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INTRODUCTION

Intelligent monsters shouldn’t be faceless hordes of identical
creatures. Their variety is a key part of their appeal as
adversaries in the Pathfinder Roleplaying Game, making
each encounter memorable. Just as a human town is home
to people with wildly different skill sets, a pack of gnolls is
more than just a few dozen monsters fitting the statistics
from their Pathfinder RPG Bestiary entry. Heavily armored
soldiers, potent arcane spellcasters, wilderness explorers,
and revered priests all have their places in monstrous
societies, and this book makes it easy for GMs to craft a
wide range of encounters that feel distinctive while still
continuing to use the same classic races adventurers have

fought for generations.

NAVIGATING THIS BOOK

Each of this book’s 20 chapters details a specific monster
race. At the end of the introductory material for each chapter,
you'll find a reference indicating in which Bestiary volume
you can find the base statistics for that particular monster.

Boggards: Dwelling in isolated swamps, boggards obey
their priest-kings without fail, slaying interlopers with
deadly ambushes and eerie magic.

Bugbears: These vicious goblinoids live to torture and
terrify. Though large and strong, they lack discipline, and
often become assassins, hunters, and muggers.

Drow: Sadistic echoes of elves, the drow dwell in the
subterranean depths. Their societies run on betrayal and
trickery, and they conquer their enemies using the refuge of
the shadows and the magic of the demon lords they worship.

Duergar: Insular, paranoid slavers, the gray dwarves
believe their race is supreme, and hate nothing as vehemently
as other dwarves. Many duergar become slavers, soldiers, or
devotees of either religious or martial order.

Fire Giants: Master strategists and smiths, fire giants lay
waste to anyone they deem an enemy. Deep inside mountains,
their forges churn out arms for their well-trained soldiers.

Frost Giants: These warlike giants come down from the
frozen mountains to hunt and raid at the behest of the jarls




who rule them. They arm themselves with cold spells and
fine weapons and armor, and excel at surviving in the arctic.

Ghouls: Eaters of the dead, the undead ghouls can never
escape their boundless hunger. Many dwell in graveyards to
get a constant supply of flesh. They develop skills that make
them better murderers, or master unholy magic.

Gnolls: These hyena-like humanoids live in vicious packs
that roam the wilds, cannily hunting animals and people.
They fight using cooperation and group tactics, and bow
down before the goddess Lamashtu and her clerics.

Goblins: These demented little humanoids make their
weapons and armor from the junk of other cultures. They
hate dogs and horses, but love stabbing and fire.

Hobgoblins: With a society based entirely around military
discipline and order, hobgoblins have perfected the art of
war. Each must know her place, whether as a low-ranking
lieutenant, a commander, or a battle priest.

Kobolds: In their tunnels that wind through underground
chambers, the reptilian kobolds set ingenious traps and
study the magic of dragons.

Lizardfolk: This race of reptilian humanoids is losing
ground to the faster-breeding warm-blooded races. They
fiercely defend their swamps, sending forth dinosaur-riding
champions and enormous lizard kings against their enemies.

Ogres: The most numerous of the giants, ogres have
degenerated through ages of inbreeding. These violent
brutes kill and devour either in small family units or as
dim-witted shock troops serving in other creatures’ armies.

Orecs: All orcs know that the strong should take from the
weak. These violent, wild humanoids live to kill, and their
hordes swell with savage warriors.

Ratfolk: Ratfolk trade for a living, taking their trinkets
back to crowded warrens on the edges of societies. They
specialize in sneakiness, magic, and alchemy, and have an
affinity with rats—both regular and gigantic.

Sahuagin: The deep-dwelling sahuagin want to completely
control the seas. Undersea races justly fear the sahuagin’s
shark-riding nobles, bizarre mutants, and deadly priestesses.

Serpentfolk: Telepathic reptiles, the humanoid serpentfolk
were driven underground long ago when their once-vast empire
was crushed. Now broken into two distinct castes, they pursue
magical knowledge and spy on the surface.

Troglodytes: The savage, reptilian troglodytes live in
warrens underground, where they devote their rudimentary
intellects to primitive art and the worship of demon lords.

Trolls: Monstrously hungry and almost impossible to kill,
trolls can devastate the lands where they settle if unchecked,
wiping out all prey. Most dedicate themselves to finding
new ways to kill, while others practice magic tied to nature.

Vampires: Originally hailing from all walks of life,
vampires are vastly different from one another. Some scheme
and work through their spawn and servants, but many
become entirely consumed by their feral hunger for blood.

BOOK REFERENCES

This book refers to several other Pathfinder Roleplaying Game
products using the following abbreviations, yet these additional
supplements are not required to make use of this book. Readers
interested in references to Pathfinder RPG hardcovers can find
the complete rules of these books available online for free at
paizo.com/prd.

When a stat block includes a rules element from the New
Rules section for that monster, that rules element is noted with
an asterisk (*). The following superscripts mark rules elements
such as feats, spells, and magic items from other sources.

Advanced Player’s Guide APG
Advanced Race Guide ARG
Bestiary 2 B2
Ultimate Combat uc
Ultimate Equipment UE
Ultimate Magic UM
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HOW TO USE THIS BOORK

Each monster chapter includes five separate sections.

Ecology and Society: The entry opens with in-depth
information on the monster’s environment, social order,
attitudes, religion, combat focus, and more.

New Rules: Next come two pages of new rules elements
common to the monster. These can include racial variants,
templates, archetypes, class features, feats, equipment, spells,
magic items, or anything else associated with the monstrous
race or its allies. Many of these options are restricted
specifically to a given race, but some can be taken by any
characters who meet the requirements to do so.

NPCs: The following six pages contain stat blocks for
NPC adversaries from the monster race. NPC entries are
ordered from lowest Challenge Rating to highest, so low-
level sergeants and specialists typically appear earlier than
rulers or other champions. Many entries contain two NPCs
who are thematically connected—for instance, the lizardfolk
rangers entry contains both the CR 3 stalker and the CR 8
swamp lurker, ensuring that lizardfolk rangers can be used
in both low and mid-level encounters. For such group entries,
the order of their entry is based on the lower CR of the two.

New Monster: This variant or new monster is tied closely
to the monster race, allowing you to diversify your encounters
while staying true to theme. The monster’s full statistics
and ecology, or its template if applicable, are included here.

Encounters: The final page of the race section lists several
sample encounters using the new NPCs, as well as possibly
the basic version of the monster, the new monster, or other
creatures that are commonly encountered with the monster
race. Each encounter includes the total CR, a description of
the encounter group, and a short stat block for each creature
involved, complete with page references.




For years, I wrote off the toad-people as brutish savages—degenerates incapable
of industry and wont to destroy each other in internecine warfare. Looking
back, I can’t imagine a more misquided example of armchair herpetology.

At great risk to myself, I've infiltrated the boggards’ homeland no fewer than
seven times, and each venture has granted me a more intimate view of their
society. For all their infighting, boggards maintain a complex hierarchy. Their
tools are primitive, yes, but entirely appropriate for their damp environment,
where metal would rust. Their culture is remarkably rich in art and symbolism.
I have little doubt that if boggards had developed as a society in fertile plains
as we have, they