slightly
reflective scales allowing them to blend in well with such surroundings.

Chupacabras prefer to eat lone travelers and farm animals (particularly goats),
and leave little evidence of their presence apart from the grisly, blood-drained
husks of their meals. Their tendency to stay out of sight combined with their
naturally nocturnal activity often leads superstitious locals to conclude the
worst, imagining that a particularly reckless vampire lives in the area.

A typical chupacabra measures nearly 5-1/2 feet from its muzzle to the tip
of its spiny tail, and it stands just under 4 feet tall. With their slight build and
lightweight bones, most weigh close to 100 pounds. They mate rarely and only
during the hottest months, with the females each producing a single egg that
hatches into a tiny, dehydrated creature. The mother typically leaves helpless
prey in her cave so the hatchling can immediately feed.

Although chupacabras are typically solitary creatures, they have been known
to form small gangs in bountiful areas. Members of these groups work well
together, growing bold enough to attack larger animals, small herds, and
otherwise more dangerous prey. Stories of chupacabras attacking travelers
or laying siege to farmhouses typically stem from the hunting practices of
such gangs. Regions where chupacabra activity like this is more common
often have complex and colorful myths and tall tales about chupacabra
capabilities or motive—and a few of the claims, such as that some

chupacabras can fly, are all too true.

CHUPACABRA
LN | smaw | gens |
Perception +9; darkvision
Languages Aklo (can't speak any language)
Skills Acrobatics +9 (+11 to Leap), Stealth +9 (+11 in
undergrowth or rocky areas)
Str +3, Dex +4, Con +2, Int -3, Wis +2, Cha -2
AC 20; Fort +9, Ref +11, Will +7
_ HP 45
i Speed 25 feet
-~ Melee *¥ jaws +11 (finesse), Damage 1d10+5
piercing plus Grab
Melee *¥ claw +11 (agile, finesse), Damage
1d6+5 slashing
Chupar *¥ Requirements The chupacabra has
a creature grabbed; Effect The chupacabra
sucks blood from the grabbed creature. The
chupacabra gains the quickened condition
for 1 minute and can use the extra action
only for Strike and Stride actions. A
chupacabra can't use Chupar again while
it is quickened in this way. A creature that
has its blood drained by a chupacabra is
drained 1 until it receives healing (of any
kind or amount).
Pounce *® The chupacabra Strides and
makes a Strike at the end of that
movement. If the chupacabra began
this action hidden, it remains hidden
until after this ability’s Strike.

CREATURE 3




COCKROACH
Generally seen more as a nuisance than a personal danger, cockroaches inhabit
most reaches of the world. They are scavengers who live off the detritus of
the natural world and from those that inhabit it. These maligned insects can COCKROACH SPECIES
survive weeks without eating, and most of their meals consist of organic Beyond the common giant cockroach,
waste that would otherwise overwhelm an ecosystem, particularly in their | other flesh-eating cockroaches
preferred urban environments. Though a typical cockroach presents virtually exist throughout the world. These
no threat, they can become dangerous in large groups, and some species grow | variations include the giant hissing E-G
particularly large. cockroach, the noxious venomroach,
the huge spitting cockroach (which H-K
GIANT COCKROACH can incapacitate enemies from a
Cockroaches are communal creatures, rarely setting out on their own unless distance), the aggressive sawback
they are searching for food. If an adventurer encounters a single giant cockroach cockroach, and the mysterious and i L-N
while exploring, they had best take precautions against others, as there is likely rare dragonroach. 5
an entire colony nearby. g 0-R
v
GIANT COCKROACH CREATURE1 ) S-T
N _
Perception +6; darkvision, scent (imprecise) 60 feet . u-z
Skills Acrobatics +6, Stealth +8 ‘
Str +1, Dex +3, Con +1, Int -5, Wis +1, Cha -1 ﬁ APPENDIX
AC 16; Fort +6, Ref +8, Will +4 3
HP 20 F
Scurry  Trigger The giant cockroach is targeted by a melee attack; Effect The giant
cockroach gains a +2 circumstance bonus to AC against the triggering attack. After E
the attack resolves, the cockroach Strides, Climbs, or Flies up to 10 feet.
Speed 25 feet, climb 25 feet, fly 15 feet t
Melee *® mandibles +8 (agile, finesse), Damage 1d6+1 piercing i

COCKROACH SWARM AN

While cockroaches tend to gather in cramped spaces, a o

disturbed colony is sometimes prone to swarming,
where hundreds or even thousands of the
insects scurry out of their hiding places in
a raft of shiny brown and black carapaces
on thousands of skittering legs. Given how
disgusting many find cockroaches to be,
encountering such a swarm can be alarming
to even the most seasoned adventurers. The
creatures are relentless when disturbed; in contrast

to the insects’ normally skittish and harmless nature,
as swarms they pursue the creature or creatures
that provoked them and harry them with
thousands of stinging bites.

COCKROACH SWARM CREATURE 2

N | swarM |

Perception +6; darkvision, scent
(imprecise) 60 feet

Skills Acrobatics +8, Stealth +8

Str +2, Dex +4, Con +3, Int -5, Wis +0, Cha -4

AC 18; Fort +9, Ref +10, Will +6

HP 20; Immunities precision, swarm mind; Weaknesses area damage 5,
splash damage 5; Resistances bludgeoning 2, piercing 5, slashing 5

Speed 20 feet, climb 20 feet, fly 15 feet

Swarming Bites *¥» Each enemy in the swarm’s space takes 1d8
piercing damage (DC 18 basic Reflex save).

-
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@ COUATL, QUETZ

These sacred feathered serpents tirelessly serve the powers of law and good. Some
operate directly as messengers and intermediaries of the deities, while others
OTHER COUATLS operate independently in aiding the cause of righteousness. Either way, they watch

The quetz couatl presented here is over mortals and try to influence and aid them from the shadows, shifting from

the most common of its kind, and | plane to plane to spread wisdom and healing where they are needed. Some quetz

while most adventurers and scholars | couatls are worshipped as divinities in remote or isolated societies, and while they

f? refer to them simply as “couatls,” do not encourage such veneration, they use the trust placed in them to foster peace
-~ other kinds exist as well, such as and cooperation with others.

i & the fierce xiuh couatl, the nomadic Quetz couatls are typically 10 to 20 feet long, with iridescent blue and green

s auwaz couatl, the wise mix couatl, scales. Their glorious wings of rainbow-hued feathers span 15 feet and weigh

2" the nurturing chicome couatl, and nearly a ton. They are carnivorous, feeding on birds, mammals, and even the

the furious tletli couatl. occasional evil humanoid.
QUETZ COUATL CREATURE 10

L oncouvon | 16§ uarce § seast | couar |

Perception +21; darkvision, detect alignment
Languages Celestial, Common, Draconic;
telepathy 100 feet
Skills Acrobatics +16, Arcana +19, Diplomacy
+22, Nature +22, Occultism +19, Religion
+22, Survival +16
Str +7,Dex +3, Con +5, Int +6, Wis +5, Cha +5
AC 30; Fort +19, Ref +19, Will +21
HP 175
Speed 15 feet, fly 50 feet
Melee *® jaws +23 (magical), Damage 2d10+13
piercing plus quetz couatl venom and Grab
Divine Innate Spells DC 29; 7th ethereal jaunt (at
will), plane shift (self only); 5th breath of life, divine
wrath; 4th charm, gaseous form; 3rd mind reading
: (at will); 2nd invisibility (self only, at will); Cantrips
S ' (5th) disrupt undead, light, mage hand; Constant (5th)
' detect alignment (all alignments simultaneously)
Greater Constrict *¥ 2d10+7 bludgeoning, DC 29
Quetz Couatl Venom (poison) A quetz couatl’s venom deals good
damage rather than poison damage to fiends; Saving Throw DC 29
Fortitude; Maximum Duration 6 rounds; Stage 1 2d6 poison damage and
enfeebled 1 (1 round); Stage 2 2d8 poison damage, enfeebled 1, and
flat-footed (1 round); Stage 3 2d10 poison damage, enfeebled 2, and
flat-footed (1 round)
Radiant Wings *¥® (divine, enchantment, incapacitation,
mental, visual) The quetz couatl spreads its multicolored
wings and radiant plumage. Each enemy within 30 feet
must attempt a DC 29 Will save.
Critical Success The creature is unaffected and is temporarily
immune to Radiant Wings for 24 hours.
Success The creature is dazzled for 1 round.
Failure The creature is dazzled for 1 minute.
Critical Failure As failure, but if the creature is evil, it is also
stunned 3.
Wrap in Coils *® Requirements The quetz couat! has a
Medium or smaller creature grabbed or restrained in
- its jaws; Effect The quetz couatl moves the creature
_4/ into its coils, freeing its fangs to make attacks, then uses
— Greater Constrict against the creature. The quetz couatl
can hold as many creatures in its coils as will fit in its space.




CRAB
Crabs are scavenging crustaceans known for their hard shells and iconic sideways
gait. They use their claws to defend themselves, hunt, and fight other crabs for

territory. When confronted with threats from outside their species, most crabs | CRAB SPECIES

prefer to flee, but when retreat isn’t possible, they clamp on to their foes as tightly | Crabs can be found along all of the
as they can. world’s coastlines, from relatively

The statistics presented here represent giant crabs that live close to the water’s small creatures like the king crab or
surface. Crabs that live deeper underwater often exhibit more extreme adaptations | the coconut crab, to truly oversized E-G
to their environment. Crabs who live in the depths where little light reaches gain | monsters like the great reef crab,
darkvision and cold resistance, and those adapted to the most hostile reaches of shark-eating crab, or the lumbering HK
the deep sea can detect nearby creatures through subtle shifts in ocean currents. shipwrecker crab.

These skittering creatures are prized for their delicious meat, but their size
makes them dangerous targets for harvesting. i L-N

[ ]

GIANT CRAB CREATURE 2 g 0-R
o d weowm | v | aguaic "
Perception +8; darkvision ¢ S-T

Skills Acrobatics +7, Athletics +8, Stealth +7
Str +4, Dex +3, Con +1, Int -4, Wis +2, Cha -3 ! U-Z
AC 19; Fort +7, Ref +9, Will +8

HP 24; Resistances physical 3 (except bludgeoning)

Vulnerable to Prone If a creature critically succeeds on a check to Trip the giant crab, the
crab is flipped over onto its back in addition to the usual effects. A giant crab that is
flipped onto its back has a particularly hard time defending itself; instead of taking the
normal -2 circumstance penalty to AC for being flat-footed, it takes a -4 circumstance
penalty to AC.

Scuttle D Trigger A creature that the giant crab can see targets the crab with an attack;
Effect The giant crab scuttles to the side and gains a +2 circumstance bonus to AC k
against the triggering attack. After the attack resolves, the crab can Stride up to its
speed in a straight line as part of the reaction.

Speed 25 feet, swim 15 feet =

Melee *® claw +10, Damage 1d10+4 slashing plus Grab ‘,':gﬁas‘

Constrict *¥ 1d6+4 bludgeoning, DC 18 L
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CRAWLING HAND ORIGINS

A popular tale among necromancers
tells of an ancient wizard who
trafficked in evil magic. During a
summoning ritual gone wrong, the
wizard's hand became possessed
and later strangled them while they
slept. The hand dragged the corpse
across the wizard's rooms to their
workbench, propped up a knife in a
vise, and severed itself from the rest
of the body. According to the story,
the hand went on to commit several
more murders and disappeared into
the sewers of a major metropolis,
never to be seen again. Some
necromancers believe that this
original crawling hand still creeps
through the shadows of that city,
killing as it pleases.

CRAWLING HAND

Typically, crawling hands are formed when severed appendages are endowed with
a crude sentience by evil necromantic energies that turn them into tireless killers.
Yet crawling hands can also arise spontaneously, usually when a creature loses an
appendage in a place rife with necromantic energy or with a connection to the
Negative Energy Plane.

CRAWLING HAND

A crawling hand formed from the appendage of a Medium creature is quick and
agile, skittering in the shadows until it can strike its prey.

CRAWLING HAND

 NE [ UNDEAD

Perception +5; lifesense 30 feet, tremorsense (imprecise) 30 feet

Skills Athletics +5, Stealth +6, Survival +2

Languages Common (can't speak any language)

Str +1, Dex +3, Con +0, Int -4, Wis +0, Cha +0

AC 12; Fort +2, Ref +5, Will +2

HP 8, negative healing; Immunities death effects, disease, paralyzed, poison,
unconscious, visual

Speed 30 feet, climb 30 feet

Melee *® claw +7 (agile, finesse), Damage 1d4+1 slashing plus Grab

Grip Throat A Medium or smaller creature that is grabbed by the crawling hand has difficulty
speaking and must spend an extra action to perform any action with the verbal trait.

Mark Quarry A crawling hand can be assigned a quarry by anointing the hand with a
drop of the intended quarry’s blood. If the hand ever has no quarry, it automatically
gains the next creature it damages as its quarry. The hand gains a +1 circumstance
bonus to Perception checks when it Seeks its quarry, to Survival checks when it
Tracks its quarry, and damage rolls when it Strikes its quarry.

CREATURE -1

GIANT CRAWLING HAND
A giant crawling hand is the appendage of a very large creature, such as a giant.
GIANT CRAWLING HAND CREATURE S

Perception +12; lifesense 30 feet, tremorsense (imprecise) 30 feet
Skills Athletics +13, Stealth +11, Survival +12
Languages Common (can't speak any language)
Str +4, Dex +2, Con +4, Int -4, Wis +3, Cha +0
AC 22; Fort +13, Ref +11, Will +10
HP 75, negative healing; Immunities death effects, disease, paralyzed, poison,
unconscious, visual
Pus Burst  Trigger The giant crawling hand takes piercing or slashing damage; Effect
A random creature adjacent to the giant crawling hand is sprayed with vile pus that
deals 4d6 negative damage. The affected creature must attempt a DC 21 Reflex save.
Critical Success The creature takes no damage.
Success The creature takes half damage
and becomes sickened 1.
Failure The creature takes
full damage and becomes
sickened 2.
Critical Failure The creature takes double
damage and becomes sickened 3.
Speed 20 feet
Melee *¥ claw +15, Damage 2d6+7 slashing
plus Grab
Mark Quarry As crawling hand.




CULDEWEN

Perpetually cursed to hunger and failure, a culdewen plies waterways in search of gy INTRODUCTION

appealing fish to catch—the bigger the better. Of course, this diminutive, emaciated i

fey calls every living creature a “fish.” Only other fey are exempt, and they tend THE CURSE OF CRAWLEY JACK

to consider culdewens lost causes. A culdewen can never find satisfaction. Each The damnable curse of the culdewen

time they catch a fish, a magical curse forces them to hunt for an appealing spot | traces back to the First World, when

to dine—an island, cove, or abandoned dock or shack where they can eat in peace. a bitter old culdewen named Crawley

By the time they arrive, their catch will be gone. Every time. Forever. Jack poached a fish from the pool E-G
A foul mood hovers over a culdewen, causing them to swear colorfully, smack of a powerful fey noble. Short of

things with their oar, and shake their tiny fists at the sky. Conversation with a temper and feeling vindictive, the H-K

culdewen is fruitless, as they talk in circles, speaking only of fishing and the weather. noble doomed Crawley Jack's people |i,

Capturing a “fish” gives a culdewen a rare moment of happiness; the culdewen to never consume another fish again. |

capers and ululates, pleased with their catch, and rushes off to their boat. Yet their desire to eat fish never L-N

diminished. The curse’'s punishment '

CULDEWEN CREATURE?7 is exacted in endless creative ways. i 0-R

[ ce | smaw | awpuiBious | A culdewen’s catch might be rescued

Perception +15, low-light vision by merfolk, stolen by skum, eaten ' S-T

Languages Aquan, Common, Sylvan by nipping sharks, or carried away

Skills Athletics +16, Deception +16, Intimidation +14, Nature +12, Sailing Lore +14, on a piece of driftwood when the U-z
Stealth +15, Survival +16 culdewen’s boat is destroyed in a ;

Str +4, Dex +5, Con +1, Int -1, Wis +2, Cha +4 storm or shipwreck. APPENDIX

Items fish hook, oar (functions as mace) 3

Culdewen’s Curse (curse, enchantment, primal) A culdewen that captures a creature is
compelled to immediately retreat to a secluded place to eat, typically journeying by
boat. The travel to the secluded place always takes at least 1 day. Their captive is cursed AR
to vanish on the journey—typically being lost in the water or consumed by aquatic '. ~. f\f
creatures—and can be recovered only by a wish spell or similarly powerful magic. X

AC 25; Fort +14, Ref +18, Will +13; -2 status to all saves vs. curses

HP 105; Weaknesses cold iron 5

Speed 40 feet, swim 40 feet

Melee *¥ fish hook +17 (trip), Damage 2d10+7 piercing
plus hooked

Melee *¥ oar +17 (shove), Damage 2d6+7 bludgeoning

Ranged *¥ fish hook +18 (thrown 30 feet), Damage
2d10+7 piercing plus hooked

Hooked A creature struck by the culdewen’s fish hook is
skewered, taking 1d4 persistent bleed damage as long as
the hook remains stuck in it. The fish hook can be removed
only if a creature spends an Interact action and succeeds at a
DC 25 Athletics check to pull it free.

Land the Fish *® Requirements A creature is hooked by the
culdewen'’s fish hook and adjacent to the culdewen; Effect The
culdewen hoists the creature over their shoulder, as though it
weighs no more than a fish. Unless the creature is unable to
act, the culdewen must attempt an Athletics check against the
creature’s Fortitude DC. On a success, the creature is restrained by the culdewen.
While hoisting a creature, the culdewen gains a +20-foot status bonus to their
Speeds and is compelled to escape with it (see culdewen'’s curse above).

Reel In ¥ (manipulate) The culdewen pulls the rope attached to their hook. If they
have no creature hooked, the fish hook returns to the culdewen’s hand. If a creature
is hooked, the culdewen attempts an Athletics check against the creature’s Fortitude
DC, pulling it up to 30 feet closer on a success (60 feet on a critical success).

Swear *¥ (auditory, curse, enchantment, primal) The culdewen
unleashes a string of invectives. Each creature that hears them —
must attempt a DC 25 Will save, with the effects of mariner’s
curse and is then temporarily immune for 24 hours. Even on
a failed save, the curse ends automatically after 1 day.

AT,



ABADDON

Daemons hail from Abaddon, a plane
of pure evil for only the most corrupt
souls. If Hell is a realm of torture
and systematic depravity, Abaddon
- is its twisted cousin—a place where
& one can find only misery and
}{ despair in ample quantities, with
i neither the strictures of Hell nor
il the chaotic freedom of the Abyss.
% For evildoers who seek simply to
inflict their wickedness on others,
Abaddon is a rich hunting ground
where one can revel in turpitude,
though visitors be forewarned: the
competition is fierce.

DATHFINDER) BESTIARY 2 3

DAEMON

Daemons form from the most despicable souls and personify forms of death.

PISCODAEMON [VENOM DAEMON]

Scions of death by poisoning, piscodaemons are cruel even by daemonic standards,
delighting in slow and painful suffering. To a piscodaemon, death is but the icing on
a putrescent cake—its true pleasure comes from watching, hearing, smelling, and
even tasting raw anguish. While poisons and venoms are piscodaemons’ preferred
tools, their cruel claws are more than capable of tearing enemies asunder if necessary.

Piscodaemons dwell in fetid swamps and noxious waterways, including the River
Styx, the Bile Sluice, and the Drowning Court of Charon, Horseman of Death. They
are often accompanied by cadres of hydrodaemons—representations of death by
drowning. While they are cunning commanders, piscodaemons are apt to forget
their station in the heat of battle and slice their way to the center of the fray.

PISCODAEMON CREATURE 10
(N | mepium | veisious | oaevon | Fien
Perception +19; darkvision, see invisibility
Languages Common, Daemonic; telepathy 100 feet
Skills Athletics +22, Intimidation +19, Medicine +17, Stealth +22, Survival +19
Str +6, Dex +4, Con +6, Int +2, Wis +3, Cha +3
AC 28; Fort +22, Ref +16, Will +19; +1 status to all saves vs. magic
HP 200; Immunities death effects, poison; Weaknesses good 10
Attack of Opportunity 2
Enhance Venom 2 (divine, misfortune, necromancy, poison)
Trigger A creature within 30 feet attempts a saving
throw against piscovenom; Effect The creature takes
an additional 2d8 poison damage even if it succeeds
at its save.
Speed 25 feet, swim 40 feet
Melee *¥ claw +23 (evil, magical) Damage 2d10+12
slashing plus 1d6 evil and Grab
Melee *¥ tentacle +23 (agile, evil, magical), Damage
2d6+12 bludgeoning plus 1d6 evil and piscovenom
Divine Innate Spells DC 29; 5th dimension door; 4th
dimension door (at will), stinking cloud (x3); 1st detect
alignment (at will; good only), detect poison (at will);
Constant (2nd) see invisibility
Constrict *¥ 2d10+6 bludgeoning, DC 30
Gory Rend *¥® The piscodaemon makes two claw Strikes
against the same creature. If both hit, the creature takes
2d10 persistent bleed damage and is exposed to piscovenom.
Piscovenom (poison) Saving Throw DC 30 Fortitude; Maximum
Duration 6 rounds; Stage 1 1d8 poison and enfeebled 1
(1 round); Stage 2 2d8 poison and enfeebled 1 (1 round);
Stage 3 4d8 poison and enfeebled 2 (1 round)

MELADAEMON [FAMINE DAEMON]

Meladaemons personify death by starvation and thirst,

and revel in spreading the same despair that brought
about their mortal demise. When they aren’t blighting
fields, massacring livestock, or tainting water supplies,
they experiment on prisoners to study how long creatures
can go without sustenance and the deleterious effects that
result from such deprivation. Fiercely loyal to Trelmarixian,
Horseman of Famine, they serve no other beings. They work alongside other
daemons if Trelmarixian wills it, but are notoriously traitorous.



MELADAEMON CREATURE 11
e | [ DaEMoN | FIEND | ‘Y INTRODUCTION
Perception +21; darkvision, lifesense (imprecise) 30 feet 7
Languages Common, Daemonic; telepathy 100 feet FORMED IN HIS IMAGE A-C
Skills Acrobatics +20, Deception +23, Intimidation +23, Religion +20, Stealth +23, Survival +19 Meladaemons have always been {
Str +7, Dex +5, Con +6, Int +3, Wis +4, Cha +6 gaunt and bestial, but they didn't
AC 31; Fort +23, Ref +20, Will +19; +1 status to all saves vs. magic always resemble jackals. When
HP 225; Immunities death effects; Weaknesses good 10 Trelmarixian overthrew the previous E-G
Consumptive Aura (aura, divine) 20 feet. A meladaemon emanates an aura of intense Horseman of Famine, one of his
hunger. Each round a creature begins its turn in the aura, it must attempt a DC 27 first acts as a ruler of Abaddon was H-K
Fortitude save. On a failure, the creature takes 1d6 negative damage (2d6 on a critical to forcibly twist the appearance of Ji
failure) and becomes fatigued. This fatigue ends as soon as the creature eats any food. his deacon caste to resemble his i
Withering Opportunity 2 Trigger The meladaemon is attacked by an adjacent creature own wicked form. He went on to L=N
and the attack misses; Effect The meladaemon swipes at the triggering creature, which imbue meladaemons with other '
must immediately attempt a save against the meladaemon’s withering touch. jackal-like aspects as it suited him, i 0-R
Speed 25 feet, fly 50 feet further warping them and cementing |
Melee *¥ bite +24 (evil, magical, reach 10 feet), Damage 2d12+13 plus 1d6 their fealty. ' S-T
evil and daemonic famine
Melee *¥ claw +24 (agile, evil, magical, reach 10 feet), Damage u-z
2d8+13 slashing plus 1d6 evil, Grab, and withering touch ;
Divine Innate Spells DC 31; 6th phantom pain; S5th dimension APPENDIX

door, fear, magic missile (at will); 4th dimension door (at
will); 1st detect alignment (good only; at will)

Rituals DC 31; blight

Daemonic Famine (disease) Saving Throw DC 29
Fortitude; Stage 1 carrier (1 day); Stage 2 enfeebled 1
(1 day); Stage 3 enfeebled 2 (1 day); Stage 4 as stage 3;
Stage 5 enfeebled 3 (1 week); Stage 6 dead

Withering Touch (divine, evil, necromancy) When the
meladaemon hits with a claw Strike or a creature
begins its turn grabbed by the meladaemon, the
creature must attempt a DC 30 Fortitude save.
On a failure, the creature takes 1d6 negative |
damage and becomes fatigued. This fatigue
ends when the creature drinks.

DERGHODAEMON [RAVAGER DAEMON]

Derghodaemons represent death through

Wl
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unfathomable violence and being eaten alive.
Whether in life a ravenous murderer hacked them to
bits for stew, a werewolf tore them limb from limb, or they simply succumbed to the
elements and became worm meat, derghodaemons seek to inflict the same twisted
and bloody ends upon any they come across. Unlike some daemons, derghodaemons
derive little pleasure from prolonged deaths—to these fiends, the quicker they can
enact a gory demise, the sooner they can turn their attentions to their next victim
and repeat the violent cycle.

Derghodaemons look like walking masses of razor-sharp insect claws connected
to equally menacing chitinous limbs, but few linger on their appearance for long—
the gaze of a derghodaemon is enough to cause others in the vicinity to experience
severe visual warping. The derghodaemon’s appearance becomes more and more
twisted as those who stare at it experience vicious hallucinations and ravenous
urges to inflict harm on and devour others. Perhaps the most horrific attack
derghodaemons can unleash upon their victims, though, is their swarming
infestation—the daemons cough up a crawling, buzzing cloud of
ravenous insects that cling to those targeted and chew them to death,
provided the mind-numbing, half-whispered threats made by the rasp
of the insects’ bodies don’t drive them to violent fury first!



DAEMON HARBINGERS

The four Horsemen are the most
powerful of the daemonic demigods,
but they are only four of many. Far
more daemonic harbingers dwell on

s v Abaddon, each a unique and powerful
;: 8 demigad in their own right that
i} enjoys sweeping influence among
r.

daemonkind. Jacarkas the Collector
(ruler of the slave city of Awaiting
Consumption), Vorasha the Ophidian
(consort to the Horseman of Famine),
and Zelishkar the Bitter Flame
(patron to arsonists and agent of the
Horseman of War) are but three of
the dozens of harbingers who rule
realms in Abaddon.

) BESTIARY 2 |

DERGHODAEMON
[ NE | uarce | pagmon | Fienn |
Perception +24; darkvision, scent (imprecise) 60 feet
Languages Common, Daemonic; telepathy 100 feet
Skills Acrobatics +22, Athletics +25, Intimidation +24, Stealth +24
Str +7, Dex +6, Con +5, Int +1, Wis +6, Cha +6
AC 33; Fort +21, Ref +24, Will +22; +1 status to all saves vs. magic
HP 240; Immunities confusion, death effects, swarm attacks; Weaknesses good 10
Speed 35 feet
Melee *¥ claw +25 (deadly 1d12, evil, magical, reach 10 feet), Damage 3d8+10 slashing plus
1d6 evil
Ranged *® swarm spit +25 (evil, magical, range 60 feet), Damage 2d6+13 piercing plus 1d6 evil
Divine Innate Spells DC 32; 6th blade barrier, feeblemind (x3); 5th dimension door; 4th
dimension door (at will); 1st detect alignment (good only; at will)
Derghodaemon's Stare *¥ (divine, emotion, enchantment, incapacitation, mental, visual) A
non-evil target must succeed at a DC 32 Will save or become confused for 1 round, or 1
minute on a critical failure. It is temporarily immune for 10 minutes.
Rend *¥ claw
Savage Assault *¥® The derghodaemon makes up to five claw
Strikes, each against a different target. These attacks count
toward the derghodaemon’'s multiple attack penalty, but the
penalty doesn't increase until after all the attacks.
Swarming Infestation *¥® The derghodaemon spews a
large swarm, making a swarm spit Strike against up to
two adjacent targets within range. Whether or not the
targets are hit, each must attempt a DC 31 Reflex
save (at a-2 circumstance penalty if it was actually
hit by the swarm spit). Persistent damage caused
by the swarming infestation ends as soon as the
creature takes any amount of damage from
an area effect. The derghodaemon can't use
this ability for 1d4 rounds.
Critical Success The swarm disperses as soon
as it deals its swarm spit Strike damage.
Success The swarm clings to the target
and infests it, dealing 1d6 persistent
piercing damage.
Failure The swarm clings to the target
and infests it, dealing 2d6 persistent
piercing damage.
Critical Failure As failure, but the hissing sounds
caused by the infestation also cause the target to
become confused for 1 round; this additional effect
has the auditory, emotion, and mental traits.

) THANADAEMON (DEATH DAEMON]

Also known as the deacons of death, thanadaemons

CREATURE 12

_ represent death via old age. They are among the
8. most patient daemons, and prefer to bide
. their time to enact far-reaching, decades-
long plans rather than fight (though they
are still deadly foes). Like the Horseman
of Death, they ply the waters of the River
Styx in search of wayward souls. Rarely are
thanadaemons seen without a trademark oar
(which they wield as a bo staff), a tool they use to navigate the

river’s muck-ridden channels and turbulent rapids.
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THANADAEMON CREATURE13 |
(N | mepum | onevon | FieNo | INTRODUCTION

Perception +26; darkvision, true seeing
Languages Common, Daemonic; telepathy 100 feet STYX PASSAGE FEES ] A-C

Skills Arcana +22, Deception +26, Intimidation +26, Religion +22, Styx Lore +24 Gliding with eerie ease along the
Str +6, Dex +6, Con +4, Int +3, Wis +5, Cha +7 murky River Styx, thanadaemons
Items +1 striking bo staff, soul gem (2) are only too happy to offer mortals
AC 34; Fort +21, Ref +23, Will +26; +1 status to all saves vs. magic passage aboard their dilapidated
HP 270; Immunities death effects; Weaknesses good 10 skiffs—for a price. Gold is typically
Terrifying Gaze (aura, divine, emotion, enchantment, fear, mental, visual) 30 feet. When a an acceptable payment for a H-K
creature ends its turn in the aura, it must attempt a DC 30 Will save. If the creature fails, thanadaemon's services, though these |
it becomes frightened 2. The creature is then temporarily immune to terrifying gaze (but fiends are well-known for altering the
not Focus Gaze) for 24 hours. details of arrangements after the fact, L=N
Speed 25 feet; air walk and may just as likely demand a favor

Melee *¥ bo staff +28 (evil, magical, parry, reach 10 feet, trip), Damage 3d8+14 bludgeoning or some esoteric good, such as a soul
plus 1d6 negative, 1d6 evil, and draining strike gem, instead of coin.
Melee ¥ claw +27 (agile, evil, finesse, magical), Damage 3d6+14
slashing plus 1d6 evil and draining strike
Divine Innate Spells DC 34; 7th finger of death, plane shift (at
will; self plus skiff and passengers only; Astral, Ethereal, and
evil planes only), teleport; 6th slow, vampiric exsanguination (x2);
5th dimension door; 4th dimension door (at will); 1st detect alignment
(good only; at will); Constant (7th) air walk, true seeing
Rituals DC 34; animate dead
Draining Strike (divine, necromancy) When a thanadaemon
damages a living creature with a melee Strike, the
creature must succeed at a DC 33 Fortitude save or
become drained 1. Further damage dealt by the
thanadaemon increases the drained condition value
by 1 on a failed save, to a maximum of drained 4.
Focus Gaze *® (concentrate, divine, fear, visual) The
thanadaemon glares at a single creature they can
see within 30 feet. The target must immediately
attempt a DC 33 Will save against the thanadaemon'’s
terrifying gaze. If the target was already frightened,
a failed save causes it to become fleeing for 1d4 3
rounds. After attempting its save, the creature is #
temporarily immune to this ability until the start of
the thanadaemon's next turn.
Soul Crush *¥® (manipulate) Requirements The
thanadaemon has a soul gem; Effect The thanadaemon
crushes the soul gem in one hand and gains fast healing
15 for 1 minute.

PURRODAEMON [WAR DAEMON]

Few creatures embody war’s sheer amount of bloodshed

-

and loss of life as deeply as the purrodaemons, deacons
of war. These giant humanoid daemons are bedecked
in black, unholy armor, with weapons piercing their
flesh at every opening. Far from wounds, however,
these weapons are the purrodaemon’s arsenal. A
purrodaemon can, with frightening swiftness
and nauseating ease, extract a weapon from its
own flesh as though drawing a sword from a
sheath, and their blood is so tainted with evil
that weapons steeped in it become
powerful tools of war.
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PURRODAEMON CREATURE 18
(NED uarg | oaevon | FiEND

7t Perception +33; darkvision, true seeing
DAEMONIC DEACONS Languages Common, Daemonic; telepathy 100 feet
Each of the four Horsemen is Skills Athletics +37, Intimidation +35, Religion +30, Stealth +34, Survival +33, Warfare Lore +32
served by a specific category Str +9, Dex +6, Con +7, Int +4, Wis +7, Cha +7

of servitor daemons known as Items +2 greater striking glaive, soul gem (2), steeped weapon (7-10)

A deacons. Leukodaemons serve AC 43; Fort +33, Ref +30, Will +29; +1 status to all saves vs. magic

! as deacons to the Horseman of HP 335; Immunities bleed, death effects; Weaknesses good 15; Resistances piercing 15

[ & Pestilence. Meladaemons serve as Speed 25 feet, fly 50 feet

i’ deacons to the Horseman of Famine, Melee *¥ glaive +37 (deadly d8, evil, forceful, magical, reach 15 feet), Damage 3d8+17

; while thanadaemons serve as slashing plus 2d6 evil and 4d6 persistent bleed
3 deacons to the Horseman of Death. Ranged *¥ hurled weapon +35 (deadly 1d10, evil, magical, propulsive, range 120 feet),
: % Purrodaemons are currently the most Damage 2d10+12 piercing plus 1d6 evil and 4d6 persistent bleed

4 powerful of the deacons, and serve Divine Innate Spells DC 37; 9th bind soul, blade barrier, chain lightning; 7th flame strike,

the Horseman of War—yet over time, teleport; 5th dimension door; 4th dimension door (at will); 1st detect alignment (good

only; at will); Constant (6th) true seeing
Hurl Weapon *® (divine, evocation) The purrodaemon causes a weapon that has steeped
in their flesh (see Steep Weapon) to telekinetically launch from their flesh. The
purrodaemon makes a hurled weapon Strike without using their hands.
Recall Weapon *® (evocation) Requirements A steeped
weapon that's no longer sheathed in the
purrodaemon’s body is within 120 feet of the
{ \L ey "y daemon; Effect The steeped weapon swiftly
7 [ ; flies through the air to resheath itself in the
purrodaemon’s body. If a creature is along
this flight path, the purrodaemon can make a
hurled weapon Strike against the target; if it
hits, the weapon drops to the ground in a square
adjacent to the creature.
/é Steep Weapon ¥ (manipulate) The
i _« purrodaemon sheathes a weapon in
' their own flesh. This deals no damage
to the purrodaemon, which can have up to 10
weapons sheathed in their body at a time. A steeped
weapon must be one that deals piercing or slashing
damage.
If a purrodaemon Interacts to crush a soul
gem, one weapon of their choice sheathed in
their flesh becomes enchanted with the daemon’s
fiendish power and becomes a +2 greater
striking weapon that can be used in place
of their glaive or hurled at targets
(with a +2 item bonus to the hurled
weapon's attack modifier and an extra
d10 of damage). This magical quality fades 24 hours after
it ceases being sheathed in the daemon’s living body. A
steeped weapon can be Disarmed.
Twist the Blade 2 Requirements The purrodaemon
has fewer than 10 weapons sheathed in their body;
Trigger The purrodaemon is hit with a weapon that
deals piercing damage; Effect The purrodaemon
seizes the triggering weapon. The weapon's
wielder must attempt a DC 40 Reflex save. On
a failure, the weapon is disarmed and falls to an
adjacent square. On a critical failure, the weapon
is sheathed in the purrodaemon’s body as though the daemon had used Steep Weapon.

which category of deacon is the most

powerful can wax and wane.

> N (4/‘? -



OLETHRODAEMON [APOCALYPSE DAEMON]

) INTRODUCTION

Even daemons fear the most massive and terrifying of their kind, olethrodaemons.
No single entity could embody the level of evil necessary to manifest one; instead, :
these living war machines are made from the souls of many—or so the story goes. SOUL GEMS AS GEAR A-C
Other theories suggest that the four Horsemen of the Apocalypse are responsible for Daemons often carry soul gems '
creating the olethrodaemons, or that olethrodaemons are merely the seeping run-off either as trophies or for powering
of an even greater being: a mysterious fifth Horseman. an ability. Cacodaemons (Pathfinder

Whatever the truth, olethrodaemons are real, and their existence is terrifying Bestiary 70) are the most common
enough to instill paralyzing existential dread. With dozens of unblinking glowing source for soul gems, but they can
eyes above a drooling maw, two sets of four muscled limbs, and countless horns, also be created by spells like bind HK
olethrodaemons resemble no other creature known to mortalkind. soul. If a daemon crushes a soul gem

to power an abhility, the trapped soul ~ ©

OLETHRODAEMON CREATURE 20 is released into the afterlife and can | L-N
 NE | | paemon | FiEND | be resurrected normally. s
Perception +33; darkvision, tremorsense (imprecise) 120 feet, true seeing i 0-R
Languages Common, Daemonic; telepathy 100 feet .;r
Skills Athletics +40, Intimidation +38, Religion +34 § S-T
Str +10, Dex +6, Con +7, Int +2, Wis +6, Cha +8
Items soul gem (4) " u-z
AC 44; Fort +35, Ref +32, Will +34; +1 status to all saves vs. magic
HP 450; Immunities death effects; Weaknesses good 20 APPENDIX

Aura of Doom (aura, death, divine) 60 feet. Any creature that begins its turn in the aura is
doomed 1 for as long as it remains in the aura and for 1 hour thereafter.

Speed 35 feet, burrow 35 feet, fly 40 feet

Melee *® jaws +38 (evil, magical, reach 10 feet), Damage 4d12+17 piercing plus
1d6 evil and Grab

Melee *¥ claw +38 (agile, evil, magical, reach 15 feet), Damage 4d8+17
slashing plus 1d6 evil and Grab

Divine Innate Spells DC 42, attack +34; 10th cataclysm,
massacre; Sth disintegrate (x3), disjunction, wail of the
banshee; 5th dimension door; 4th dimension door (at will);
1st detect alignment (good only; at will); Constant (10th)
true seeing

Rituals DC 42; control weather (9th)

Apocalypse Breath ¥ or *¥¥® (divine, negative) The
daemon expels a shrieking black cloud of smoke
from its mouth in a 120-foot line or a 60-foot cone.
(or both a line and a cone in the same direction if it
spends 3 actions). Living creatures in the area take
24d6 negative damage (DC 45 basic Reflex save).
The olethrodaemon can't use Apocalypse Breath
again for 1d4 rounds.

Soul Crush *¥® (manipulate) Requirement The
olethrodaemon has a soul gem; Effect The
olethrodaemon crushes the soul geminone /4 )
hand and regains the use of Apocalypse “‘,
Breath or any one of its innate spells. )

Swallow Whole *¥ (attack) Huge, 4d10+10 g
bludgeoning and drained 2, Rupture 43. An
olethrodaemon has numerous stomachs
connected by labyrinthine digestive
organs. Swallowed creatures cannot
Escape, but can attempt to cut their way
out with a 1d6 roll. On a roll of 1-3, the
creature cuts into yet another stomach.
On a roll of 4-6, the creature manages to
cut its way out of the olethrodaemon.

2 & RN T AT e
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DEMON

The living embodiment of mortal souls obsessed with sin and empowered by the
Abyss, demons are armed and armored by their prior lives’ obsessions.

SIGNS OF MURDER

Babaus revel in their art and often BABAU [BLUUD DEMUN]
leave behind a grim token or marker The babau is an assassin, a murderer, and a sadist—certainly not unusual traits,
as a signature. They may leave a yet their penchant for stealth and surprise sets them apart from their kin. Babaus
b distinctive mutilation upon the form from mortal souls of lone killers—those who took pleasure in more personal
bodies of their victims, rather than murders, and particularly those with grisly patterns to their killings.
[ &) harvesting keepsakes and trophies
f for a personal collection. Babaus BABAU CREATURE 6
H want their legacy to grow among  ce | mepwm | oemon | Fienp |
! i those they hunt and kill. Perception +13; darkvision, see invisibility
i Languages Abyssal, Celestial, Draconic; telepathy 100 feet

Skills Acrobatics +12, Athletics +13, Intimidation +14, Religion +10, Stealth +16, Thievery +14
Str +4, Dex +4, Con +4, Int +2, Wis +3, Cha +2
Items +1 longspear
AC 24; Fort +14, Ref +16, Will +11; +1 to all saves vs. magic
HP 130; Weaknesses cold iron 5, good 5; Resistances
acid 10
Mercy Vulnerability Babaus revel in gore, and
when wounds are healed, they recoil in
pain. When a creature heals from damage
that the babau dealt on their last turn
with Grievous Strike, sneak attack, or a
' critical hit, the demon takes 4d6 mental
damage. The babau can take this mental
damage only once per round.
Reactive Slime 2 Trigger A creature
within the babau's reach successfully
hits the babau with a Strike; Effect The
babau excretes a gout of acidic, bloodlike
slime against the attacker and its weapon. The
attacker must attempt a DC 24 Reflex save.
Critical Success The attacker is unaffected.
Success The attacker takes 1d6 acid damage.
Failure The attacker takes 2d6 acid damage.
Critical Failure As failure, except the weapon used to Strike
the babau becomes broken, unless the weapon is made of
a material that is immune to acid.
Speed 25 feet
Melee ¥ longspear +17 (evil, magical, reach 10 feet),
Damage 1d8+7 piercing plus 1d6 evil
Melee *¥ jaws +16 (evil, magical), Damage 1d10+7
piercing plus 1d6 evil
Melee *¥ claw +16 (agile, evil, magical), Damage
1d4+7 slashing plus 1d6 evil
Divine Innate Spells DC 24; 5th dimension
door; 4th dimension door (at will); 2nd
darkness; Constant (5th) see invisibility
Rituals DC 24; Abyssal pact
Grievous Strike “¥® The babau attacks with the intent of creating a particularly
horrific and gory wound. The babau makes a melee Strike. This counts
as two attacks when calculating the daemon's multiple attack penalty. If
this Strike hits, the babau deals an additional 2d6 damage of the same
damage type, and the creature struck is frightened 2.
Sneak Attack The babau's Strikes deal an extra 2d6 precision damage to flat-footed creatures.




INVIDIAK [SHADOW DEMON])

For most demons, possessing a creature requires a ritual, magic item, or condition, INTRODUCTION

but for invidiaks, who lack a body, possession is akin to donning a suit of clothing. T

Known also as shadow demons, invidiaks are formed from envious mortal souls. CONJURING DEMONS ) A-C

Conjuring demons is ill-advised, yet :

INVIDIAK CREATURE?7 the desperate or wicked still do. i

e | mepwm | oemon | Fienp | Rituals like planar ally or planar

Perception +15; darkvision binding are typical for long-term

Languages Abyssal, Common; telepathy 100 feet ends, and summon fiend for combat

Skills Acrobatics +15, Deception +18, Religion +13, Society +15, Stealth +17 applications. For planar ally, demons H-K

Str -5, Dex +4, Con +3, Int +2, Wis +2, Cha +5 sometimes accept offerings that arent |

AC 22; Fort +15, Ref +16, Will +13; +1 to all saves vs. magic valuable if gifting them to a demon i

HP 90; Immunities disease, poison, precision; Weaknesses cold iron 5, good 5; Resistances pushes the ritualist further into sin. L=N
all 5 (except force, ghost touch, or positive; double resistance vs. non-magical)

Exorcism Vulnerability If an invidiak attempts to possess a creature and the creature rolls : 0-R
a critical success on its saving throw to resist possession, or if an invidiak's possession
of a creature is ended prematurely, such as via a successful dispel magic, the invidiak S5-T
takes 6d6 mental damage and cannot use possession
for 24 hours. U-z

Speed fly 30 feet

Melee *¥ claw +13 (agile, evil, finesse, magical), Damage

2d8 cold plus 2d6 evil

Divine Innate Spells DC 26; 7th possession (range touch); 5th
dimension door, shadow blast; 4th darkness, dimension
door (at will); 3rd fear; Cantrip (4th) telekinetic projectile

Rituals DC 26; Abyssal pact

Favored Host Each invidiak has a particular type of
creature they prefer possessing, chosen from the
following list: aberration, animal, beast, or any
humanoid (such as dwarf)—in most cases, the favored
type of target is human. When an invidiak uses
possession against a favored host, the duration of
possession increases to unlimited, and the effect lasts
until dispelled or until the invidiak dismisses it.

Shadow Blend “¥® (divine, illusion) The invidiak Strides
up to twice their speed. If the invidiak ends their
movement in an area of dim light, they become
hidden as long as they don't move and the lighting
in the area they're in doesn’t grow brighter than
dim light.

Unbodied Possession An invidiak leaves no body
behind when using possession.

NABASU [GLUTTONY DEMON]

Nabasus are birthed directly into the Material
Plane from the Abyss, an invasive infestation that
releases the newly formed and ravenously hungry demons
directly into the midst of their favored prey: mortal life.
Nabasus feed on sapient creatures, but they never quite manage
to sate their eternal hunger, even as they grow more and more
powerful. Once they have sufficiently feasted, the demons become
worthy to make the return trip to the Abyss, where they undergo -
a vile transformation, finally digesting their accumulated meals @ "
and deforming further into powerful vrolikais (page 69). .
Nabasus form from the souls of evil gluttons, particularly °
from cannibals, blood-drinkers, and those
who prefer the tang of undead flesh.
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. NABASU CREATURE 8

Y7 Perception +17; darkvision
NABASU GROWTH Languages Abyssal, Celestial, Draconic; telepathy 100 feet
A nabasu stores their stolen deaths Skills Acrobatics +18, Arcana +16, Religion +16, Stealth +18, Survival +17
until they finally become satiated. Str +6, Dex +4, Con +6, Int +2 Wis +3, Cha +4

For most, this occurs after consuming AC 27; Fort +19, Ref +16, Will +16; +1 to all saves vs. magic

death from at least 100 mortals, but HP 165; Weaknesses cold iron 5, good 5
_ the exact timing is left to the GM. The Death-Stealing Gaze (aura, divine, necromancy, visual) 30 feet. When a non-demon ends its
[ & demon then travels to the Abyss and turn in the aura, it must attempt a DC 23 Fortitude save. If it fails, it becomes drained 1.
’ transforms into a vrolikai. Starvation Vulnerability A nabasu denied food suffers painful backlash as their demonic
' nature feeds on their own corrupted spirituality. If a nabasu's Consume Death is disrupted
(such as by a fighter using Disruptive Stance) or a creature resists the effect with a

critical success, the nabasu takes 4d6 mental damage.

Speed 25 feet, fly 50 feet
Melee *® jaws +20 (evil, magical), Damage 2d12+9 piercing plus
1d6 evil
Melee *® claw +20 (agile, evil, magical), Damage 2d8+9
slashing plus 1d6 evil
Divine Innate Spells DC 26; 5th dimension door; 4th
dimension door (at will), grim tendrils, paralyze,

vampiric touch
_ Rituals DC 26; Abyssal pact
\ Consume Death *¥ (concentrate, divine, necromancy,
visual) The nabasu focuses their death-stealing
gaze upon a single target they can see within
30 feet. The target must immediately attempt a
Fortitude save against death-stealing gaze.

Critical Success The creature is unaffected and

the nabasu suffers starvation vulnerability.

Success The creature is unaffected.

Failure The creature is affected by death-
stealing gaze and becomes drained 1. If
the creature was already drained 1 by the
death-stealing gaze before attempting
the save, a failed save increases the
value of the drained condition by 1, to a
maximum of drained 4. The nabasu gains
10 temporary Hit Points, and the drained
creature is temporarily immune until the

start of the nabasu’s next turn.
Critical Failure As failure, but the creature

increases the amount of drain by 2.

Stolen Death A creature that dies while suffering
drain from a nabasu’s death-stealing gaze rises as
a ghoul (Pathfinder Bestiary 168) the next midnight.

HEZROU (TOAD DEMON]

Hezrous dwell in the vast and endless Abyssal swamps,
mires, and waterways and are equally at home on land
and in the water. A hezrou’s presence has an obvious effect
on nearby flora and water, causing plant life to twist and knot
and infusing water with a foul odor and brackish taste—signs much

easier to spot on the Material Plane than in the Abyss. Long
§, exposure to this corruption can cause vile transformations
and hideous mutations, and entire miserable communities
of corrupted creatures sometimes rise in swamplands where



a hezrou dwells. Hezrous themselves prefer simple pleasures, and they often
waste their considerable intellect in the pursuit of comfortable places to slumber, '
squealing meals to eat, or objects of beauty to deface. They do not seek out cults to '
fawn over them but will not turn away those who seek to worship on their own. HALF-DEMONS
Hezrous form from the souls of those who abused and polluted their environs or The Abyss can corrupt living
neighbors, either through the introduction of toxins to the region or the insidious creatures through direct congress
spread of drugs and poisons through a society. or supernatural infusion of Abyssal
energies, resulting in monstrous
HEZROU CREATURE 11 hybrids. A half-demon should be a
[ e | | pemoN | FiEND | custom creature, but you can quickly H-K
Perception +21; darkvision generate one by giving an existing |i,
Languages Abyssal, Celestial, Draconic; telepathy 100 feet creature a few of a demon'’s abilities
Skills Athletics +24, Arcana +21, Intimidation +23, Stealth +20 (+24 in swamps) along with the demon’s sin-related L=N
Str +7, Dex +3, Con +6, Int +4, Wis +5, Cha +4 vulnerability. For example, a half- :
AC 31; Fort +23, Ref +18, Will +22; +1 to all saves vs. magic hezrou hill giant would gain purity i 0-R
HP 245; Weaknesses cold iron 10, good 10 vulnerability, but perhaps also a bite,
Purity Vulnerability A hezrou revels in the foulness it exudes and becomes distraught swim Speed, and poisonous pustules. S-T
when contaminations are purified. The first time in a round when a contamination When swapping over abilities between
is purified (such as via purify food and drink) or a toxin is neutralized (such as via creatures of different levels, be sure to U-z
neutralize poison) within 30 feet of a hezrou, the demon takes 6d6 mental damage. adjust the numbers for the new level. ;
Stench (aura, olfactory) 30 feet. A creature entering the aura or starting its turn in the APPENDIX
aura must succeed at a DC 27 Fortitude save or become sickened 1 (plus slowed 1 3
for as long as it's sickened on a critical failure). While within the aura, affected b

creatures take a -2 circumstance penalty to saves against disease and to
recover from the sickened condition. A creature that succeeds at its save
is temporarily immune for 1 minute.

Speed 30 feet, swim 30 feet

Melee ¥ jaws (evil, magical, reach 10 feet) +24, Damage
2d12+13 piercing plus 1d6 evil and Grab

Melee *® claw (agile, evil, magical, reach 10 feet) +24,
Damage 2d8+13 slashing plus 1d6 evil

Divine Innate Spells DC 27; 6th divine wrath, paranoia;
5th Abyssal plague, dimension door; 4th dimension
door (at will), divine wrath (at will), gaseous form

Rituals DC 27; Abyssal pact, blight

Poisonous Pustules *¥ (poison) Requirement The hezrou
is grappling a creature; Effect Toxic fluids spurt from
burst boils and weeping wens on the hezrou's body.
A creature grabbed or restrained by the hezrou takes
2d12+6 poison damage (DC 30 basic Fortitude save).

NALFESHNEE [BOAR DEMON]

Nalfeshnees are huge, corpulent, boar-headed

demons that hoard treasures and knowledge alike
and form from the souls of avaricious mortals.
Few demons understand the inner workings
of the Abyss itself like nalfeshnees, and it’s not
unusual for a nalfeshnee to see itself as a servitor
of the Abyss itself first rather than bow before
a demon lord. Some claim stewardship over the
fleshy realms that birth new demons, while others
guard sites of particular significance deep in the
plane’s secret reaches. A nalfeshnee’s realm in the
Abyss can easily surpass the strength and size of the
largest mortal kingdoms, for nalfeshnees display a
singular gift for managing and manipulating the chaos
of the Abyss.
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SECRET MONGERS

Nalfeshnees covet knowledge as
well as material goods, especially if
such information can help satisfy the
needs and desires of the Abyss. Each
nalfeshnee has areas of interest in
which they're highly knowledgeable,

’_, but before a nalfeshnee reveals a
& secret, they typically demand a secret
? of at least equal value in return.
i
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NALFESHNEE
ot | huce | oevon | FiEno |
Perception +25; darkvision, true seeing
Languages Abyssal, Celestial, Draconic; telepathy 100 feet
Skills Abyss Lore +25, Arcana +25, Athletics +28, Deception +26, Diplomacy +24,
Intimidation +28, Religion +25
Str +8, Dex +2, Con +8, Int +5, Wis +5, Cha +4
AC 34; Fort +28, Ref +22, Will +23; +1 status to all saves vs. magic
HP 365; Weaknesses cold iron 15, good 15
Forfeiture Aversion A nalfeshnee’s greed is such that losing possessions causes them
harm. If an item is stolen from a nalfeshnee, the demon takes 3d6+10 mental damage.
Greedy Grab D Trigger A creature critically fails a weapon Strike against the nalfeshnee;
Effect The nalfeshnee attempts to Disarm the weapon used in the triggering Strike at a
-2 circumstance penalty. On a success, the nalfeshnee steals the weapon.
Speed 30 feet, fly 40 feet
Melee *® jaws +29 (magical, reach 15 feet), Damage 3d12+14 piercing
Melee *¥ claw +29 (agile, magical, reach 15 feet), Damage 3d8+14 slashing
Divine Innate Spells DC 34; 6th dispel magic (at will), divine wrath (at will); 5th dimension
door, illusory object (at will); 4th dimension door (at will); Constant (6th)
true seeing
Rituals DC 34; Abyssal pact
Claim Wealth *¥ (conjuration, divine, extradimensional) The
nalfeshnee steals all unattended items glowing with its Light
of Avarice into an extradimensional space. The demon can
Interact to regurgitate any number of these items into their
hand or onto the ground. If the demon dies, is affected by a
teleportation effect, or consumes an extradimensional space
(such as a bag of holding), they vomit up all the items.
Light of Avarice *¥® (divine, enchantment, light, mental);
Frequency once per hour; Effect Beams of unholy light
shoot from the nalfeshnee toward four items within 60
feet. If someone is holding or wearing a targeted item,
they can keep it from being affected with a successful
DC 34 Reflex save. For 1 minute, the affected items glow
in nauseating colors. Any non-demon is sickened 2
and slowed 1 as long as it holds, wears, or touches a
glowing item. Recovering from the sickness requires
a successful DC 29 Will save instead of a Fortitude
save. Ending the sickness this way ends the slowed
condition and makes the creature temporarily
immune to Light of Avarice for 24 hours. If the
creature removes or drops the item, both conditions
end immediately but the creature doesn't become
immune to Light of Avarice.

VROLIKAI [DEATH DEMON]

Unlike other demons, the dread vrolikai doesn’t

CREATURE 14

form from a sinful soul—they instead manifest from
a nabasu once the nabasu finally satisfies their hunger
and returns to the Abyss, and as such vrolikais
suffer from no vulnerability associated with
a specific sin. A vrolikai who survives this
process and the period of vulnerability
that follows gains great power and in time can
claim large regions of the Abyss as their own domain.
Also known as death demons, these murderous monsters
often serve demon lords as executioners or assassins.



VROLIKAI CREATURE 19
| uncommon | ce | [ oeMon | FiEND | &
Perception +33; darkvision, true seeing <
Languages Abyssal, Celestial, Draconic, Necril; telepathy 100 feet VROLIKAI NEWCOMERS
Skills Acrobatics +37, Arcana +33, Deception +35, Intimidation +37, Religion +33, Stealth When vrolikais first manifest on the
+33, Survival +33 Abyss, they have no base of power and
Str +8, Dex +6, Con +9, Int +6, Wis +6, Cha +8 are, despite their abilities, relatively
AC 44; Fort +34, Ref +31, Will +31; +1 to all saves vs. magic defenseless from denizens even more
HP 375; Immunities death effects; Weaknesses cold iron 15, good 15 powerful than themselves. As a result,
Death-Stealing Gaze (aura, divine, necromancy, visual) 30 feet. As nabasu, but with a DC 38 most rely upon stealth and patience H-K
Fortitude save. for their first few centuries while ]i
Speed 35 feet, fly 50 feet they build up a network of minions [
Melee *¥ jaws +38 (evil, magical, reach 10 feet), Damage 4d12+16 piercing plus 1d6 evil and establish their own Abyssal i L=N
Melee *® black flame knife +38 (agile, chaotic, evil, magical), Damage 3d4+16 piercing plus fortifications before they turn their ¢
2d6 negative plus 1d6 evil attentions back to the Material Plane. | 0-R

Melee *® stinger +38 (evil, magical, reach 15 feet), Damage 4d8+16 piercing
plus 1d6 evil plus mindwarping

Divine Innate Spells DC 43; 9th massacre, power word kill, vampiric
exsanguination; 7th paralyze, regenerate; 5th dimension door (at
will); Constant true seeing

Rituals DC 43; Abyssal pact

Black Flame Knives A vrolikai can manifest
a dagger-shaped blade of what looks
like crystallized black flame in each of
their four hands. These weapons function as
+2 greater striking daggers, although they fade away
into nothingness 1 minute after a vrolikai no longer carries them.

Consume Death ¥ (concentrate, divine, necromancy, visual) As
nabasu, but the vrolikai does not have starvation vulnerability.

Focused Flames ¥ The vrolikai attacks a single target with
all of its black flame knives. The demon makes a black
flame knife Strike. On a successful attack, the
vrolikai deals the damage from a black flame
knife Strike to the target, plus an additional
2d6 negative damage for every black flame
knife they wield beyond the first (typically
6d6 extra damage). Even on a failed attack,
the vrolikai deals the damage from one black
flame knife to the target, though they still
miss completely on a critical failure. On a
critical hit, the victim becomes drained 2 as
the focused attack drains pure life essence
as well as damage. This counts toward the
vrolikai's multiple attack penalty as a number
of attacks equal to the number of black flame
knives the demon wields.

Mindwarping (emotion, enchantment, mental)
The sting of a vrolikai is mind-warping. A creature struck
must attempt a DC 44 Will save.

Critical Success The creature is unaffected.

Success The creature becomes stupefied 1 for 1 minute.
Failure The creature becomes stupefied 1. Further failed
saves against mindwarping increase the condition value

by 1, to a maximum of stupefied 4.
Critical Failure As failure, but the creature also
becomes confused for 1 minute.

Stolen Death As nabasu.




DATHFINDER) BESTIARY 2 3

DENIZEN OF LENG

Slavers and raiders from the cold, windswept dimension of Leng, these malevolent

humanoids range across reality in ominous black ships capable of sailing beyond
LENG the borders of dimensions and planes. Although most denizens of Leng seek

Known variously as the Nightmare slaves and plunder like any pirate, others operate as self-styled ambassadors and
Realm or the Terror Beyond Dreams, merchants, sowing discord with far-ranging plots. While the inscrutable denizens
the frozen Plateau of Leng looms dress themselves in flowing robes, veils, and broad turbans to appear human, their
physically and spiritually above the | aberrant physiology, when glimpsed, is evident from their crown of stubby horns

Dreamlands. Both a part of that and tentacled jaws to their furry, goat-like legs.
dimension and a corruption of it, Leng Above the fierce captains who command the infamous black ships are an even
is a realm inhabited by eldritch horrors | higher caste of denizens of Leng. These cultists and musicians serve as high priests,
and ruled by the horrors’ ancient gods. laboring to appease the frightening gods who look down upon the Nightmare
Realm with cold malice.

DENIZEN OF LENG CREATURE 8
LcE | mepium | nsereaTion | DREAM
Perception +17; darkvision
Languages Aklo; tongues
Skills Acrobatics +15, Athletics +15, Deception +19, Occultism +18,
Sailing Lore +20, Stealth +17, Thievery +17
Str +3, Dex +3, Con +4, Int +6, Wis +3, Cha +5
Items +1 striking kukri, Leng ruby worth 30 gp (2)
AC 27; Fort +16, Ref +19, Will +17
HP 100, planar fast healing 5; Immunities cold; Resistances critical
hits 10, precision 10
No Breath Denizens of Leng don't need to breathe.
Planar Fast Healing A denizen of Leng maintains a connection to Leng
at all times, and when away from Leng, they have fast healing 5.
They lose this ability on Leng or in areas where planar connections
do not function. If killed, their body dissolves into nothingness
in 1d4 rounds, leaving behind their equipment. A slain denizen
reforms in Leng; they can be permanently killed only when
their planar fast healing doesn't function.
Speed 30 feet
Melee *® kukri +18 (agile, finesse, magical, trip), Damage
2d6+6 slashing plus 1d6 persistent bleed
Melee *® jaws +17 (agile, finesse), Damage 2d10+6
piercing plus debilitating bite
Occult Innate Spells DC 27, attack +19; 4th outcast’s
curse, phantom pain, suggestion; 3rd hypnotic
pattern, levitate, locate, mind reading; 2nd mirror image;
Cantrips (4th) chill touch, detect magic, mage hand,
message, read aura; Constant (4th) tongues
Debilitating Bite (curse, occult) A creature that takes damage
from a denizen'’s bite must succeed at a DC 27 Fortitude save
or become clumsy 1. Each time a target fails an additional
save against this ability, the condition value increases by 1
(to a maximum of clumsy 4). This condition value decreases
by 1 every 24 hours.
Leng Ruby (enchantment, occult) Many denizens of Leng carry
strange rubies mined from quarries in Leng. As long as a creature
holds a Leng ruby that it willingly accepted as a gift or payment
from a denizen of Leng, any denizen of Leng can target that
creature with outcast’s curse, phantom pain, or mind reading at
a range of 1 mile, and the bearer uses an outcome one
degree of success worse than the result of its saving throw
against outcast’s curse.




DESTRACHAN f

This underground reptilian horror walks on two powerful hind legs. Its v/

forelimbs are armed with sharp curving claws, and its toothy, eyeless, tubular i

head has three hypersensitive frilled ears that turn toward any sound made in DESTRACHAN LANGUAGE

its vicinity. This cruel monster’s true weapon, however, is an amplified version of | The Destrachan language can be

the sonic cry that it uses to navigate, communicate, and hunt. It communicates learned by other creatures, but

with others of its kind through a complex series of clicks, shrieks, and whistles, without a destrachan’s unique vocal

but it is intelligent enough to understand other languages. Most destrachans | organs, non-destrachans can convey E-G

understand at least one other language—usually Undercommon—and can often only basic notions and concepts with

be reasoned with. it. In most cases, it's better to speak H-K
An obligate carnivore, the destrachan relishes fresh meat but won’t hesitate to Undercommon to a destrachan than |

make a meal of carrion it finds in its path. When traveling in packs, the creatures attempt to use its own language.

take great delight in stalking travelers through miles of tunnels before attacking L=N

and subduing them, then devouring them alive. e

DESTRACHAN

3 T -1

Perception +20; echolocation 120 feet, no vision

Languages Destrachan, Undercommon (can speak only U-z
Destrachan) ;

Skills Athletics +18, Stealth +15, Survival +18 i APPENDIX

Str +6, Dex +3, Con +4, Int +3, Wis +6, Cha +3

Echolocation A destrachan can use its hearing as a
precise sense at the listed range.

AC 27; Fort +16, Ref +13, Will +18, +4 status bonus to all
saves Vs. sonic

HP 135; Immunities blinded, visual; Resistances sonic 15

Speed 25 feet

Melee *® jaws +20, Damage 2d8+10 piercing plus 1d8 sonic

Melee ¥ claw +20 (agile), Damage 2d8+10 slashing

Destructive Harmonics ‘®® (auditory, evocation, occult, sonic) The
destrachan emits a harsh sonic cry that deals 9d6 sonic damage (DC 26
basic Reflex save) in either a 60-foot cone or a 30-foot burst. It can't
use Destructive Harmonics again for 1d4 rounds.

Painful Harmonics *¥® (auditory, evocation, incapacitation, occult)
The destrachan emits a sonic cry in either a 60-foot cone or a
30-foot burst. This discordant ululation resonates along
the nerves and bones of living creatures in the area,
manifesting as waves of incapacitating pain washing
over the victims. Each living creature in the area must
attempt a DC 26 Fortitude save. The destrachan can't
use Painful Harmonics again for 1d4 rounds.
Critical Success The creature is unaffected.
Success The creature is sickened 1 for 1 round.
Failure The creature is deafened for 3 rounds

and stunned 2.
Critical Failure The creature is deafened for 1
minute and stunned 3.

Shattering Harmonics *¥® (evocation, occult,
sonic) The destrachan focuses its harmonics
against a single item within 60 feet that is
made of crystal, metal, stone, or wood. The
target object takes 7d8 sonic damage. If the |
item is attended, its bearer can attempt a  #
DC 26 basic Reflex save for the item. The 4
destrachan can't use Shattering Harmonics f
again for 1d4 rounds.

NI (T T T &
o4
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DEVIL
Each type of devil plays a particular role in Hell’s bureaucracies and hierarchies,
o though some have far more specialized functions than others.
THE HIERARCHY OF HELL
Hell is a harsh plane of law with little ZEBUB [AEBUSER l]EVlL]
use for compassion or empathy. As Zebubs serve as Hell’s messengers and spies. Their ability to share what they’ve seen
such, it exists entirely within a strict with other creatures makes them especially useful—not only to other devils, but also
b hierarchy, and this order extends to to mortal conjurers. Some infernal lords unleash them in enormous, horrid swarms
- its denizens. While different types of | upon unsuspecting lands to debase flesh and land alike while collecting secrets the
[ &) demons correspond to various sins infernal host might later put to use. Zebubs use any opportunity to manipulate
f and daemons are associated with weak-willed or easily tempted mortals into serving the zebubs’ whims. While
‘ modes of mortal death, the different | arrogant and deceitful, zebubs lack the cunning and confidence of most devils, and
: i types of devils exist solely to fulfill thus their schemes often focus on satisfying self-serving or self-destructive ambitions.
t particular roles in the infernal Zebubs form from the souls of childish and craven mortals, reshaped by the archdevil
machine. On occasion, a particular Baalzebul in the frozen, filthy wastes of Hell’s seventh layer, Cocytus.
devil can transcend the role for /
which they were literally shaped, y f//§ ZEBUB CREATURE 3
but this often transforms the devil 11/ te | smae | oevic | meno |
physically into the type suitable for 7/, ’// Pgeption +12; greater darkvision

,-/ A & Languages Celestial, Draconic, Infernal; telepathy 100 feet
 Skills Acrobatics +10, Arcana +7, Deception +8, Religion +9, Stealth +10
[/ / /7 Str+l Dex+4,Con +1, Int +0, Wis +3, Cha +1
/ /.~ AC20:Fort +8, Ref +10, Will +8; +1 status to all saves vs. magic
/

their new role.

HP 30; Immunities fire; Weaknesses good 5; Resistances physical 5 (except
silver), poison 5
Speed 15 feet, fly 50 feet
Melee *® mandibles +12 (evil, finesse, magical), Damage 1d10+3 piercing plus 1d6
evil and Cocytan filth
Divine Innate Spells DC 17; 5th dimension door; 4th dimension door (at will); 2nd invisibility
(at will, self only), summon animal (swarm creatures only); Cantrips (2nd) message
Rituals DC 17; infernal pact
_ Cocytan Filth (disease, virulent) Saving Throw DC 18 Fortitude; Onset 1d4 days;
Stage 1 enfeebled 1(1 day); Stage 2 enfeebled 2 (1 day); Stage 3 enfeebled 3 (1 day)
Infernal Eye *¥¥® (divine, divination) The zebub records everything they see,
and though they don’t remember all observations, they can pass them along
to another creature. The zebub replays 10 minutes of witnessed
events to a touched willing creature, which receives the memories
in a flash of information. By remaining in contact, the zebub can
spend additional 3-action activities to replay more information. After relaying
their visions to another, the zebub can't ever recall those events again.
Sneak Attack The zebub'’s Strikes deal an additional 1d6 precision damage to
flat-footed creatures.

" SARGLAGON (DROWNING DEVIL]

Sarglagons dwell in Hell’s myriad waterways, lakes, and oceans. They serve

as guardians of the Academy of Lies—the repository of secrets in Stygia, the
fifth layer of Hell. Sarglagons breathe water and air with equal ease, and
can move through water, land, and even air with uncanny swiftness.
Few fiends travel the waterways of the multiverse, but where a river
crosses the planes, odds are sarglagons have traveled it to further their
 infernal machinations. The only body of water they avoid is the River Styx, as the
fiends have yet to develop any defense against that waterway’s memory-sapping
qualities. Mortal spellcasters sometimes bind sarglagons as guardians of precious
secrets or treasures, particularly in aquatic areas. Most strangely, sarglagons
sometimes act as unnerving caretakers to mortals who have no idea what

they did to earn their unwanted protectors’ attention. The constant uninvited

vigilance of these devils is often disturbing and stifling to their wards.




SARGLAGON CREATURE 8

[ FienD | INTRODUCTION
Perception +18; greater darkvision, see invisibility

Languages Celestial, Infernal; telepathy 100 feet HELLFIRE A-C
Skills Arcana +14, Athletics +18, Deception +15, Diplomacy +15, Intimidation +17, Stealth +15 Stinking, sulfurous hellfire is infused !

Str +6, Dex +3, Con +4, Int +2, Wis +4, Cha +3 with evil. Hellfire always deals a

AC 27, Fort +18, Ref +13, Will +16; +1 status to all saves vs. magic combination of fire damage and evil

HP 120; Immunities fire; Weaknesses good 5; Resistances physical 5 (except silver), poison 10 damage, though the specific ratio
Heavy Aura (aura, divine, incapacitation, transmutation) 10 feet. A creature that enters the depends on the hellfire’s origin. Certain

heavy aura must attempt a DC 23 Will save. It is then temporarily immune for 10 minutes. types of hellfire can impose other H-K

Success The creature is unaffected. effects on creatures as well, such as

Failure The creature is encumbered while it remains in the area. If the creature is sapping their strength or memories.
already encumbered, it is immobilized while it remains within the aura.

Critical Failure As failure, but the effect persists for 3 rounds after leaving the aura.

Stygian Guardian  Trigger A creature or object within the sarglagon’s reach is targeted
by an attack; Effect The sarglagon interposes themself, giving the creature or object
standard cover against the attack (+2 circumstance bonus to AC), or greater cover

(+4 circumstance bonus to AC) if the sarglagon was already granting it lesser cover.

Speed 25 feet, fly 25 feet, swim 30 feet

Melee *¥ fangs +20 (evil, magical), Damage 2d12+9 piercing plus 1d6 evil

Melee *¥ tentacle arm +20 (agile, evil, magical); Damage 2d8+9 bludgeoning plus 1d6
evil and sarglagon venom

Divine Innate Spells DC 23, attack +18; 5th control water, dimension door; 4th dimension
door (at will), freedom of movement, hydraulic torrent; Constant (2nd) see invisibility

Rituals DC 23; infernal pact

Drown *¥® (conjuration, divine, incapacitation) The sarglagon conjures murky water
to fill the lungs of a creature that can't breathe water within 30 feet. The target must
attempt a DC 26 Fortitude save.

Critical Success The target is unaffected.

Success The target coughs up water and is sickened 1.

Failure The target is holding its breath (Core Rulebook
478). The only action it can take is to attempt a
Fortitude save against Drown to expel the
water, which is a single action.

Critical Failure The target falls unconscious
and begins suffocating. If the target
succeeds at its Fortitude save
while suffocating, it coughs up the
water and can breathe again.

Sarglagon Venom (poison) Saving Throw DC 26

Fortitude; Maximum Duration 6 rounds; Stage

1 2d6 poison damage and clumsy 1 (1 round);

Stage 2 3d6 poison damage and clumsy 2 (1 round)

OSYLUTH [BONE DEVIL]

An osyluth is an unparalleled inquisitor that revels

R

in the sadism and torture for which Hell is so well
known. These devils’ charge is to seek out heresies,
both among mortals and among other fiends—a
commandment they uphold with unwavering

fervor. They spawn within the Styx-fed swamps

of Hell’s fifth layer, Stygia; where heresies and
the souls of heretics stagnate, osyluths eventually
rise. In the remote corners of that same layer of Hell,
they build massive, calcified hives where they perform their vile
interrogations and perfect their torturous arts upon lesser devils
and petitioners alike.
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OSYLUTH CREATURE 9
/ | LARGE | [ FIEND |
Perception +21; greater darkvision
HELLMOUTHS Languages Celestial, Draconic, Infernal; telepathy 100 feet
While travel to and from Hell is Skills Arcana +18, Deception +19, Intimidation +21, Religion +17, Stealth +20
possible with plane shift, another Str +5, Dex +5, Con +4, Int +3, Wis +4, Cha +4
way to reach and traverse the AC 28; Fort +17, Ref +18, Will +17; +1 status to all saves vs. magic

infernal realms is via hellmouths, HP 135; Immunities fire; Weaknesses good 10; Resistances physical 10 (except silver),
strange living portals connecting poison 10
{ different layers or even different Speed 35 feet, fly 30 feet
’ planes. A hellmouth takes the form Melee *® jaws +21 (evil, magical), Damage 2d10+11 piercing plus 1d6 evil
;_ of a grimacing face, distended Melee *¥ claw +21 (agile, evil, magical, reach 10 feet), Damage 2d6+11 slashing plus 1d6 evil
! ? maw, or other distressingly organic Melee *¥ stinger +21 (evil, magical, reach 15 feet), Damage 1d10+11 piercing plus 1d6 evil
i aperture, and no two share the and osyluth venom
same appearance. Most are carefully Ranged *¥ bone shard +21 (evil, magical, range increment 30 feet), Damage 2d6+8 piercing

guarded, but some new or well-hidden Divine Innate Spells DC 25; 5th dimension door, phantom pain; 4th dimension door (at will),
hellmouths have yet to be discovered. dimensional anchor (x2), discern lies, zone of truth; 2nd invisibility (at will; self only)
Rituals DC 25; infernal pact
Osyluth Venom (poison) Saving Throw DC 25 Fortitude; Maximum Duration 6 rounds;
Stage 1 2d6 poison damage, enfeebled 1 (1 round); Stage 2 3d6 poison damage
and enfeebled 1 (1 round); Stage 3 3d6 poison damage and enfeebled 2
(1 round). Once a creature reaches stage 3, it takes a -4 status penalty to
Will saves against attempts to Coerce it for 1 hour (this is a mental effect).
Quick Invisibility The osyluth can cast innate invisibility using only 1 action.
Sadistic Strike An osyluth deals an extra 2d6 damage whenever they
Strike an enfeebled, frightened, or prone creature.
Stygian Inquisitor ¥ (linguistic, mental) The osyluth telepathically
questions a creature affected by zone of truth. After 1
round, if the creature intentionally refuses to answer
- the question, it takes 2d6 mental damage.
\ b Tail Sweep *® The osyluth sweeps their tail in
a 15-foot cone. Each creature in the cone
must succeed at a DC 26 Reflex save or be
knocked prone.

. HAMATULA [BARBED DEVIL)

Hamatulas are forged in Erebus to

protect infernal vaults from those
| foolish enough to try to rob the
archdevil Mammon. In case the
vicious spines protruding from their
bodies and ability to teleport weren’t
deadly enough, they are also clever
wielders of warding glyphs. They are
effective conjured guardians, though
they resent being pulled away from
their duties in Hell. Unlike most fiends,
hamatulas are formed from several souls
that lack any features distinctive enough to
merit another role.

HAMATULA CREATURE 11
e | vepio | oevi | Fieno

Perception +24; greater darkvision

Languages Celestial, Draconic, Infernal; telepathy 100 feet

Skills Acrobatics +23, Arcana +18, Intimidation +21, Religion +20, Stealth +23,
Survival +22




Str +7, Dex +6, Con +5, Int +1, Wis +5, Cha +4
AC 31; Fort +23, Ref +20, Will +20; +1 status to all saves vs. magic =y
HP 165; Immunities fire; Weaknesses good 10; Resistances physical 10 (except silver), T
poison 10 HAMATULA TREASURES
Attack of Opportunity = Barb only. A hamatula gains an extra reaction at the start of Perhaps because hamatulas exist to
each of its turns that it can use only to make an Attack of Opportunity. It can't use guard the riches of archdevils, infernal
more than one Attack of Opportunity triggered by the same action. In addition to the dukes, and queens of the night, they
normal trigger, a hamatula can make an Attack of Opportunity against a creature that find themselves drawn to wealth.
touches it or an adjacent creature that attempts a melee Strike against it. Though they despise summoners who
Speed 25 feet, fly 30 feet pull them away from their assigned H-K

Melee *¥ barb +24 (evil, magical), Damage 3d8+13 piercing plus 1d6 evil and bloodletting duties, hamatulas use their servitude
Ranged *¥ hurled barb +23 (evil, magical, range increment 60 feet), Damage 2d8+13 as an opportunity to collect treasures

b

piercing plus 1d6 evil and bloodletting and wealth that they can offer to their L=N
Divine Innate Spells DC 27, attack +21; 5th dimension door, glyph of warding (at will); 4th lords upon their return. Treasures that

dimension door (at will); 3rd harm, paralyze (x2); Cantrips (5th) produce flame are painful or dangerous to handle are 0-R
Rituals DC 27; infernal pact among their favorite prizes. '
Bloodletting On a critical hit, the hamatula’s barbs deal 3d6 persistent bleed damage. ' S-T
Frightful Strike € (divine, emotion, enchantment, fear, mental) Trigger The hamatula

hits a creature with a barb Strike; Effect The creature struck must succeed at U-z

a DC 27 Will save or become frightened 2 (or frightened 3 on a critical i

failure). Regardless of the result of its saving throw, the creature APPENDIX

is then temporarily immune to Frightful Strike for 24 hours.

Impaling Barb *®® The hamatula makes a barb Strike, then
Strides up to half its Speed without triggering reactions. If
the Strike hits, the hamatula impales the target with one of
its barbs and snaps the barb free as it moves away from
the target. This deals an additional 2d8 piercing damage
to the target and pins it to an adjacent surface, rendering
it immobilized (Escape DC 29).

Warden of Erebus A hamatula's glyph of warding innate
spell can contain any common spell from the Core
Rulebook that meets the criteria in glyph of warding;
the hamatula doesn't need to provide the spell.

GYLOU (HANDMAIDEN DEVIL]

Though gylous are deeply entrenched in the expansive

and complex machinations of Hell, they are highly
skilled agents capable of nuanced diplomacy, masterful
deception, physical finesse, and nearly any other
tasks they set their minds to. This versatility has
led to gylous becoming widespread throughout
all layers of Hell, enabling them to filter key
information to their masters regarding other
devils’ plots and schemes. Their allegiance
is no secret, but their skills are so great

that powerful devils employ one or more

gylous regardless. While most gylous have
a feminine form (combined with their role,

this is the source of their common moniker
of “handmaiden”), some have other gender
presentations, and nearly all gylous take on
carefully cultivated illusions to best suit the roles
they fill. More often than not, gylous arise when
lesser devils who have demonstrated exceptional utility
and invaluable skills are uplifted into a new form, though
on rare occasions they are shaped from the souls of evil mortals
who showed unparalleled savvy within bureaucratic enterprises.
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GYLOU CREATURE 14
| MEDIUM | [ FIEND |
7t Perception +28; greater darkvision, true seeing
QUEENS OF THENIGHT Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet
The four queens of the night wield Skills Acrobatics +27, Athletics +28, Arcana +25, Deception +30, Diplomacy +28,
great power in the Pit. Ardad Lili Religion +26, Stealth +27
is a plotter and manipulator with Str +4, Dex +7, Con +4, Int +5, Wis +6, Cha +8
ambitions of ruling the heavens, while AC 36: Fort +22, Ref +25, Will +28; +1 status to all saves vs. magic
_ Doloras revels in suffering. Most HP 240; Immunities fire; Weaknesses good 10; Resistances physical 10 (except silver)
[ & distant is Mahathallah, watching over Reflexive Grab D Trigger A creature leaves a square within the gylou’s reach using a move
i’ fate and death. Mightiest among them action or attempts a melee Strike against the gylou; Effect The gylou lashes out with a
is Eiseth, who is assembling an army tentacle, attempting to Grapple the triggering creature. If the triggering Strike was with
in Dis in the hopes of claiming the iron a melee weapon, the attacking creature can Release the weapon to cause the gylou to
throne of Malebolge. automatically fail the Athletics check.
Speed 35 feet, climb 35 feet
Melee *¥ claw +30 (agile, evil, finesse, magical), Damage 3d8+12 slashing plus 1d6 evil
Melee *¥ tentacle +30 (evil, magical, reach 10 feet), Damage 3d12+12 bludgeoning plus Grab
Divine Innate Spells DC 36, attack +28; 7th dispel magic, dominate; 5th black tentacles,
dimension door, illusory object (at will); 4th charm (x3), dimension door (at will),
enthrall (at will); Constant (7th) true seeing
Rituals DC 36; infernal pact
Change Shape *¥ (concentrate, divine, polymorph, transmutation) The
gylou adopts the appearance of any Small or Medium humanoid.
This doesn't change their Speed or the attack and damage modifiers
of their Strikes, but it might change the damage type their Strikes
deal (typically to bludgeoning).
Indispensable Savvwy 2 Frequency once per day; Trigger The gylou
attempts a skill check but hasn't rolled yet; Effect The gylou demonstrates
a preternatural ability for the task at hand. They use their Deception modifier for the
triggering check and for all skill checks using the same skill thereafter until the next
time the gylou uses this ability or until 24 hours have passed, whichever happens first.
Tentacle Encage *¥ (attack) Requirements The gylou has a Medium or smaller creature
grabbed; Effect The gylou transfers the grabbed creature into their lower body’s
net of encaging tentacles, freeing their limbs and tentacles to make Strikes. This
has the same effects as Swallow Whole (Medium, 2d12+12 bludgeoning,
Rupture 30), except the encaged creature is not at risk of suffocation,
and the gylou can bring the encaged creature with them when
they cast dimension door. A gylou can have only one creature
encaged at a time.

CORNUGON [HORNED DEVIL]

Hell’s armies contain legions upon legions of

W‘!“ Loy it

A

different devils all suited precisely to their roles.
But such an army needs able commanders,
and it is this role that cornugons fill. Their
mere presence inspires those under their
command to improved performance—
often through fear of the horrible
torments that a cornugon can unleash as
punishment for failure. Forged in the fires
of Malebolge from the most renowned
warriors among lesser devilkind, even
the least cornugon is among the fiercest
warriors of the multiverse. The greatest
among them on occasion ascend further
still, becoming those rare and feared
legends of Hell called malebranche.



CORNUGON CREATURE 16
[ FIEND
Perception +28; greater darkvision
Languages Celestial, Common, Draconic, Infernal; telepathy 100 feet THE MALEBRANCHE
Skills Acrobatics +28, Athletics +32, Intimidation +30, Religion +28, Stealth +26, Warfare Every 5,000 years, the mightiest
Lore +30 cornugon becomes a malebranche,
Str +8, Dex +6, Con +7, Int +4, Wis +6, Cha +6 a quasi-deity below infernal dukes.
Items +2 greater striking unholy spiked chain Scholars on Golarion currently know E-G
AC 38; Fort +31, Ref +26, Will +26; +1 status to all saves vs. magic of 12 active malebranche, and while
HP 300; Immunities fire; Weaknesses good 15; Resistances physical 15 (except silver), each is unique, all share the goal of
poison 15 conquering the Material Plane. ]

Circle of Protection (abjuration, aura, divine, evil)
10 feet. A constant circle of protection
against good is centered on the
cornugon.

Commander’s Aura (aura, divine,
enchantment) 100 feet.
Allied evil creatures in
the aura of a level lower
than the devil's gain a +1
circumstance bonus to
attack rolls, damage rolls,
AC, saves, and skill checks.

Frightful Presence (aura,
divine,emotion, enchantment,
fear, mental) 10 feet, DC 34

Attack of Opportunity 2

Speed 25 feet, fly 50 feet

Melee *® spiked chain +34 (disarm, evil, finesse, magical,
reach 10 feet, trip), Damage 3d8+16 slashing plus 2d6 evil
and stunning chain

Melee *¥ claw +32 (agile, magical, reach 10 feet), Damage 3d10+14 slashing
plus 1d6 evil

Melee *¥ tail +32 (magical, reach 10 feet), Damage 3d8+14 slashing plus 1d6
evil and infernal wound

Divine Innate Spells DC 36; 7th dispel magic, fireball (x2), -
lightning bolt (x2); 5th dimension door; 4th dimension door
(at will)

Rituals DC 36; infernal pact

Chain of Malebolge *® Requirements The cornugon’s
last action was a success with a spiked chain
Strike; Effect The devil pulls the creature 5 feet
closer and grabs it with the spiked chain
(Escape DC 42). The creature is automatically
freed if the devil makes another spiked chain
attack or moves away.

Infernal Wound (divine, necromancy) A cornugon'’s "P -
tail Strike deals 4d6 persistent bleed damage. ’Y
The DC of the flat check to stop the bleeding
starts at 20 and is reduced to 15 only if someone
successfully assists. The DC to Administer First Aid to a creature
with an infernal wound increases by 10. A spellcaster or item using healing
magic on an infernally wounded creature must succeed at a DC 34 counteract check or
the magic fails to heal the creature.

Stunning Chain (incapacitation) If the cornugon critically hits with its spiked chain
Strike, the target must succeed at a DC 34 Fortitude save or be stunned for 1
round (1d4 rounds on a critical failure).
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SOUL SWALLOWERS

The fact that devourers consume
souls makes them particularly hated
by the church of Pharasma and
psychopomps alike.

DEVOURER

When fiends and powerful evil spellcasters are lost beyond the farthest reaches
of the multiverse, they sometimes return as horrific undead called devourers that
consume the souls of the living to fuel their arcane machinations. Their bodies are
ruined and rebuilt, hollow and twisted, even as their minds undergo a spiritual
transformation. They gain the ability to bind other souls to their own and drain
their essence for magical power, yet can never be sated in their pursuit of it.
Seething masses of distorted ghostly shapes surge within their hollow rib cages—
manifestations of the devourers’ most recently consumed souls.

DEVOURER CREATURE 1
| uncommon | Ne | Larce | unoeso |
Perception +22; darkvision
Languages Abyssal, Celestial, Common, Infernal, Necril
Skills Arcana +21, Deception +21, Intimidation +23, Occultism +23,
Stealth +19
Str +7, Dex +3, Con +5, Int +5, Wis +4, Cha +5
AC 31; Fort +20, Ref +18, Will +24; +1 status to all saves vs. magic
HP 175, negative healing; Immunities death effects, disease, paralyzed, poison,
spell deflection, unconscious
Spell Deflection (abjuration, divine) A spellcaster who targets a devourer with
a mental spell, banishment, bind soul, divine decree, divine wrath, possession,
spirit blast, or spirit song can attempt a counteract check to free a soul the
devourer has trapped with Devour Soul. If this counteract attempt succeeds,
the trapped soul is released (though the creature remains dead), and the
devourer can't use any soul charges from that creature. Devourers are
otherwise immune to these spells.
Speed 30 feet, fly 30 feet
Melee *® claw +24 (agile, reach 10 feet), Damage 2d10+13 slashing plus
drain life
Occult Innate Spells DC 31, see soul spells below; 6th feeblemind, true seeing;
4th confusion, suggestion; 3rd bind undead, paralyze; 2nd death knell;
1st harm
Rituals DC 31; create undead
Devour Soul ¥ (death, divine, necromancy) The devourer touches
a creature within reach, dealing 8d6 negative damage (DC 31 basic
Fortitude save). If a creature is slain by this attack, its soul becomes
trapped within the devourer. While its soul is trapped, a creature
can't be resurrected except by powerful magic such as a wish spell.
Destroying the devourer or successfully counteracting Devour Soul
(see Spell Deflection above) releases the soul. The devourer can hold only one
soul at a time. A soul has 5 soul charges per level of the originating creature
(see Soul Spells below). The devourer can expend these charges to cast
spells. If the soul is freed and the creature returns to life, the creature
is drained 1 for every 5 soul charges expended. If reduced to O soul
charges, the soul is consumed and can be restored to life only by
powerful magic such as wish.
Drain Life (divine, necromancy) When the devourer damages a living
creature with its claw Strike, the devourer gains 10 temporary Hit Points
and the creature must succeed at a DC 24 Fortitude save or become
drained 1. Further damage dealt by the devourer increases the condition
value by 1on a failed save, to a maximum of drained 4.
Soul Spells A devourer casts occult innate spells, but to do so it must expend
a number of soul charges equal to the spell's level (similar to casting a spell
using charges from a staff). It can heighten any spell to a maximum of 6th level by
expending more charges as it Casts the Spell. When encountered, a devourer typically
has one trapped soul with 10 soul charges.
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DIG-WIDGET
Thieves covet dig-widgets, specialized constructs built for infiltration. Each gy INTRODUCTION
dig-widget contains numerous simple tools, including a set of mechanical devices I
that function as thieves’ tools, two arms with drills, and two arms with corkscrews WIDGET WORKSHOPS
for attaching to and climbing surfaces. Once activated, these devices propel The first dig-widget came from the
themselves forward. Though they have the full faculties typical of a construct, workshops of a dwarven thieves'
they usually follow a simple routine: avoid notice, pick any lock barring the path, guild called Godak’s Grifters, which
dig past obstacles, and attack if caught. They’re rarely left unattended, as a thief used more advanced magical
needs to be nearby to follow after—both to steal goods and to stop the dig-widget clockwork theories as a springboard
from engaging in further larceny once it’s achieved its goal. for these simpler but no less effective H-K
The source of a dig-widget’s power is as much mechanical as it is magical. contraptions. With their dig-widgets,  §
The gears and springs that provide a dig-widget mobility are an improvement the Grifters plagued the authorities '
over more primitive true clockwork creations (whose functions require constant of several dwarven settlements LN
winding to remain mobile), but at the cost of security, for a dig-widget’s moving over the years. Their travels spread
parts can be dismantled quickly by thieves and others with the proper training. dig-widget technology, and numerous | 0-R
improvements have since led to faster
DIG-WIDGET CREATURES and more reliable versions. Though S-T
N | | MINDLESS | upstanding dwarven mechanics have
Perception +9; darkvision, tremorsense (imprecise) 30 feet observed dig-widgets and recognized u-z
Skills Acrobatics +12, Athletics +9 (+12 to Leap the complexity of the technology,
or Climb), Stealth +14, Thievery +15 they've steadfastly refused to .-_ APPENDIX
Str +2, Dex +5, Con +1, Int -5, Wis +0, Cha -5 adapt something with such an
Infiltration Tools A dig-widget's face consists of unscrupulous origin.
a set of infiltrator thieves' tools. They can be

salvaged from a destroyed dig-widget with
a successful DC 20
Crafting check. On a N |
failed check, the tools
are destroyed.

AC 23; Fort +10, Ref +14, Will +7

T &
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HP 65; Immunities bleed, death
effects, disease, doomed, drained,
fatigued, healing, mental, necromancy,
nonlethal attacks, paralyzed, poison,
sickened, unconscious
Mechanical Vulnerability A creature with expert
proficiency in Thievery can attempt a check to
Disable a Device to damage a dig-widget. The (
DCis 22, and each success deals 20 damage.
Speed 30 feet, burrow 15 feet
Melee *¥ drill +14 (fatal d10, finesse), Damage
2d6+4 piercing plus 1d6 persistent bleed “
Melee *® corkscrew +14 (finesse), Damage 2d8+4 l
piercing
Fastening Leap *¥ The dig-widget Leaps up 20
feet onto a creature or object and attempts
a corkscrew Strike against it. If the Strike
damages the target, the dig-widget attaches
to the target (typically to the back of a
creature). This is similar to Grabbing the
creature, but the dig-widget moves with that
creature rather than holding it in place. While
attached, the dig-widget can't use its corkscrew. The
dig-widget can be Shoved off, or it can detach itself with
an Interact action.
Sneak Attack A dig-widget's Strikes deal an additional 1d6
precision damage to flat-footed creatures.



COMPSOGNATHUS FAMILIARS

Appropriate familiar abilities for

a compsognathus familiar include
climber, damage avoidance, fast
movement, kinspeech, manual
dexterity, scent, or speech. A
compsognathus familiar who can
talk tends to do so in a rapid voice,
with plenty of questions as a result
of its eager curiosity. Note that while
dinosaurs aren't technically all the
same species, you should consider
allowing a compsognathus with
kinspeech the ability to speak to any
dinosaur rather than limiting it to
only fellow compsognathuses.

DINOSAUR

Dinosaurs encompass a staggering range of creatures, from tiny but still
dangerous scavengers like the compsognathus to lumbering giants like the
ravenous spinosaurus to ornery herbivores like iguanodons. Often sought out
and partially domesticated to serve as exotic pets for eccentric aristocrats or
dangerous guardians for those eager to protect their holdings with frightening
but tamable creatures, dinosaurs are far from limited to lurking in primeval
“lost worlds.”

COMPSOGNATHUS

The compsognathus is a small bipedal dinosaur that moves in swift, darting
motions. Its bite injects a venom that causes numbness and weakness, a trait that
the animal uses to bring down larger prey, although it prefers to scavenge food or
snatch up insects and other smaller creatures for its meals. The compsognathus
is curious to a fault; most encounters that result in combat with these diminutive
dinosaurs result not from the creatures’ hunger but from frightened defensive
reactions when the dinosaurs’ inquisitive natures compel them to enter into
situations (such as wagons or bedrolls) that inadvertently put them at odds with
surprised adventurers.

A compsognathus measures 3 feet long from its head to the tip of its tail and
weighs 15 pounds. It is small enough to serve as a house pet or even as a familiar
for a spellcaster. In cases where magical links aren’t involved, however, those
encountering or keeping the creatures would be well-advised to treat them with
the same caution one might extend to a pet viper or other poisonous reptile, as
they are at best partly tame.

COMPSOGNATHUS
b vy v

Perception +5; low-light vision, scent (imprecise) 30 feet
Skills Acrobatics +6, Stealth +6

CREATURE -1

Str +0, Dex +3, Con +2, Int -4,
Wis +2, Cha -2
AC 15; Fort +4, Ref +7,
Will +4
HP 8
Speed 30 feet, swim 15
4 feet
Melee *¥ jaws +7 (agile,
finesse), Damage 1d6
piercing plus compsognathus
venom
Compsognathus Venom (poison)
Saving Throw DC 16 Fortitude;
Maximum Duration 4 rounds; Stage 1 1d6 poison damage and enfeebled 1
(1 round); Stage 2 1d8 poison damage and enfeebled 1 (1 round)

PACHYCEPHALOSAURUS

Pachycephalosauruses are normally peaceful herbivorous dinosaurs, but they grow

much more violent during their mating season, when they fight one another to win
over mates and warn away interlopers. They also defend themselves vehemently
when potential predators stray too close to their herd. The pachycephalosaurus’s
skull has a distinctive dome-shaped crown surrounded by numerous blunt, bony
horns. This feature, combined with the dinosaur’s powerful, compact neck, allows
it to make battering-ram-like charges capable of inflicting great damage.

Some humanoid groups have successfully trained pachycephalosauruses for use
as mounts, but the creatures aren’t particularly well suited to the task.

Pachycephalosauruses grow to a length of 15 feet and weigh 1,400 pounds.



PACHYCEPHALOSAURUS CREATURE 3
n INTRODUCTION
Perception +10; low-light vision, scent (imprecise) 30 feet T
Skills Athletics +11, Intimidation +7 DINOSAUR ABILITIES A-C
Str +4, Dex +3, Con +4, Int -4, Wis +3, Cha +0 While the real world fossil records i
AC 19; Fort +12, Ref +11, Will +7 hold a wealth of inspiration for
HP 65 the reconstruction of dinosaurs
Speed 35 feet in an RPG, you can also look to
Melee *¥ skull +11 (forceful, reach 10 feet), Damage 1d10+6 bludgeoning living creatures for ideas. Giving
Clobbering Charge *¥® The pachycephalosaurus Strides up to its Speed. If it ends its a dinosaur a poisonous bite or H-K
movement within melee reach of a target, it can make a skull Strike against that an unusual attack routine like Ji
target. If the pachycephalosaurus critically hits with this Strike, the creature hit is Clobbering Charge ensures that [
stunned 1. dinosaurs are as interesting in L=N
Sudden Shove 2 (attack) Trigger The pachycephalosaurus damages a Medium or combat as they are in appearance.
smaller foe with its skull Strike; Effect The pachycephalosaurus digs in and flings i 0-R
its head up, shoving its foe away. It attempts an Athletics check against the target’s !
Fortitude DC. ' S-T
Critical Success The pachycephalosaurus pushes the opponent up to 10 feet away
from itself and knocks the target prone. - U-z
Success The pachycephalosaurus pushes the opponent back 5 feet. i
Failure The pachycephalosaurus fails to push the opponent. ‘ APPENDIX
Critical Failure As failure, but the failed attempt leaves the pachycephalosaurus 3
flat-footed for 1 round. ‘e
HADROSAURID
Hadrosaurids are a broad grouping
of herbivorous dinosaurs that
share characteristic flat
snouts filled with rows

of grinding teeth well
suited for feeding
on vegetation. Also
known as “duck-billed
dinosaurs” due to the
unusual shape of their jaws,
hadrosaurids are lumbering
creatures that can rival an
elephant for size, although they
tend to be much less aggressive and
are prone to flight when confronted
with danger rather than stubbornly standing
their ground. Many species of hadrosaurids have
uniquely shaped crests on their heads that give each
species its own unusual profile, making them easily
recognizable even to an amateur dinosaur watcher.

Giants and other oversized creatures have been known
to domesticate hadrosaurids to serve as livestock. Despite
their ability to sprint quickly, they don’t make particularly
viable mounts due to their timid natures, but in a large group,
a panicked gathering of hadrosaurids can wreak
great damage with their trampling.

A hadrosaurid can walk for short
distances on its hind legs but prefers
to graze and travel on all fours. The
typical hadrosaurid is 20 to 30
feet long and can weigh up to
10,000 pounds.



HADROSAURID CRESTS

The different species of hadrosaurids
all use the same statistics. While
some species have no cranial crest

; at all, those who do, such as the
! distinctive backward-curling crest
-'} ' of the parasaurolophus, are capable

} of vocalizing sonorous and haunting

i_ calls when they seek the attention
il of a mate or warning their herd of a
% predator’s approach.
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HADROSAURID

| N ) Huge | aniva | DiNosAUR |

Perception +13, low-light vision, scent (imprecise) 30 feet

Skills Athletics +12, Stealth +10

Str +6, Dex +2, Con +3, Int -4, Wis +1, Cha +0

AC 21; Fort +12, Ref +10, Will +11

HP 60

Speed 30 feet

Melee tail +14 (reach 15 feet), Damage 2d6+8 bludgeoning

Melee foot +12 (reach 15 feet), Damage 2d4+8 bludgeoning

Sprint *¥® Frequency once per minute; Effect The hadrosaurid Strides twice. It has a
+20-foot circumstance bonus to its Speed during these Strides.

Trample *¥?¥¥ Large or smaller, foot, DC 21

IGUANODON

Iguanodons are large, herbivorous dinosaurs that inhabit swamps and forests

CREATURE 4

where they browse on the abundant vegetation. The iguanodon is capable of
moving on two feet or on four, quickly switching from one stance to the other
depending on whether it needs to move through dense foliage or to reach
delectable morsels hanging up in the canopy.

Although iguanodons are herbivores, they are notoriously quick to anger.
Their thumb spikes make their claws particularly devastating weapons. A
well-placed blow from one of these claws can turn a hungry predator into a
cowering beast with one swift strike. Iguanodons are 30 feet long and weigh
6,000 pounds.

IGUANODON
bt | amac | oivosaue |

Perception +14; low-light vision, scent (imprecise) 30 feet
Skills Athletics +15

CREATURE 6

Str +7, Dex +4, Con +4, Int -4,
Wis +4, Cha +0
AC 24; Fort +16, Ref +12,
Will +14
HP 95
Speed 25 feet
Melee *® thumb spike +17
(deadly d10, reach 10 feet),
Damage 2d8+9 piercing
Melee *¥ tail +15 (reach 15 feet), Damage 2d10+9
bludgeoning
Gouging Lunge *¥® The iguanodon makes a thumb spike
Strike at an adjacent foe and then Strides up to 15 feet,
dragging its thumb spike across the foe to gouge out a brutal
wound. If this Strike hits, it deals an extra 1d8 points of slashing
damage and the following Stride does not trigger reactions from the
creature struck. This thumb spike Strike counts as two attacks when
calculating the iguanodon’s multiple attack penalty.

SPINOSAURUS

The spinosaurus is more than just one of the largest carnivorous

dinosaurs—it’s also one of the most unusual in appearance,

with a large, sail-like fin running along its spine. Often
. quite colorful, this sail allows the spinosaurus to
‘n . \ attract mates, aids in swimming, and makes it
"j.\\ll\ appear to be even larger than it actually is.
t..\v A swimming spinosaurus can also use the



sail as part of a unique means of staggering prey by slapping the water with it to
make a crushing wave.

The spinosaurus is equally at home in water as it is on land, and its long, toothy i
maw is well-adapted to catching swimming prey. Attempts by giants to capture MAGICAL DINOSAURS
spinosauruses to serve as guardians typically go poorly, for these headstrong In a fantasy setting, magical effects
dinosaurs do not domesticate well. Their surly attitudes and striking appearances | or supernatural influences can
make them better suited for bloodsports, and they are popular prizes for those | enhance dinosaurs by giving them
who run arenas specializing in battles that pit gladiators against hungry animals unexpected attacks, modes of
or beasts. Of course, an angry dinosaur forced to fight for the amusement of movement, or other abilities. You can
others won’t discriminate between potential meals on the battleground and ones quickly create a memorable magical H-K
seated in the surrounding stands. beast simply by giving a dinosaur the |i,

The spinosaurus’s appearance and strength make it attractive to more than just magical attack of another creature of
giants and bloodsport organizers. Spellcasters who mutate and transform animals an equal level, such as a spinosaurus L-N
into magical guardians have long been intrigued by the spinosaurus’s potential. More gaining an acidic breath weapon akin
so than any other dinosaurs, spinosauruses have been subjected to fleshwarping to that of an adult black dragon. g 0-R
procedures, crossbreeding with monsters, and other magical techniques to enhance '
the creatures’ viability ' S-T
as effective guardians. @SS

A spinosaurus can '} l“"f.‘i‘, u-z
measure up to 60 feet ' ’ ' ;
in length and weighs , APPENDIX
25,000 pounds. 1

SPINOSAURUS  CREATURET1

| N | caraantuan | anivaL | binosaur |

Perception +21; low-light vision, scent (imprecise)
30 feet

Skills Acrobatics +19, Athletics +23 (+25 to Swim)

Str +8, Dex +4,
Con +6, Int -4, '\
Wis +2, Cha +1

Deep Breath A
spinosaurus can
hold its breath for
2 hours.

AC 30; Fort +23, Ref +21, Will +19

HP 200

Speed 40 feet, swim 30 feet

Melee *® bite +23 (deadly d12, reach 20 feet), Damage 2d12+14 piercing plus Grab

Melee *® claw +23 (agile, reach 15 feet), Damage 2d8+14 slashing

Rip and Tear *® Requirements The spinosaurus has a creature grabbed in its
jaws; Effect The spinosaurus reaches up and slashes with its claws at the
creature it has grabbed, dealing 4d8 slashing damage (DC 30 basic Reflex
save) and 1d6 persistent bleed damage.

Staggering Sail *¥® (incapacitation) Requirements The spinosaurus is
swimming on the surface of water; Effect With a powerful lunge to the
side, the spinosaurus uses its sail to slap the surface of the water, creating
a crushing wave of water that deals 6d6 bludgeoning damage in a 30-foot
cone. Each creature in the water in the area must attempt a DC 30 Reflex save.
Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and is slowed 1 until the
end of its next turn. _

Critical Failure The creature takes double damage and ¥
is stunned 3. N ,f’(f‘% "

Swallow Whole *¥ (attack) Medium, 2d12+12 i
bludgeoning, Rupture 19

AT,
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DOLPHINS TO THE RESCUE

Dolphins have a somewhat unusual
trait—they often come to the aid of
other creatures in distress, such as to
save a drowning person or to protect
- someone from the attack of a shark.
Not every monster in this book
wants to hurt player characters—
consider having a dolphin come to
an endangered PC's rescue if the
situation merits!

B T i

DOLPHIN

Dolphins encompass a wide range of aquatic mammals, all of which are quite
social, intelligent, and widespread through the world’s oceans.

BOTTLENOSE DOLPHIN

The bottlenose dolphin is the most common and widespread species of dolphin.
They are social predators who hunt shallow seas and rivers in large family groups
called pods. Sailors are fond of bottlenose dolphins and frequently tell tales of how
they save drowning fishers or kill sharks with blows from their powerful snouts.

BOTTLENOSE DOLPHIN CREATURE 0

=T

Perception +7; aguatic echolocation 120 feet, low-light vision

Skills Athletics +6

Str +2, Dex +3, Con +2, Int -4, Wis +3, Cha +0

Aquatic Echolocation A bottlenose dolphin can use its hearing as a precise sense at the
listed range, but only underwater.

Deep Breath A bottlenose dolphin can hold its breath for 2 hours.

AC 15; Fort +6, Ref +7, Will +5

HP 16

Speed swim 60 feet
“~ Melee *¥ snout +6, Damage 1d6+2 bludgeoning
Melee *¥ jaws +6, Damage 1d6+2 piercing
Ramming Speed *®® The bottlenose dolphin Swims twice and
then makes a snout Strike. As long as it moved at least 20
feet, it gains a +1 circumstance bonus to its attack roll. A
Large or smaller creature hit by this attack must succeed at
a DC 16 Fortitude save or be slowed 1 for 1 round.

ORCA

While many know orcas as “killer whales,” they are actually

the largest species of dolphin. These powerful animals hunt
together in pods to take down seals, sharks, and even true
whales. Adult orcas are typically 15-25 feet long and weigh
8,000-12,000 pounds.

ORCA
Fgception +12; aguatic echolocation 120 feet, low-light vision
Skills Athletics +14, Stealth +13
Str +7, Dex +2, Con +5, Int -4, Wis +3, Cha +0
Aquatic Echolocation An orca can use its hearing as a precise sense at the listed range,
but only underwater.
Deep Breath An orca can hold its breath for 2 hours.
AC 21; Fort +14, Ref +11, Will +12
HP 75
Speed swim 60 feet
Melee *¥ jaws +13, Damage 2d8+9 piercing plus Grab
Aquatic Ambush ¥ 30 feet. An orca can travel no further than 5 feet onto land as
- part of an Aquatic Ambush. After it does so, it is prone until it Crawls
. ~ to return to the water.

N Breach *¥® The orca Swims up to its swim Speed, then
Leaps vertically out of the water up to 25 feet in the
air, making a Strike against a creature at any point
during the jump (this lets it attack a creature within
30 feet of the water’s surface). After the Strike, the orca splashes back down into
the water.

CREATURE 5




DOPRILLU
The aberrations known as doprillus are hulks with banded muscles who wear ornate y.-y INTRODUCTION
masks at all times that fill their wearers with magical strength and fighting spirit. i
Doprillus love to battle, especially by grappling, and are eager to start brawls. On DOPRILLU MASKS A-C
neutral ground, a doprillu offers to duel the strongest-looking opponent, but when A doprillu’s stylized mask isn't a part |
a doprillu’s home turf is invaded, no rules apply to the confrontation. As befits the of the creature itself, though doprillus i
superheated blood that fuels them, doprillus make their homes in warm locations: inherently understand the mask's
hot jungles, sunny deserts, and underground caverns near sulfur vents. purpose and power. When born,
doprillus start out weak and small.

DOPRILLU CREATURE 14 Once one matures and gains sufficient H-K
N | MEDIUM | intelligence and manual dexterity, it Ji
Perception +22; darkvision, see invisibility carves its personal mask. The first i
Languages Aklo, Common, Undercommon time it dons the mask, the doprillu L=N
Skills Acrobatics +26, Athletics +30, Intimidation +22, Stealth +24 rushes out to seek a fight. This mask
Str +8, Dex +6, Con +7, Int +1, Wis +4, Cha +2 is never replaced, and it might be i 0-R
AC 36; Fort +27, Ref +28, Will +24; +2 status to all saves vs. fear marred from hundreds of battles. '
HP 260, regeneration 20 (deactivated by cold); Immunities enfeebled (while wearing its ; ' S5-T

mask), slowed (while wearing its mask); Resistances fire 15 r
Mask of Power A doprillu’s unique wooden mask is the source of its power. A U-z

doprillu deprived of its mask loses its regeneration and its immunity to
enfeebled and slowed, and it immediately becomes enfeebled 1. The
enfeebled value increases by 1 at the start of each of the doprillu’s
turns, to a maximum of enfeebled 4. If the mask is put back on, the
doprillu immediately regains its abilities and loses the enfeebled
condition. A creature can pull off the mask with a successful DC 34
Athletics check to Force Open.

Volcanic Veins (fire) Fiery magma runs through the doprillu’s veins.
A creature that starts its turn grabbed by the doprillu takes
7d6 fire damage.

Deflect Arrow 2 Trigger The doprillu is the target
of a physical ranged attack; Requirements The
doprillu is aware of the attack, isn't flat-footed
against it, and has a hand free; Effect The
doprillu gains a +4 circumstance bonus to
its AC against the triggering attack.

Speed 40 feet, climb 40 feet

Melee *® fist +30 (agile, magical),
Damage 3d8+16 plus 2d6 fire and
Improved Grab

Occult Innate Spells DC 28; Constant
(6th) see invisibility

Body Strike *® Requirements The
doprillu has a creature grabbed;
Effect The doprillu swings the
grabbed creature as a weapon. This
Strike has a +30 attack modifier and
deals 3d8+16 bludgeoning damage.
The Strike is magical and has a reach
of 10 feet. On a hit, the grabbed creature
takes half the damage dealt to the target.

Whirlwind Throw *¥® Requirements The doprillu has a creature
grabbed; Effect The doprillu whirls the grabbed creature about,
making a Body Strike against each creature in reach. After that
Strike, the doprillu can hurl the grabbed creature up to 50 feet
as a ranged Strike. This Strike has the same attack modifier
and damage as Body Strike, but has the thrown 20 feet
weapon trait
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BRINE DRAGON SPELLCASTERS

Brine dragon spellcasters tend to
cast the following spells.

YOUNG

Primal Prepared Spells DC 26,
attack +20; 3rd haste, lightning
bolt, slow; 2nd animal messenger,
humanoid form, water breathing; 1st
create water, grease, negate aroma;
Cantrips (3rd) acid splash, detect
magic, prestidigitation, sigil, stabilize

ADULT

Primal Prepared Spells DC 33, attack
+26; as young brine dragon, plus 5th
cone of cold, control water, mariner’s
curse; 4th freedom of movement,
hallucinatory terrain, solid fog;
Cantrips (5th) acid splash, detect
magic, prestidigitation, sigil, stabilize

ANCIENT

Primal Prepared Spells DC 38, attack
+33; as adult brine dragon, plus 8th
dispel magic, horrid wilting; 7th energy
aegis, plane shift, regenerate; 6th
baleful polymorph, slow, true seeing;
Cantrips (8th) acid splash, detect
magic, prestidigitation, sigil, stabilize

DRAGON, PRIMAL

The strange and otherworldly primal dragons hail from realities adjacent to the
Material Plane—the four Elemental Planes and the Shadow Plane. These true
dragons have natures and powers that exemplify their plane of origin and an
affinity for primal magic, unlike chromatic and metallic dragons, who favor
arcane or divine magic. Although they come from distant planes, primal dragons
can be found on the Material Plane in regions touched by or reminiscent of their
home plane. Although such encounters are rare, adventurers and travelers have
sometimes found a brine dragon dwelling near a salty inland sea, for example,
or a crystal dragon living in massive natural caverns deep in the Darklands.
Unlike chromatic and metallic dragons, primal dragons tend not to develop
shape-changing powers, and they are less interested in infiltrating settlements or
influencing others from the shadows.

PRIMAL DRAGON SPELLCASTERS

Each type of primal dragon features a note in the margins on spellcasting dragons of
that type. To make a primal dragon spellcaster, remove the dragon’s Draconic Frenzy
and Draconic Momentum abilities and give it the spells outlined in its sidebar. You
can swap out any number of these with other primal spells, provided you keep the
same number of spells for each level. You might also want to increase the dragon’s
Wisdom or Charisma modifier by 1 or 2 to reflect their mastery of magic.

PRIMAL DRAGONS OF GOLARION

Golarion is not home to many primal dragons. Yet primal dragons do still come to
Golarion now and then, whether to escape persecution in their home plane, build
new lairs, torment and brutalize weaker creatures, or seek knowledge and resources
that are scarce or unavailable at home.

Brine dragons can be found along Golarion’s coastlines but are often frustrated
by piracy and other lawless elements. They tend to avoid heavily populated
coastal areas like the Shackles and instead choose remote islands in the oceans as
their homes, where they can rule small communities of their own curation. Cloud
dragons are even more isolated, and lacking any interest in politics, they prefer
to dwell in large mountain ranges like the Kodars or the Barrier Wall. Crystal
dragons’ vanity compels them to seek places that complement their natural
beauty, such as gem-studded caverns in the Darklands. Of all the primal dragons,
cantankerous magma dragons may be the ones most often found dwelling on
Golarion, where they are drawn to volcanic ranges like the Five Kings Mountains.
Umbral dragons hail not from an Elemental Plane but the Shadow Plane, and they
can be encountered anywhere the borders to that plane grow thin, particularly in
the sinister nation of Nidal.

BRINE DRAGON

Brine dragons are usually blue-green in color, with shiny scales, crests that help
them glide through the water, and sweeping neck frills. They care little for either
good or evil. As they are both opinionated and willing to impose their sense of order
on others, many brine dragons eventually seek to rule over a meticulously crafted
community. These communities are orderly and well-planned, with rigid standards
of courtesy and unchanging laws set down by the dragon themself. A settlement
seeded by a brine dragon can be made of members of almost any ancestry, but the
most common inhabitants are humans, merfolk, tengus, or sahuagin.

Depending on the dragon’s personality, their community members might view
their brine dragon ruler as anything from a benevolent force of order to a fearful
tyrant. Regardless, the typical brine dragon has little patience for kindness or
philanthropy, and the strength and health of their settlement as a whole are of
greater concern than individuals® well-being. A notable exception to this dispassion
rises when an outside force encroaches on their lands. In these cases, the brine
dragon is quick to step in and aid in the defense of their community.



Although brine dragons enjoy cultivating settlements, they rarely make their @ :

lairs within the city limits, instead preferring to dwell in sea caves or cliffside INTRODUCTION
grottoes overlooking the coastline. Here they can retreat for privacy as needed,
or can accumulate and display their gathered wealth in a place where they feel REZLARABREN A-C

safe spreading out their treasures. Brine dragon hoards often consist of a mix of A series of underwater caverns

offerings and taxes paid by those they rule over and strange discoveries salvaged on Thoska Isle in the Ironbound
from sunken ships. Archipelago serves as Rezlarabren’s
lair. There she rules a tribe of ulat-kini E-G
YOUNG BRINE DRAGON CREATURE 8 who labor as miners. Her relationship
| uncommon | v | Larce | amprisious | oracon | ecementar | water | with the Linnorm Kings is complex, H-K
Perception +16; darkvision, scent (imprecise) 60 feet and whether she views them as allies
Languages Aquan, Common, Draconic or enemies depends on her mood.
Skills Acrobatics +14, Athletics +18, Deception +18, Intimidation +18, Nature +16, i LN

Society +16, Survival +14

Str +6, Dex +2, Con +4, Int +2, Wis +2, Cha +4

AC 27; Fort +18, Ref +16, Will +16

HP 142; Immunities acid, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 24

Brine Spit 2 Trigger A creature the brine dragon observes within 30 feet uses '
a concentrate action; Effect The dragon spits a glob of caustic salt water at
the creature. The creature takes 3d6 acid damage (DC 26 basic Reflex save).
On a failure, the concentrate action is disrupted.

Speed 30 feet, fly 100 feet, swim 50 feet

Melee *® jaws +20 (acid, reach 10 feet), Damage
2d10+8 piercing plus 2d4 acid

Melee *® claw +20 (agile), Damage 2d8+8 slashing

Melee ¥ tail +18 (reach 15 feet), Damage 2d12+8 bludgeoning

Melee *® wing +18 (agile, reach 10 feet), Damage 1d12+8
piercing

Primal Innate Spells DC 26, attack +18; 2nd obscuring
mist; st hydraulic push (x2)

Breath Weapon *¥® (acid, evocation, primal) The dragon
breathes a spray of acidic salt water that deals 9d6 acid damage
in an 80-foot line (DC 26 basic Reflex save). They can't use Breath
Weapon again for 1d4 rounds.

Draconic Frenzy *¥® The dragon makes two claw Strikes and one wing
Strike in any order.

Draconic Momentum The dragon recharges their Breath Weapon
whenever they score a critical hit with a Strike.

ADULT BRINE DRAGON CREATURE 12

[_uncommoN N | huce | aiisious | oraco | EemenTa |

Perception +23; darkvision, scent (imprecise) 60 feet

Languages Aquan, Common, Draconic, Sylvan

Skills Acrobatics +20, Athletics +25, Deception +24, Intimidation +24,
Nature +21, Society +21, Survival +21

Str +7, Dex +2, Con +5, Int +3, Wis +5, Cha +6

AC 33; Fort +25, Ref +20, Will +21; +1 status to all saves vs. magic

HP 222; Immunities acid, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 30

Brine Spit 2 As young brine dragon, but 5d6 damage and DC 30.

Speed 40 feet, fly 120 feet, swim 60 feet

Melee *¥ jaws +26 (acid, magical, reach 15 feet), Damage 3d10+12 piercing
plus 3d4 acid

Melee *¥ claw +26 (agile, magical, reach 10 feet), Damage 3d8+12 slashing

Melee ¥ tail +24 (magical, reach 20 feet), Damage 3d12+12 bludgeoning

Melee *¥ wing +24 (magical, reach 15 feet), Damage 1d12+12 piercing

»
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CLOUD DRAGON SPELLCASTERS

Cloud dragon spellcasters tend to
cast the following spells.

YOUNG

Primal Prepared Spells DC 29,
attack +23; 4th freedom of
movement, hallucinatory terrain,
speak with plants; 3rd earthbind,
haste, stinking cloud; 2nd animal
messenger, faerie fire, speak with
animals; 1st feather fall, negate
aroma, shocking grasp; Cantrips (4th)
dancing lights, detect magic, electric
arc, prestidigitation, read aura

ADULT

Primal Prepared Spells DC 34,
attack +29; as young cloud dragon,
plus 6th heal, slow, true seeing; 5th
banishment, death ward, passwall;
Cantrips (6th) dancing lights, detect
magic, electric arc, prestidigitation,
read aura

ANCIENT

Primal Prepared Spells DC 41,

attack +36; as adult cloud dragon,
plus 9th heal, storm of vengeance;
8th dispel magic, moment of renewal,
punishing winds; 7th energy aegis,
plane shift, unfettered pack; Cantrips
(9th) dancing lights, detect magic,
electric arc, prestidigitation, read aura

Primal Innate Spells DC 32, attack +24; 4th hydraulic torrent; 3rd hydraulic push (x3);
2nd obscuring mist

Breath Weapon *¥® (acid, evocation, primal) The dragon breathes a spray of acidic salt
water that deals 13d6 acid damage in a 100-foot line (DC 32 basic Reflex save). They
can't use Breath Weapon again for 1d4 rounds.

Draconic Frenzy “¥® As young brine dragon.

Draconic Momentum As young brine dragon.

Desiccating Bite *¥® The dragon makes a jaws Strike. On a hit, the target takes 4d6
persistent acid damage, and is sickened 2 from the pain of salt and brine in its wounds.

ANCIENT BRINE DRAGON CREATURE 17

oane [ o] carcorn |

Perception +32; darkvision, scent (imprecise) 60 feet

Languages Aquan, Common, Draconic, Sylvan, Utopian

Skills Acrobatics +28, Athletics +32, Deception +32, Intimidation +34, Nature +30,
Society +30, Survival +29

Str +9, Dex +5, Con +6, Int +5, Wis +5, Cha +6

AC 40; Fort +31, Ref +30, Will +30; +1 status to all saves vs. magic

HP 330; Immunities acid, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 36

Brine Spit 2 As young brine dragon, but 7d6 damage and DC 36.

Speed 50 feet, fly 140 feet, swim 70 feet

Melee *¥ jaws +34 (acid, magical, reach 20 feet), Damage 3d10+17 piercing plus 5d4 acid

Melee *® claw +34 (agile, magical, reach 15 feet), Damage 3d10+17 slashing

Melee ¥ tail +32 (magical, reach 25 feet), Damage 3d12+17 bludgeoning

Melee *® wing +32 (magical, reach 20 feet), Damage 2d12+17 piercing

Primal Innate Spells DC 38, attack +30; 6th hydraulic torrent; 5th control water (x3),
mariner’s curse; 4th hydraulic push (at will), obscuring mist (at will)

Breath Weapon *¥® (acid, evocation, primal) The dragon breathes a spray of acidic salt
water that deals 18d6 acid damage in a 120-foot line (DC 38 basic Reflex save). They
can't use Breath Weapon again for 1d4 rounds.

Capsize *¥ (attack) The dragon tries to capsize an adjacent aguatic vessel of their size
or smaller. They must succeed at an Athletics check with a DC of 35 (reduced by
5 for each size smaller the vessel is than the dragon) or the pilot's Sailing Lore DC,
whichever is higher.

Desiccating Bite *¥® As adult brine dragon, but 6d6 persistent acid damage and sickened 3.

Draconic Frenzy “¥® As young brine dragon.

Draconic Momentum As young brine dragon.

Painful Strikes (acid) The brine dragon's body is encrusted with salty, acidic crystals.
When a target takes damage from one of the dragon's melee Strikes, it must succeed
at a DC 38 Fortitude Save or be stunned 1 (stunned 3 on a critical failure). The target
then becomes temporarily immune for 1 minute.

CLOUD DRAGON

At heart, cloud dragons are wanderers, explorers, and travelers who enjoy nothing

more than seeing new lands and meeting unusual creatures. Cloud dragons range
in color from light blue to a pale, milky white and have thick, curling horns and
rather short snouts. They keep lairs among the extreme altitudes of the highest
mountain peaks but are away on their many journeys as often as they’re at home.
Cloud dragons spend long hours surveying the lands they fly over from great
heights, but they are creatures of whim, making it hard to predict what will pique
their curiosity and bring them winging down to converse or investigate something
on the ground. Cloud dragons seldom perform acts of outright malice, but they are
not often charitable either. A cloud dragon is as likely to simply pluck something
they desire off the ground and fly away with it as they are to bargain fairly.

A cloud dragon’s ever-changing interests never seem to stray toward the
complicated schemes and long-term plans of other dragons. These rovers are



creatures of the moment, and although they are as mentally gifted as other
true dragons, their interests remain in the here and now. Yet the cloud dragon’s
penchant for living in the moment is not a personality flaw—they’re more than
capable of anticipating long-term results of their actions and won’t make foolish ZANEMBIS

choices simply to pursue a current interest. At the same time, cloud dragons have While most cloud dragons prefer
little interest in worrying about the future and are as confident in their ability to solitude and avoid confrontations,
handle tomorrow’s problems as they are today’s. Zanembis is an excellent example of

Cloud dragon hoards tend to be well-guarded or well-hidden, as a natural how failed dragonslaying attempts
result of their roving habits often taking them away from their lairs for extended can create problems. Previously
periods. Their treasuries include a wide variety of items—they are driven to gather | content to dwell atop Angel Peak in HK
a broad range of prizes rather than collecting one type of item intensively. To a | the Mindspin Mountains, this cloud
cloud dragon, a diversified hoard is a perfect hoard. dragon has grown vengeful and

violent in the wake of unexpected and L-N

YOUNG CLOUD DRAGON CREATURE10 unjustified attacks on his lair.

uncommon | W | tarce | R | oracoN | ELevenral | 0-R

Perception +22; darkvision, mist vision,
scent (imprecise) 60 feet
Languages Auran, Common, Draconic
Skills Acrobatics +20, Athletics +21,
Deception +20, Diplomacy +18,
Intimidation +22, Nature +18, Stealth
+18, Survival +16
Str +7, Dex +2, Con +5, Int +2, Wis +4,
Cha +4
Mist Vision Fog and mist don't impair
a cloud dragon’s vision; they ignore
the concealed condition from fog
and mist.
AC 30; Fort +21, Ref +18, Will +20 { &
HP 175; Immunities electricity, | &
paralyzed, sleep v
Frightful Presence (aura, emotion,
fear, mental) 90 feet, DC 26
Deflecting Cloud 2 Trigger The
dragon is the target of a ranged
attack; Requirements The dragon is
aware of the attack and has a free
wing; Effect The cloud dragon flexes |
a wing and creates a billowing cloud
of mist. The dragon is treated as if |
they were hidden for the purposes :Jt
of resolving the triggering attack, so |
normally the attacker must succeed at
a DC 11 flat check to target them. The dragon
also gains a +4 circumstance bonus to AC
against the triggering attack.
Speed 40 feet, fly 140 feet; cloud walk
Melee *® jaws +23 (electricity, reach 10 feet), Damage
2d10+13 piercing plus 1d12 electricity
Melee *¥ claw +23 (agile), Damage 2d8+13
slashing
Melee *¥ tail +21 (reach 15 feet), Damage
2d12+13 bludgeoning
Melee *¥ horn +21 (deadly d8, reach 10
feet), Damage 1d12+11 piercing
Primal Innate Spells DC 29; 2nd
obscuring mist; 1st gust of wind (at will)

!/




INDER) BESTIARY 2

s,

PRIMAL DRAGON HOARDS

Primal dragons may hail from other
planes of existence than chromatic or
metallic dragons, but they share one
thing in common with those types—
an obsession with treasure. Specific
details on the types of treasures each
category of primal dragon favors are
detailed in their respective entries
on the following pages; beyond
those broad guidelines, the treasures
in a dragon's hoard should match

the themes of that type of dragon.

A brine dragon’s treasures should
have nautical themes to them, for
example, while an umbral dragon
would have collected treasures

of grim and shadowy nature; a
crystal dragon focuses on gemstone
valuables, and a cloud dragon seeks
items that grant flight or produce an
exotic scent. Of them all, the magma
dragon’s treasure hoards are most
akin to that of the classic dragon—
provided the items collected can
survive at the blazing temperatures
that tend to be present in these
dragons’ volcanic dens!

Breath Weapon *¥® (electricity, evocation, primal) The dragon breathes a thundercloud
that deals 11d6 electricity damage in a 40-foot cone (DC 29 basic Reflex save). They
can't use Breath Weapon again for 1d4 rounds.

Cloud Walk The cloud dragon can tread on clouds or fog as though on solid ground.

Draconic Frenzy *¥® The dragon makes two claw Strikes and one horn Strike in any order.

Draconic Momentum The dragon recharges their Breath Weapon whenever they score
a critical hit with a Strike.

ADULT CLOUD DRAGON

| uncommoN | N | huce | 4R |

Perception +28; darkvision, mist vision, scent (imprecise) 60 feet

Languages Auran, Common, Draconic, Jotun

Skills Acrobatics +23, Athletics +28, Deception +26, Diplomacy +26, Intimidation +28,
Nature +24, Stealth+ 23, Survival +26

Str +7, Dex +3, Con +5, Int +4, Wis +6, Cha +6

Mist Vision As young cloud dragon.

AC 36; Fort +26, Ref +23, Will +26; +1 status to all saves vs. magic

HP 254; Immunities electricity, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 32

Deflecting Cloud 2 As young cloud dragon.

Speed 50 feet, fly 160 feet; cloud walk

Melee *¥ jaws +29 (electricity, magical, reach 15 feet), Damage 3d10+15 piercing plus
2d12 electricity

Melee *® claw +29 (agile, magical, reach 10 feet), Damage 3d10+15 slashing

Melee ¥ tail +27 (magical, reach 20 feet), Damage 3d12+15 bludgeoning

Melee *¥ horn +27 (deadly d10, magical, reach 15 feet), Damage 2d12+13 piercing

Primal Innate Spells DC 36; 3rd wall of wind; 2nd gust of wind (at will), obscuring mist

Breath Weapon *¥® (electricity, evocation, primal) The dragon breathes a thundercloud
that deals 15d6 electricity damage in a 50-foot cone (DC 35 basic Reflex save). They
can't use Breath Weapon again for 1d4 rounds.

Cloud Form *¥ (polymorph, primal, transmutation) The cloud dragon’s body becomes
vaporous and misty. They gain the effects of gaseous form, except their fly Speed remains
unchanged. The cloud dragon can use this action again to return to physical form.

Cloud Walk As young cloud dragon.

Draconic Frenzy “¥® As young cloud dragon.

Draconic Momentum As young cloud dragon.

ANCIENT CLOUD DRAGON

| Rare | N | carcantua | ar | oRacon | ELEMENTAL |

Perception +34; darkvision, mist vision, scent (imprecise) 60 feet

Languages Auran, Common, Draconic, Jotun, Sylvan

Skills Acrobatics +35, Athletics +38, Deception +34, Diplomacy +34, Intimidation +36,
Nature +32, Stealth +35, Survival +36

Str +9, Dex +5, Con +7, Int +5, Wis +7, Cha +7

Mist Vision As young cloud dragon.

AC 44; Fort +36, Ref +32, Will +34; +1 status to all saves vs. magic

HP 355; Immunities electricity, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 40

Deflecting Cloud 2 As young cloud dragon.

Speed 60 feet, fly 160 feet; cloud walk

Melee *¥ jaws +36 (electricity, magical, reach 20 feet, sonic), Damage 3d10+17 piercing
plus 2d12 electricity, 4d6 sonic, and thundering bite

Melee *¥ claw +36 (agile, magical, reach 15 feet), Damage 4d10+17 slashing

Melee ¥ tail +34 (magical, reach 25 feet), Damage 4d12+17 bludgeoning

Melee *¥ horn +34 (deadly d12, magical, reach 20 feet), Damage 3d12+17 piercing

Primal Innate Spells DC 42; 8th wind walk; 5th cloudkill; 4th gust of wind (at will), solid
fog, wall of wind (at will)

CREATURE 14

CREATURE 19




Breath Weapon *¥¥ (electricity, evocation, primal) The dragon breathes a thundercloud
that deals 20d6 electricity damage in a 60-foot cone (DC 41 basic Reflex save). This
cloud remains in the area for 1d4 rounds, with the effects of obscuring mist. A creature
that ends its turn inside of the cloud takes 10d6 electricity damage (DC 41 basic Reflex
save). The cloud dragon can't use Breath Weapon again for 1d4 rounds.

Cloud Form *® As adult cloud dragon

Cloud Walk As young cloud dragon.

Draconic Frenzy “¥® As young cloud dragon.

Draconic Momentum As young cloud dragon.

Thundering Bite An ancient cloud dragon’s jaws Strike creates a deafening clap of
thunder when it damages a foe. A creature that takes damage from the dragon’s
jaws Strike must succeed at a DC 41 Fortitude save or be deafened for 1 minute (or
permanently on a critical failure).

CRYSTAL DRAGON

Good-natured but vain, crystal dragons are beautiful creatures with brilliant
hides made of multicolored crystal and gemstone. Their beauty is a source of
great pride but is also something of a weakness, as crystal dragons are easily
angered by insults about their appearance. Despite their relatively benign natures
when compared to other true dragons, crystal dragons can be short tempered
and prone to finding insults where none were intended. Although their opinions
are changeable, crystal dragons prefer orderly environments and are not fond of
sudden interruptions or distractions.

Crystal dragons build their lairs in underground grottoes, where they cultivate
environments of great beauty. Their exacting standards and vivid imaginations
mean that they are always working to improve the appearance or layout of some
part of their lair. These lairs are unique to each individual crystal dragon, but there
are always plenty of reflective surfaces that allow the dragon to observe their own
appearance. These range from crystals to reflecting pools to finely crafted mirrors,
which are arranged throughout the lair in a pleasing array. Gifts of well-crafted or
magical mirrors are an excellent way to curry favor with a crystal dragon.

Although crystal dragons are easily distracted by their sparkling collections
or their vanity, they remain good-hearted creatures at the core and make
friends quickly. While a crystal dragon tends to find evil creatures uncouth
and unpleasant, any other nearby denizen or inhabitant of their home could
become fast friends or beloved pets, depending upon the creature’s capacity
for conversation (and for providing the frequent praise and compliments that
crystal dragons hunger for).

YOUNG CRYSTAL DRAGON CREATURE7

| uncommon | NG | LaRGE | DRaGoN

Perception +15; darkvision, scent (imprecise) 60 feet, tremorsense (imprecise) 30 feet

Languages Common, Draconic, Terran

Skills Acrobatics +14, Athletics +16, Deception +15, Intimidation +15, Nature +15, Stealth
+18, Survival +15

Str +5, Dex +1, Con +3, Int +1, Wis +2, Cha +4

AC 27; Fort +16, Ref +14, Will +15

HP 105; Immunities paralyzed, sleep; Weaknesses sonic 5

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 25

Twisting Tail = Trigger A creature within reach of the dragon’s tail uses a move action or
leaves a square during a move action it's using; Effect The dragon makes a tail Strike
at the creature with a -2 penalty. If it hits, the dragon disrupts the creature’s action.

Speed 40 feet, burrow 30 feet, fly 100 feet

Melee *¥ jaws +18 (sonic, reach 10 feet), Damage 2d8+8 slashing plus 2d6 piercing

Melee *® claw +18 (agile), Damage 2d6+8 slashing

Melee ¥ tail +16 (reach 15 feet), Damage 1d10+8 slashing

Primal Innate Spells DC 25; 3rd color spray; Cantrips (3rd) dancing lights

__

PRIMAL DRAGON RELIGION

While religious primal dragons
sometimes worship Apsu or Dahak
(which dragon god they favor
depends on their stance on good
or evil), most prefer to worship
elemental divinities.
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CRYSTAL DRAGON SPELLCASTERS

Crystal dragon spellcasters tend to
cast the following spells.

YOUNG

Primal Prepared Spells DC 25,
attack +18; 3rd earthbind, meld into
stone; 2nd faerie fire, glitterdust,
shatter; 1st grease, mending,

pass without trace; Cantrips (3rd)
acid splash, detect magic, light,
prestidigitation, telekinetic projectile

ADULT

Primal Prepared Spells DC 30,
attack +24; as young crystal
dragon, plus 5th cloak of colors,
wall of stone; 4th hallucinatory
terrain, shape stone, stoneskin; 3rd
haste; Cantrips (5th) dancing lights,
detect magic, light, prestidigitation,
telekinetic projectile

ANCIENT

Primal Prepared Spells DC 37,
attack +32; as adult crystal dragon,
plus 7th energy aegis, spell turning,
volcanic eruption; 6th flesh to stone,
stone tell, true seeing; 5th chromatic
wall; Cantrips (7th) dancing lights,
detect magic, light, prestidigitation,
telekinetic projectile

Breath Weapon *¥® (evocation, primal) The dragon breathes a flurry of piercing crystals
that deal 8d6 piercing damage in a 30-foot cone (DC 25 basic Reflex save). They can't
use Breath Weapon again for 1d4 rounds.

Draconic Frenzy *®® The dragon makes two claw Strikes and one tail Strike in any order.

Draconic Momentum The dragon recharges their Breath Weapon whenever they
critically hit with a Strike.

ADULT CRYSTAL DRAGON

|_uncommon | NG | huce | oracow |

Perception +20; darkvision, scent (imprecise) 60 feet, tremorsense (imprecise) 30 feet

Languages Common, Draconic, Terran, Undercommon

Skills Acrobatics +19, Athletics +24, Deception +22, Intimidation +22, Nature +19,
Stealth +21, Survival +20

Str +7, Dex +2, Con +5, Int +2, Wis +3, Cha +5

AC 33; Fort +24, Ref +19, Will +20; +1 status to all saves vs. magic

HP 185; Immunities paralyzed, sleep; Weaknesses sonic 10

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 30

Twisting Tail 2 As young crystal dragon.

Speed 50 feet, burrow 35 feet, fly 120 feet

Melee ¥ jaws +24 (sonic, reach 15 feet), Damage 2d8+13 slashing plus 3d6 piercing

Melee *® claw +24 (agile, magical, reach 10 feet), Damage 2d8+13 slashing

Melee ¥ tail +22 (magical, reach 20 feet), Damage 1d10+13 slashing

Primal Innate Spells DC 30; 3rd color spray (x3), glitterdust, hypnotic pattern; Cantrips
(5th) dancing lights

Breath Weapon *¥® (evocation, primal) The dragon breathes a flurry of piercing crystals
that deal 12d6 piercing damage in a 40-foot cone (DC 30 basic Reflex save). They can't
use Breath Weapon again for 1d4 rounds.

Crystallize Flesh € (primal, transmutation) Trigger The crystal dragon damages a
creature made of flesh with a jaws Strike; Frequency once per day; Effect The dragon
embeds transformative crystals in the creature’s flesh. The creature must attempt a
DC 30 Fortitude save.

Critical Success The target is unaffected.
Success The target is slowed 1 for 1 round as portions of its flesh turn crystalline.
Failure The target is slowed 1 and must attempt a Fortitude save at the end of each
of its turns; this ongoing save has the incapacitation trait. On a failed save, the
slowed condition value increases by 1 (or by 2 on a critical failure). A successful
save reduces the slowed condition value by 1. A creature unable to act due to the
slowed condition from Crystallize Flesh is petrified permanently, transforming
into a crystalline statue. The effect ends if the creature is petrified or the slowed
condition is removed.
Critical Failure As failure, but the target is initially slowed 2.
Draconic Frenzy ¥ As young crystal dragon.
Draconic Momentum As young crystal dragon.

ANCIENT CRYSTAL DRAGON

| RARE_| NG | GARGANTUAN |

Perception +28; darkvision, scent (imprecise) 60 feet, tremorsense (imprecise) 60 feet

Languages Celestial, Common, Draconic, Terran, Undercommon

Skills Acrobatics +22, Athletics +33, Deception +29, Intimidation +29, Nature +27,
Stealth +28, Survival +26

Str +9, Dex +5, Con +6, Int +5, Wis +5, Cha +7

AC 42; Fort +30, Ref +27, Will +29; +1 status to all saves vs. magic

HP 275; Immunities paralyzed, sleep; Weaknesses sonic 15

Extra Reaction The dragon gains 2 reactions at the start of each of their turns.

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 37

Scintillating Aura (aura, evocation, incapacitation, primal, visual) 30 feet. A swirling
vortex of reflected color and light shimmers around the crystal dragon. Creatures in

CREATURE 11
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this aura’s emanation are dazzled. Each creature that ends its turn in the emanation . :
INTRODUCTION

must succeed at a DC 34 Will saving throw or be stunned 1 (or stunned 3 on a critical

failure). Once a creature succeeds at this save, it is temporarily immune to the stunning

effect for 1 minute. The crystal dragon can turn this aura on or off using a single action, SHARDIZHAD A-C

which has the concentrate trait, and it can choose not to affect allies. Still a relatively young crystal
Reflect Spell D Trigger The crystal dragon is targeted by a ranged spell attack roll; dragon, Shardizhad has already

Effect The crystal dragon adjusts a wing to try to reflect the spell and gains a +4 made a name for herself in the city

circumstance bonus to AC against the triggering attack. If the attack misses, the spell of Wati in Osirion. She has taken

is reflected back at the caster, who must roll a second ranged spell attack roll against on a somewhat unusual role as a

their own AC to determine if the spell hits them instead. shopkeeper in that city’s necropolis, H-K
Twisting Tail 2 As young crystal dragon. where she's eager to trade magic

Speed 60 feet, burrow 40 feet, fly 140 feet items she’s collected for more gems

Melee *® jaws +33 (magical, reach 20 feet), Damage 3d8+17 and valuable stones. i L-N
slashing plus 4d6 piercing 5

Melee *¥ claw +33 (agile, magical, reach 15 feet), Damage g 0-R
3d8+17 slashing ]

Melee *¥ tail +31 (magical, reach 25 feet), Damage ¢ 5-T

2d10+17 slashing

Primal Innate Spells DC 37; 7th prismatic spray; 5th
color spray (at will), glitterdust (at will), hypnotic
pattern (at will); Cantrips (7th) dancing lights

Breath Weapon *¥® (sonic, evocation, primal)
The dragon breathes a flurry of piercing
crystals that deals 17d6 piercing damage in
a 50-foot cone (DC 38 basic Reflex save).
They can't use Breath Weapon again for
1d4 rounds.

Crystallize Flesh € (primal, transmutation)
Frequency three times per day; Effect
As adult crystal dragon, but DC 37.

Draconic Frenzy *¥® As young crystal
dragon.

Draconic Momentum As young crystal
dragon.

MAGMA DRAGON

Magma dragons have a reputation

among other dragons for being
unpredictable and brash. Their
temperament and tendency for violent
outbursts ensure that the typical
magma dragon lives a solitary life,
with hatchlings often bickering or
fighting to establish dominance among
themselves before they leave the nest.
A magma dragon always has a reason
for their outbursts and can always justify
their sudden turns in mood, yet they rarely
feel the need to do so.

Magma dragons build lairs within volcanically
active mountains or deep underground amid
vast lakes of bubbling magma. As with all
true dragons, magma dragons keep hoards
of treasure, but the nature of their searing
lairs limits the type of valuables they collect to
metals, gems, and items capable of resisting
the heat of a volcano’s core.
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MAGMA DRAGON SPELLCASTERS

Magma dragon spellcasters tend to
cast the following spells.

YOUNG

Primal Prepared Spells DC 28,

attack +20; 4th stoneskin, wall of fire;
3rd haste, slow, stinking cloud; 2nd
glitterdust, obscuring mist, restore
senses; Ist air bubble, grease, pass
without trace; Cantrips (4th) detect
magic, prestidigitation, produce
flame, read aura, tanglefoot

ADULT

Primal Prepared Spells DC 33,

attack +25; as young magma dragon,
plus 6th fire seeds, true seeing; 5th
cloudkill, elemental form, flame strike;
4th hallucinatory terrain; Cantrips
(6th) detect magic, prestidigitation,
produce flame, read aura, tanglefoot

ANCIENT

Primal Prepared Spells DC 42,
attack +34; as adult magma dragon,
plus 8th earthquake, horrid wilting,
power word stun; 7th fiery body,
plane shift, volcanic eruption; 6th
flesh to stone; Cantrips (8th) detect
magic, prestidigitation, produce
flame, read aura, tanglefoot

YOUNG MAGMA DRAGON

| uncommon | o | uarce | oracon | evementas | FiRe |

Perception +18; darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Ignan

Skills Acrobatics +16, Athletics +19, Deception+14, Intimidation +18, Nature +15, Stealth +16,
Survival +18

Str +6, Dex +1, Con +4, Int +0, Wis +3, Cha +3

AC 28; Fort +19, Ref +16, Will +18

HP 175; Immunities fire, paralyzed, sleep; Weaknesses cold 10

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 24

Wing Deflection 2 Trigger The dragon is targeted with an attack; Effect The dragon
raises a wing, gaining a +2 circumstance bonus to AC against the triggering attack. If
the dragon is Flying, they descend 10 feet after the attack.

Speed 30 feet, fly 100 feet, swim 30 feet; magma swim

Melee *¥ jaws +21 (fire, reach 10 feet), Damage 2d10+10 piercing plus 2d6 fire

Melee *¥ claw +21 (agile), Damage 2d10+10 slashing

Melee ¥ tail +19 (reach 15 feet), Damage 2d12+10 bludgeoning

Melee *¥ horns +19 (reach 10 feet), Damage 1d10+10 piercing

Primal Innate Spells DC 26, attack +18; 4th burning hands (at will); Cantrips (4th)
produce flame

Breath Weapon “®® (evocation, fire, primal) The dragon breathes a blast of magma that
deals 5d6 fire damage and 3d12 bludgeoning damage in a 30-foot cone (DC 28 basic
Reflex save). They can't use Breath Weapon again for 1d4 rounds.

Draconic Frenzy *¥® The dragon makes two claw Strikes and one horn Strike in any order.

Draconic Momentum The dragon recharges their Breath Weapon whenever they score
a critical hit with a Strike.

Magma Swim A magma dragon’s swim Speed functions only when the dragon is
Swimming through magma or molten lava.

ADULT MAGMA DRAGON

|_uncommon | o | huce | oracon | Evementa | FiRe |

Perception +23; darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Ignan, Terran

Skills Acrobatics +21, Athletics +27, Deception +19, Intimidation +25, Nature +21,
Stealth +21, Survival +23

Str +8, Dex +2, Con +5, Int +2, Wis +4, Cha +4

AC 34; Fort +26, Ref +21, Will +23; +1 status to all saves vs. magic

HP 270; Immunities fire, paralyzed, sleep; Weaknesses cold 15

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 30

Wing Deflection 2 As young magma dragon.

Speed 40 feet, fly 140 feet; magma swim 40 feet

Melee *¥ jaws +27 (fire, magical, reach 15 feet), Damage 3d10+12 piercing plus 3d6 fire

Melee *® claw +27 (agile, magical, reach 10 feet), Damage 3d10+12 slashing

Melee ¥ tail +25 (magical, reach 20 feet), Damage 3d12+12 bludgeoning

Melee *® horns +25 (magical, reach 15 feet), Damage 2d10+12 piercing

Primal Innate Spells DC 31, attack +23; 6th burning hands (at will), wall of fire (at will);
Cantrips (6th) produce flame

Breath Weapon “®® (evocation, fire, primal) The dragon breathes a blast of magma that
deals 9d6 fire damage and 4d12 bludgeoning damage in a 40-foot cone (DC 33 basic
Reflex save). They can't use Breath Weapon again for 1d4 rounds.

Draconic Frenzy ¥ As young magma dragon.

Draconic Momentum As young magma dragon.

Magma Swim As young magma dragon.

Volcanic Purge ¥ If the next action the dragon uses is Breath Weapon, the magma
clings to those it damages. Each creature that fails its save against the Breath Weapon
takes 4d6 persistent fire damage, and as long as it has this persistent fire damage, it
also takes a -10-foot status penalty to its Speeds.

CREATURE 9
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ANCIENT MAGMA DRAGON CREATURE 18 -

Perception +33; darkvision, scent (imprecise) 60 feet 7

Languages Common, Draconic, Ignan, Terran, Undercommon MOSCHABBATT

Skills Acrobatics +28, Athletics +36, Deception +28, Intimidation +34, Nature +28, The ancient magma dragon
Stealth +28, Survival +29 Moschabbatt dwells in a vast

Str +8, Dex +4, Con +6, Int +4, Wis +5, Cha +6 chamber hidden within Droskar’s

AC 42; Fort +34, Ref +30, Will +31; +1 status to all saves vs. magic Crag, the largest volcano in the Inner

HP 390; Immunities fire, paralyzed, sleep; Weaknesses cold 15 Sea region. Rumor holds that the

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 37 dragon counts at least one legendary H-K

Wing Deflection 2 As young magma dragon. dwarven artifact among the priceless |

Speed 50 feet, fly 200 feet; magma swim 50 feet treasures of his vast hoard. i

Melee *¥ jaws +36 (magical, reach 20 feet), Damage 3d10+16 piercing plus 4d6 fire L=N

Melee *¥ claw +36 (agile, magical, reach 15 feet), Damage 3d10+16 slashing

Melee ¥ tail +34 (magical, reach 25 feet), Damage 3d12+16 bludgeoning 0-R

Melee *® horns +34 (magical, reach 20 feet), Damage 3d10+16 piercing

Primal Innate Spells DC 40, attack +32; 8th burning hands (at will), fireball, wall of fire (at S-T
will); Cantrips (8th) produce flame; Constant (4th) fire shield

Breath Weapon *¥® (evocation, fire, primal) The dragon breathes a blast of magma that U-z
deals 10d6 fire damage and 5d12 bludgeoning damage in a 60-foot cone (DC 40 basic
Reflex save). They can't use Breath Weapon again for 1d4 rounds. APPENDIX

Draconic Frenzy ¥ As young magma dragon.

Draconic Momentum As young magma dragon.

Magma Swim As young magma dragon.

Magma Tomb “¥® Once per day, the
dragon can spit a molten boulder at a
target within 120 feet. This deals 12d6 fire
damage and 5d12 bludgeoning damage, with a DC 42
basic Reflex save. If the creature fails its save,
it's encased in magma that instantly cools
and has Hardness 10, HP 40, and BT 20.
The encased creature can't breathe and
is restrained (Escape DC 42).

Volcanic Purge ¥ As adult magma
dragon, but the persistent damage
is 5d6. '

UMBRAL DRAGON

While the other primal dragons
hail from the Elemental Planes, the
cruel and unceasingly malicious
umbral dragons originate in the f
depths of the Shadow Plane. ‘,\’:’
Their sleek black scales and ’
serpentine grace allow them to é’
strike from hiding, and they are {
known for playing with their
prey before finally finishing
it. These creatures of shadowy energy and unwholesome
appetites prefer the necrotic flesh of undead creatures
to any other meal. This strange hunger can be of
accidental benefit to nearby humanoid societies,
but ultimately they hunt and kill undead creatures
for the taste, rather than out of any desire to

protect others from the undead. The benefit

is always short-lived, however. When umbral dragons
exhaust their preferred prey, they turn on whatever living creatures happen to
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UMBRAL DRAGON SPELLCASTERS

Umbral dragon spellcasters tend to
cast the following spells.

YOUNG

Primal Prepared Spells DC 29,
attack +24; 4th gaseous form,
hallucinatory terrain, nightmare; 3rd
bind undead, blindness, slow; 2nd
death knell, gentle repose, humanoid
form; 1st charm, item facade, ray of
enfeeblement; Cantrips (4th) chill
touch, ghost sound, ray of frost,

read aura, sigil

ADULT

Primal Prepared Spells DC 35,
attack +30; as young umbral
dragon, plus 6th dominate, true
seeing, vampiric exsanguination;

5th black tentacles, shadow blast,
shadow siphon; Cantrips (6th) chill
touch, ghost sound, ray of frost, read
aura, sigil

ANCIENT

Primal Prepared Spells DC 41,

attack +38; as adult umbral dragon,
plus Sth disjunction, massacre, weird,
8th disappearance, horrid wilting,
maze; 7th eclipse burst, mask of
terror, plane shift; Cantrips (9th) chill
touch, ghost sound, ray of frost, read
aura, sigil

be nearby. Umbral dragons sometimes go to great lengths to obtain their favorite
meals, even creating undead creatures that they then feast upon.

For all their power, umbral dragons are uninterested in fair battles. When faced
with foes that pose any kind of actual danger to them, umbral dragons flee into
the shadows and seek to strike back through pawns or minions rather than risk
their own lives. Their treasure hoards are varied and diverse, often augmented by
loot stolen from crypts the dragons have turned into feeding grounds. They have
a strong respect for and interest in traditions and heirlooms, and they often seek
to augment their hoards with items of great value that have been handed down
through the generations of those whose corpses and ghosts they’ve fed upon.

YOUNG UMBRAL DRAGON CREATURE 11

[ uncommon | Ne | Larce | oracon | swaoow |

Perception +22; greater darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Shadowtongue

Skills Acrobatics +18, Athletics +22, Deception +22, Intimidation +22, Nature +20,
Stealth +20, Survival +22

Str +7, Dex +3, Con +5, Int +3, Wis +5, Cha +3

AC 31; Fort +22, Ref +20, Will +22

HP 195; Immunities negative, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 26

Attack of Opportunity 2 Jaws only.

Speed 40 feet, fly 140 feet

Melee * jaws +24 (negative, reach 10 feet), Damage 2d10+13 piercing plus 2d6 negative

Melee *® claw +24 (agile), Damage 2d10+13 slashing

Melee ¥ tail +22 (reach 15 feet), Damage 2d12+13 slashing

Melee *® wing +22 (reach 10 feet), Damage 1d10+13 slashing

Primal Innate Spells DC 30; 4th darkness (x3); Cantrips (4th) detect magic

Breath Weapon “®® (necromancy, negative, primal) The dragon breathes a blast of
darkness that deals 12d6 negative energy damage in a 30-foot cone (DC 30 basic
Reflex save). They can't use Breath Weapon again for 1d4 rounds. Undead creatures
take 14d6 force damage instead of the negative damage.

Draconic Frenzy ‘¥® The dragon makes two claw Strikes and one wing Strike in
any order.

Draconic Momentum The dragon recharges their Breath Weapon whenever they score
a critical hit with a Strike.

Ghost Bane An umbral dragon’s Strikes affect incorporeal creatures with the effects of a
ghost touch property rune, and an umbral dragon's jaws deal an additional 4d6 force
damage to undead.

ADULT UMBRAL DRAGON

[ uncommoN | N | Huce | oracon | sHaow |

Perception +29; greater darkvision, scent (imprecise) 60 feet

Languages Common, Draconic, Necril, Shadowtongue

Skills Acrobatics +25, Athletics +31, Deception +28, Intimidation +28, Nature +25,
Stealth +27, Survival +28

Str +8, Dex +4, Con +6, Int +4, Wis +6, Cha +5

AC 37; Fort +27, Ref +25, Will +27; +1 status to all saves vs. magic

HP 275; Immunities negative, paralyzed, sleep

Frightful Presence (aura, emotion, fear, mental) 90 feet, DC 34

Attack of Opportunity 2 Jaws only.

Speed 50 feet, fly 180 feet

Melee *¥ jaws +30 (negative, reach 15 feet), Damage 3d10+14 piercing plus 3d6 negative

Melee *¥ claw +30 (agile, magical, reach 10 feet), Damage 3d10+14 slashing

Melee ¥ tail +28 (magical, reach 20 feet), Damage 3d12+14 slashing

Melee *® wing +28 (agile, magical, reach 15 feet), Damage 2d10+14 slashing

Primal Innate Spells DC 36; 7th darkness (at will), shadow walk, vampiric exsanguination;

CREATURE 15




Cantrips (7th) detect magic -
Breath Weapon *¥® The umbral dragon breathes in one of two ways. They can't use "
Breath Weapon again for 1d4 rounds.
- Negative (necromancy, negative, primal) The dragon breathes a blast of darkness in UGOTHOGO U
a 40-foot cone that deals 16d6 negative damage (DC 36 basic Reflex save). Undead Denizens of the Midnight Mountains
creatures take 19d6 force damage instead of the negative damage. in the Darklands worship the ancient &
« Shadows (necromancy, primal, shadow) The dragon breathes a blast of shadows in umbral dragon Ugothogo as a deity. ‘
a 40-foot cone. Each creature within the cone must attempt a DC 36 Fortitude save.
Critical Success The creature is unaffected.
Success The creature is enfeebled 2 for 1 round.

Failure The creature is enfeebled 2 for 1 minute. 1 ik
Critical Failure The creature is enfeebled 2 for 1 minute and blinded for 1 round. i
Draconic Frenzy ¥ As young umbral dragon. L-N
Draconic Momentum As young umbral dragon.
Ghost Bane As young umbral dragon, but 6d6 force 0-R
damage to undead.
S-T

ANCIENT UMBRAL DRAGON CREATURE 20

| Rare | NE ] carcantuaN | oracon | shApow |

Perception +36; greater darkvision, scent (imprecise) 60 feet, tremorsense
(imprecise) 60 feet

Languages Common, Daemonic, Draconic, Necril, Shadowtongue

Skills Acrobatics +33, Athletics +38, Deception +34, Intimidation +36, Nature
+34, Stealth +35, Survival +34

Str +10, Dex +5, Con +7, Int +6, Wis +8, Cha +6

AC 45; Fort +35, Ref +33, Will +38;
+1 status to all saves vs. magic

HP 375; Immunities negative, paralyzed,
sleep

Frightful Presence (aura, emotion, fear, mental)
90 feet, DC 40

Attack of Opportunity 2 Jaws only.

Speed 60 feet, fly 200 feet

Melee *¥ jaws +38 (negative, magical, reach 20 feet),
Damage 4d10+18 piercing plus 4d6
negative and drain vigor

Melee ¥ claw +38 (agile magical, reach 15
feet), Damage 4d10+18 slashing

Melee *¥ tail +36 (magical, reach 25 feet), Damage
4d12+18 slashing

Melee *® wing +36 (agile, magical reach 20 feet), Damage
3d10+18 slashing

Primal Innate Spells DC 42; 10th massacre; 9th darkness (at will),
finger of death; 8th vampiric exsanguination (at will); Cantrips (10th) detect
magic

Rituals DC 42; create undead (shadows only)

Breath Weapon *¥® As adult umbral dragon, but a 50-foot cone, DC 42, the
dragon’s negative breath deals 21d6 negative damage or 25d6 force damage to
undead, and the dragon’s shadow breath causes enfeebled 3.

Draconic Frenzy ¥ As young umbral dragon.

Draconic Momentum As young umbral dragon.

Drain Vigor (primal, necromancy) When the dragon deals negative damage to a living
creature with its jaws Strike, the umbral dragon gains 20 temporary Hit Points and
the creature must succeed at a DC 41 Fortitude save or become enfeebled 2. Further
damage dealt by the dragon’s jaws Strike increases the enfeebled condition value
by 2 on a failed save, to a maximum of enfeebled 4.

Ghost Bane As young umbral dragon, but 8d6 force damage to undead.

)
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DRAGONFLY SPECIES

While dragonflies come in many
colors, the differences between
species sometimes extend beyond

b aesthetic variation. Giant blue
Ll dragonflies are larger toxic versions
-“ 5 of the insects with a numbing bite

that boggards use to craft poisons.
;___ Cave dragonflies are slower but

[ E stronger variants that dwell in large
p cavern systems. The legendary
storm dragonflies are truly immense
creatures that can use their powerful
wings to stun foes.

DATHFINDER) BESTIARY 2 3

DRAGONFLY

Dragonflies hunt with a combination of agile power and deadly speed. In their
early life stages these insects are entirely aquatic predators, but they take to the air
once they’ve molted. Most live around bodies of water suitable for spawning, but
giant dragonflies have been known to fly many miles when on the hunt. Though
their gossamer wings and colorful bodies are beautiful at first glance, an unwary
adventurer lured in by the display runs a very real risk of becoming lunch.

GIANT DRAGONFLY NYMPH

The aquatic, wingless offspring of dragonflies are called dragonfly nymphs. Giant
dragonfly nymphs can be several feet in length and mostly hunt in shallow waters,
eating carrion and ambushing living creatures with their fully grown counterparts.
They are not daunted by larger creatures, compelled by their instinct to eat as
much as possible to sustain their growth.

GIANT DRAGONFLY NYMPH

N [ awivaL | Aquatic |

Perception +8; low-light vision, wavesense (imprecise) 30 feet

Skills Athletics +10, Stealth +9 (+11 in water)

Str +3, Dex +2, Con +4, Int -5, Wis +1, Cha -5

AC 19; Fort +11, Ref +9, Will +6

HP 46

Speed 10 feet, swim 30 feet

Melee *® mandibles +12 (agile), Damage 1d10+6 piercing

Extend Mandibles *¥ The giant dragonfly nymph extends its jaws to a surprising

distance. The dragonfly nymph makes a mandibles Strike with a reach of 10 feet,
but the mandibles lose the agile trait

for this Strike.

GIANT DRAGONFLY

These buzzing insects are

CREATURE 3

the size of a small horse.
They are ambush predators
known to hunt beasts and
humanoids alike, capable of using
impressive aerial acrobatics to swoop
down from above and snatch away their prey.

GIANT DRAGONFLY CREATURE 4
(N | Moo | aniva |
Perception +11; darkvision, wavesense (imprecise) 30 feet
Skills Acrobatics +10 (+12 to Maneuver in Flight), Athletics +12, Stealth +12
Str +4, Dex +4, Con +2, Int -5, Wis +3, Cha +0
AC 21; Fort +12, Ref +14, Will +9
HP 60
Speed 20 feet, fly 60 feet
Melee *¥ mandibles +14, Damage 1d12+7 piercing plus Grab
Clutch *® Requirements The giant dragonfly has a Medium or smaller
creature grabbed in its mandibles; Effect The dragonfly tries to transfer the
grabbed creature to be clutched by its legs. The giant dragonfly attempts an
Athletics check against the creature’s Reflex DC. On a success, it transfers the
creature (which remains grabbed) to its legs, freeing its mandibles to attack.
The dragonfly can have only one creature clutched at a time.
Snatch The giant dragonfly can Fly at half Speed while it has a creature grabbed
or restrained by Clutch, carrying that creature along with it.
Swoop *¥® The giant dragonfly Flies up to its Speed and makes one mandible Strike at
any point during that movement.




DRAINBERRY BUSH ;
Drainberry bushes are floating bushes that originate from the First World, with long, N\ 7/, INTRODUCTION
thorny vines and dense clusters of bright-red berries. Their hollow thorns quickly

siphon blood, which is how these carnivorous plants feed, and they rapidly turn DRAINBERRY COLLECTIONS ) A-C

consumed blood into fresh batches of delicious berries. Drainberry bushes exude a | As drainberry bushes sell their berries
faint white glow that is a result of stored positive energy. to others, they collect coins and small
Drainberry bushes exhibit unusually high intelligence and have an astute sense curios—such as a cameo depicting a fey
of value. They typically become insulted when creatures attempt to harvest their noble, a lock of golden hair knotted in
berries. Creatures that attempt to converse with drainberry bushes finds the plants a complex pattern, or a ring inscribed
telepathically convey only short and simple phrases: most commonly, “Money “To my dearest Memdaria” Not all of H-K
please,” “Deal good,” “Deal no good,” “Want that,” (with a gesture toward an these baubles have monetary value, 1
item it covets), “Thank you, customer,” and if necessary, “No refunds.” Though but those that don't certainly had i
a drainberry bush considers the market value of its berries to be 25 gp, it greatly | emotional value to the original owner. L=N
prefers interesting art objects as payment—even ones of significantly lower value. Occasionally, drainberry bushes
accept intangible trade goods, suchas | 0-R
DRAINBERRY BUSH CREATURE?7 odes celebrating the bushes’ grandeur. |

| ueee | i | Sl

Perception +16; lifesense 120 feet

Languages Aklo, Common, Sylvan (can't speak any language); telepathy 100 feet U-z
Skills Acrobatics +11, Athletics +17, Diplomacy +13, Nature +17, Stealth +11 (+15 to appear ;
as a bush) - APPENDIX

Str +6, Dex +2, Con +6, Int -2, Wis +4, Cha +2

Nature Empathy The drainberry bush can use Diplomacy to Make an Impression on
and make very simple Requests of animals and plant creatures.

AC 23; Fort +17, Ref +13, Will +13

HP 135; Weaknesses fire 5; Resistances negative 10

Speed 25 feet, climb 20 feet

Melee ¥ vine +17 (reach 20 feet), Damage 2d8+10 bludgeoning plus
Improved Grab

Blood Berries The drainberry bush must drain blood from living
creatures for sustenance. This causes clusters of bright red
berries to grow among its branches. Each cluster of berries lasts
for 1 day, and a drainberry bush typically has 1d6+3 clusters when
encountered. When consumed, a cluster
restores 2d8+10 Hit Points. This effect has
the healing, necromancy, and primal traits.

A creature can pluck a cluster of berries

with a successful unarmed Strike or
Thievery check against the bush's AC.

Consume Berries *¥ (healing, necromancy,
positive, primal) The bush draws nourishment
from one cluster of blood berries, regaining
2d8+10 HP. That berry cluster wrinkles and dies.

Drain Blood *¥ Requirements The drainberry bush
has at least one living creature grabbed with one of its
vines; Effect The bush'’s hollow thorns siphon blood
from creatures it has grabbed. Each creature
must succeed at a DC 25 Fortitude save or take
2d8+10 damage and become drained 1 (double
damage and drained 2 on a critical failure). For
every creature damaged this way, a cluster of
blood berries (see above) immediately grows
along the bush’s branches.

Storm of Vines *¥® The drainberry bush makes up to
four vine Strikes, each against a different target. These
attacks count toward the bush’'s multiple attack penalty, but the multiple attack
penalty doesn't increase until after the bush makes all these attacks.
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DRAKES AND DRAGONS

Although drakes and dragons are
related to one another, little love is
lost between them, and even the
b most territorial drakes know better
than to remain in a dragon’s territory
longer than they have to. In rare

’ cases, large rampages of drakes band
;_ together to attack an encroaching
? dragon, especially if the dragon is
3 young and inexperienced.
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DRAKE

Distant cousins to dragons, drakes menace and terrorize settlements.

SHADOW DRAKE

Shadow drakes are typically among the smallest and least powerful of their
species. Most stand as tall and long as house cats and have charcoal-colored scales
and membranous wings just translucent enough to pass for shadows. Attracted
to shiny materials, they employ deception, teamwork, and even rudimentary traps
to create opportunities to make off with ill-gotten gains. Shadow drakes have a
particular fascination and admiration for umbral dragons—a notable exception
to the norm for drakes and dragons.

SHADOW DRAKE

 ce | | racon | swapow

Perception +6; darkvision, scent (imprecise) 30 feet

Languages Draconic

Skills Acrobatics +8, Stealth +8, Thievery +8

Str +1, Dex +4, Con +1, Int -1, Wis +0, Cha +2

Light Blindness

Shadow Blend The shadow drake's form shifts and blends reflexively with surrounding
shadows. A shadow drake gains an additional reaction each round, but it can use this
reaction only for Shadow Evade.

Shadow Evade  Trigger A creature attacks the shadow drake while it is in an area of
dim light; Effect The shadow drake further obscures its position. The attacker must
succeed at a DC 11 flat check in order to affect the shadow drake, as if the drake were

Hidden for the triggering attack.

AC 17; Fort +7, Ref +10, Will +6
HP 28; Immunities paralyzed, sleep;
Weaknesses fire 5
Speed 15 feet, fly 60 feet
Melee *® jaws +11 (finesse),
Damage 1d10+3 piercing
Melee *¥ tail +11 (agile,
finesse), Damage 1d8+3
bludgeoning
Draconic Frenzy *¥¥ The
shadow drake makes one
bite Strike and two tail

Strikes in any order.

Shadow Breath +¥® (arcane,
cold, evocation, shadow) A
shadow drake spits a ball of black
liquid that explodes into a cloud of
frigid black shadow. This attack has a range
of 40 feet and explodes in a
5-foot-radius burst.

CREATURE 2




Creatures within the burst take 3d6 cold damage (DC 18 basic Reflex save). The explosion

of shadow also snuffs out mundane light sources the size of a torch, lantern, or smaller, INTRODUCTION

and attempts to counteract magical light with a +10 counteract modifier. The shadow

drake can't use Shadow Breath again for 1d6 rounds. DRAKE LOCATIONS U A-C
Speed Surge *® Frequency three times per day; Effect The shadow drake Strides or While the different species of drakes

Flies twice. are adapted to different climates and &

environments, many drakes share |

SEA DRAKE similar preferences regarding nest
Long and slender, sea drakes have fins location, searching out high places

down the length of their backs and
webbing between their talons, making

that offer cover from above, such H-K
as cliffside or mountaintop caverns,
jungle canopies, and so on.

S

them just as adapted for gliding through

ocean waves as the skies above. More
solitary than most drakes, they hunt and
live alone. Although most sea drakes make
their roosts high on ocean-facing cliffs, it isn’t

unheard of for them to dwell in underwater
caves, living entirely aquatic lives.

SEA DRAKE CREATURE 6
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Perception +14; darkvision, scent (imprecise) 30 feet

Languages Draconic

Skills Acrobatics +14, Athletics +16, Stealth +12

Str +6, Dex +2, Con +4, Int -1, Wis +2, Cha +0

AC 24; Fort +16, Ref +14, Will +12

HP 95; Immunities electricity, paralyzed, sleep

Electrified Blood 2 (electricity) Trigger An adjacent creature deals
piercing or slashing damage to the sea drake; Effect An arc of electricity
courses through the sea drake's blood. The triggering creature takes 1d6
electricity damage.

Speed 15 feet, fly 40 feet, swim 50 feet

Melee *® jaws +17, Damage 2d8+9 piercing plus briny wound

Melee *¥ tail +17 (agile, reach 10 feet), Damage 2d6+9 bludgeoning

Ball Lightning Breath *¥® (arcane, electricity, evocation) The sea drake spews a
ball of electricity that strikes a primary target within 100 feet, dealing 7d6
electricity damage (DC 24 basic Reflex save). The lightning then arcs to up
to three secondary targets within 30 feet of the primary target, striking
the closest available targets first. The secondary bolts each strike one
secondary target and deal the same rolled damage value as the
primary bolt (DC 22 basic Reflex save). The sea drake
can't use Ball Lightning Breath again for 1d6 rounds. N

Briny Wound A sea drake's saliva carries a large quantity of e s
salt, making its bite wounds even more painful. When a
creature takes damage from a sea drake’s jaws Strike, the
creature must attempt a DC 24 Fortitude save; the creature is
then temporarily immune to briny wound for 1 minute.
Critical Success The creature is unaffected.
Success The creature is sickened 1.
Failure The creature is sickened 2.
Critical Failure The creature is sickened 2 and slowed 1 as long as it's sickened.

Capsize *® (attack) The drake tries to capsize an adjacent aquatic vessel of its size or
smaller. The drake must succeed at an Athletics check with a DC of 25 (reduced by 5 for each
size smaller the vessel is than the drake) or the pilot's Sailing Lore DC, whichever is higher.

Draconic Frenzy *¥® The sea drake makes one jaws Strike and two tail Strikes in any order.

Speed Surge *® Frequency three times per day; Effect The sea drake Strides, Flies, or
Swims twice.
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/ DRAUGR
Risen corpses of sailors who died at sea, draugr reek of the rot and decay of
e the briny deep. Their eyes glow with ghastly green light, and rotting seaweed,
DRAUGR SHIPS barnacles, and dead sea creatures cling to their bodies. Draugr can’t speak, but
When an entire ship's crew dies expresses their malicious emotions with gurgles, as though they were eternally
in one calamity, they might rise drowning with lungs full of water. They desire little more than to attack living
simultaneously, bound together in creatures, especially those who sail the sea. Even when they go upon land, draugrs
death. Tirelessly plaguing the seas, often drag the corpses of those they strike down back to the water, populating the
these draugr crews slowly corrupt depths with even more dead.
their vessels. The cursed ships often Draugr rise in the haunted places of the sea, where restless spirits, swells of negative
exhibit unsettling phenomena, such | energy, or supernatural storms deliver death. A corpse might rest at the bottom of the
as being able to sail against the wind sea for some time before awakening as a draugr. Collecting detritus and organisms, a
or leaving schools of dead fish in corpse becomes increasingly disgusting before it finally rises. Proximity to intelligent
their wake. Sea shanties tell of draugr life can expedite this process, and an underwater explorer who happens upon a
raiders approaching during the night, shipwreck might cause a body to snap to unlife as a draugr suddenly. The creatures
wreathed in fog pierced only by the | don’t take intrusions lightly, especially upon their place of death.
green glow emanating from their eyes. Though steeped in evil, draugr are susceptible to reminders of their lives as

mariners. In particular, a well-performed sea shanty or call-and-response work
song might cause a draugr to become lost in reverie for a moment. The creatures
have even been witnessed moaning along, unable to sing the words but
providing haunting accompaniment. The lull rarely lasts long, though, as the
beauty of the song quickly becomes a reminder of the tragedy that befell the
draugt, reaffirming their desire for blood and death.
More powerful draugr with burning red eyes are called draugr
captains. They’re 3rd-level creatures with elite adjustments
(page 6) that can cast obscuring mist as an innate divine spell
three times per day.

97#% DRAUGR CREATURE 2
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Perception +7; darkvision

Languages Common (can't speak any language)

Skills Athletics +10, Stealth +8

Str +4, Dex +2, Con +3, Int -1, Wis +1, Cha +1

Items greataxe, leather armor

AC 17; Fort +11, Ref +6, Will +7

HP 35; negative healing; Immunities death effects, disease, paralyzed,

poison, unconscious; Weaknesses positive 5; Resistances fire 3

The Sea’s Revenge (curse, divine, necromancy) A creature that slays a
draugr is subjected to a mariner’s curse spell with a save DC of 17. The
curse ends if the draugr is buried in a calm sea or after 1 week passes.

Speed 25 feet, swim 25 feet

Melee *® greataxe +10 (sweep), Damage 1d12+4 slashing plus

grotesque gift

Melee ‘¥ fist +10 (agile), Damage 1d4+4 slashing plus

grotesque gift

Grotesque Gift (olfactory) A draugr's attacks spatter

: ' their targets with rancid flesh and rotting seaweed.
& ‘», g g
R
t 7

A creature damaged by a draugr's Strike must
succeed at a DC 15 Fortitude save or become
sickened 1 (sickened 2 on a critical failure).
Swipe ‘¥® The draugr makes a melee Strike and
compares the attack roll result to the AC of up to two
foes, each of whom must be within its melee reach
and adjacent to each other. Roll damage only once and
apply it to each creature hit. A Swipe counts as two
attacks for the draugr's multiple attack penalty.

n



DWEOMERCAT

Dweomercats are magically gifted felines from the First World, where they prey gy

upon other creatures and feed upon their primal energy. They are sometimes i

encountered in areas of the Material Plane where the veil to the First World is DWEOMERCAT FAMILIARS

thin, or in regions where magic has been irreparably warped. Dweomercats are Particularly powerful spellcasters

famous for their ability to twist the metaphorical strings of spells cast on or near | sometimes take young dweomercat

them, which they can transform into their own defensive magic or tap into to | cubs as familiars. Their

instantly teleport across the battlefield. independence and flightiness makes E-G

dweomercats somewhat unreliable

DWEOMERCAT CREATURE?7 allies, though, so one is never H-K

| uncommon | on | mepum | senst | sure whether their bond with a i

Perception +15; darkvision, detect magic, scent (imprecise) 30 feet dweomercat will be long-lasting or a

Languages Common, Sylvan temporary affair. L=N

Skills Acrobatics +17, Arcana +16, Nature +15, Stealth +17, Survival +15 '

Str +4, Dex +4, Con +3, Int +3, Wis +4, Cha +5 i 0-R

AC 25; Fort +12, Ref +17, Will +17; +1 status to all saves vs. magic :

HP 100 ' S-T

Alter Dweomer 2 (abjuration, arcane) Trigger The dweomercat is targeted by a
spell or is within the area of a spell as it is cast; Effect The dweomercat gains an U-z
effect related to the school of the triggering spell. This effect occurs before the i
dweomercat is affected by the triggering spell. The effect lasts for 1 minute, until the APPENDIX
dweomercat uses this ability again, or until the dweomercat Dismisses the effect, 3

whichever comes first.

Abjuration The dweomercat gains a +1 status bonus to AC.

Conjuration A cloud of fog appears in a 5-foot burst centered on a corner
of the dweomercat’s space. Anything in the cloud is concealed.

Divination The dweomercat gains a +1 status bonus to all skill
checks. :

Enchantment The dweomercat gains a +1 status bonus '
to all saves.

Evocation Magical feedback deals 4d6 force damage
to the triggering spellcaster (DC 22 basic
Reflex save).

lllusion The dweomercat becomes invisible. This
effect ends if the dweomercat uses a hostile action,
in addition to the normal end conditions.

Necromancy The dweomercat gains 10 temporary HP.

Transmutation The dweomercat gains a +1 status bonus to
all attack rolls.

Speed 35 feet

Melee *® jaws +17 (magical), Damage 2d10+7 piercing plus Grab

Melee *¥ claw +17 (agile, magical), Damage 2d8+7 slashing

Arcane Innate Spells DC 26; 4th dimension door (x3), dispel magic
(at will), globe of invulnerability; Constant (4th) detect magic

Dweomer Leap P® (arcane, conjuration, teleportation) L
Prerequisites The dweomercat has at least one dimension 1
door spell remaining; Effect The dweomercat casts
dimension door, then can make a melee Strike against
one creature adjacent to it at the end of its teleport.
If the dweomercat ends its teleport adjacent to a
creature under an ongoing spell effect or who cast a
spell since the dweomercat’s last turn, this does not
expend a casting of dimension door.

Pounce *® The dweomercat Strides and makes
a Strike at the end of that movement. If the
dweomercat began this action hidden, it remains
hidden until after this ability's Strike.
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D’ZIRIAK
gy These strange creatures are native to the Plane of Shadows, where their colorful
7 nature is in opposition to that realm’s overwhelmingly monochromatic palette.
LIGHT WEAVERS Averaging 7 feet in height, d’ziriaks have four arms, two legs, and a termite-
The masters of the d’ziriaks' like abdomen. The larger pair of arms, used for most tasks, have five-fingered
light-weaving craft are occult hands with sharp, insectile claws. The smaller pair of arms are reserved for fine
practitioners, almost always sorcerers manipulations and are not effective in combat.
x of the aberrant bloodline. Light D’ziriaks’ otherwise dull brown carapaces are decorated with numerous
’ weavers prefer spells that provide runes glowing in bright colors. These tattoo-like runes indicate an individual’s
i light or create magical writing. In their role in d’ziriak society, and set them apart from their home plane’s other native
“ hive cities, light weavers create art, inhabitants. The runes glow with natural bioluminescence, and d’ziriaks can make
H lighting, signage, and magic wards. them flare brightly for an instant, at the expense of overstressing the biochemical
1 They also use their light weaving for glands that create and maintain the runes for an extended time. The color and
% entertainment and education. shape of the runes are partially natural, but can be shaped and customized
carefully over time to fit the individual’s station.
The D’ziriak language is a mix of buzzes and chitters, and is spoken by few
d other creatures. D’ziriaks prefer to communicate with other species using telepathy

rather than endure the sound of their language being “butchered by fleshy
throats.” D’ziriaks organize into hive cities led by a king and queen. These
hive cities consist of impressive spires, yet these towers are only the foremost
part of the settlement, with many more chambers reaching deep below for
e 8 residences, workshops, and fungus farms. D’ziriak settlements are lit inside
4 7 and out with alchemical and magical light sources, often in the shapes of
runes. These dimly glowing towers provide travelers with landmarks, and

perhaps promise safe havens, on the otherwise gloomy Shadow Plane.

D'ZIRIAK CREATURE 3
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Perception +10; darkvision
Languages D'ziriak, Shadowtongue; telepathy 100 feet
| Skills Arcana +8, Athletics +6, Occultism +10, Stealth +10, Survival +8

1 |
\“% Str +1, Dex +3, Con +1, Int +1, Wis +3, Cha +4
.: ‘\3

AC 19; Fort +6, Ref +12, Will +10
™ HP 45
Glow (aura, light) 20 feet. The colorful runes that decorate a d'ziriak’s
body create dim light. The natural bicluminescence is specially
adapted to the Shadow Plane, able to overcome magical darkness
as if it were magical light of the dziriak’s level.
Speed 25 feet
Melee *¥ claw +12 (agile, finesse), Damage 1d10+4 piercing
Occult Innate Spells DC 19; 7th plane shift (self only, to Shadow
Plane only)
Dazzling Burst “¥® (light, visual) The d’ziriak causes its body
to flare with intense colorful light. Non-d’ziriaks in a 20-foot
emanation must attempt a DC 20 Fortitude save. After using this
ahility, the d'ziriak loses its glow for 24 hours; during this time it can't use
Dazzling Burst again. A creature that attempts this save is immune to all
Dazzling Bursts for 1 minute.
Critical Success The creature is unaffected.
Success The creature is dazzled for 1 round.
Failure The creature is dazzled for 1 minute.
Critical Failure The creature is blinded for 1 round and dazzled for 1 minute.
Double Claw *¥ Frequency once per round; Effect The d’ziriak makes
two claw Strikes. If both hit the same creature, combine their
damage for the purpose of resistances and weaknesses. This
counts as two attacks for the d'ziriak’s multiple attack penalty,
and the penalty doesn't increase until after both attacks.




ELASMOSAURUS @

Elasmosauruses are long-necked, primeval reptiles that dwell in deep oceans and
seas. Although not truly a dinosaur, elasmosauruses are often found in similar
locations and are similarly titanic creatures. Keeping their massive bodies OTHER AQUATIC REPTILES A-C
underwater, elasmosauruses use their long necks to catch prey and snorkel air to The elasmosaurus is but one of
their massive lungs while remaining mostly hidden from the surface above. An many types of aquatic reptiles found D
elasmosaurus is 30 feet long and weighs 6,000 pounds. in primeval oceans or lost worlds.
As rare and reclusive as they are, elasmosauruses are sometimes mistaken for Some, like the ichthyosaurus, are
even rarer creatures called water orms, legendary aquatic denizens of remote almost fishlike in appearance.
lakes known for their elusiveness and craftiness. Whereas elasmosauruses are Others, such as the mosasaurus,

mundane creatures of animalistic intelligence, water orms are magical beings with | are truly massive beasts capable of |

near-humanoid intelligence and a curious fascination with mortals, and they seem | killing and eating whales. i
to delight in confounding onlookers. As a result, it’s theorized that a typical water i
orm is more than happy to lead a group of spectators to a lost elasmosaurus, both s
to throw its pursuers off its tail and for the hilarity that will inevitably ensue. i

While elasmosauruses are often found in lost worlds and unsettled regions,
those who dwell in the oceans of the world do not contain their hunting grounds ' §-T
to specific regions. As a result, it’s not unheard of for a wandering specimen to
find its way to coastal waters. Those that do often find the ports of small towns { u-z
or even large cities to be wondrous banquets and are usually hunted down by
coastal guards or adventurers. When a wayward

APPENDIX

elasmosaurus like this finds its way into a city’s g

sewer system or reservoirs, though, it can become
the stuff of urban legends.

ELASMOSAURUS CREATURE 7
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Perception +16; low-light vision, scent (imprecise) 30 feet

Skills Athletics +17

Str +6, Dex +4, Con +6, Int -4, Wis +5, Cha -1

Deep Breath The elasmosaurus can hold its breath for 2 hours.

AC 25; Fort +17, Ref +13, Will +16

HP 125

Long Neck An elasmosaurus’s long neck allows it to interact with the surface while
its body remains submerged underwater. While submerged no deeper than 15 feet
underwater, an elasmosaurus can still stick its head up to breathe. An elasmosaurus
gains cover against attacks made against creatures who are above the water's
surface while it is underwater, even if its head is above the surface.

Attack of Opportunity 2 Jaws only.

Speed 5 feet, swim 35 feet

Melee *¥ jaws +17 (reach 15 feet), Damage 2d12+10 piercing plus Grab

Melee *¥ paddle +17, Damage 2d6+10 bludgeoning

Drag Below *® (attack) The elasmosaurus attempts an Athletics check against a
grabbed foe's Fortitude DC. If the elasmosaurus succeeds, the foe is forcibly moved
5 feet toward the elasmosaurus’'s body. If the elasmosaurus
critically succeeds, the foe is moved 10 feet towards the
elasmosaurus's body.

Thrashing Retreat *¥® A swimming
elasmosaurus thrashes the area
around it as it attempts to flee.
It makes two paddle Strikes, each
of which must be against
separate targets, and
each of which takes the
normal multiple attack penalty. It then Swims up
to its swim Speed. This Swim does not trigger
reactions based on movement.
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DIVERSE ELEMENTALS

The Elemental Planes are more
than expanses of sky, rock, fire,
and ocean. Clouds of fog, dust, and
storms float through the Plane of Air.
The Plane of Earth includes verdant
groves, shining metal and crystal,
} and irradiated wastelands. The Plane
i of Fire features magma, suffocating
il smoke, and radiant firelight. Amid the
% endless sea of the Plane of Water are
pockets of ooze and brine, plus the
4 otherworldly environs of the deep.
‘ &
||

ELEMENTAL, AIR

Some elementals embody aspects of air such as smoke, lightning, and fog.

SPARK BAT

Spark bats congregate around volatile weather in the Plane of Air.

SPARK BAT

n [ AR | ELEMENTAL |

Perception +7; darkvision

Skills Acrobatics +9, Stealth +9

Str +0, Dex +3, Con +1, Int -4, Wis +1, Cha +0

AC 19; Fort +5, Ref +11, Will +7

HP 18; Immunities bleed, electricity, paralyzed, poison, sleep
Speed 5 feet, fly 50 feet

Melee ¥ jaws +11 (agile, finesse), Damage 1d4+5 electricity
Arc Lightning (move, electricity, primal, transmutation) The spark bat transforms into
lightning that arcs to a large piece of metal within 100 feet, such as a suit of metal
armor or a metal weapon. The bat then returns to its normal form in a space adjacent
to the metal. This movement doesn'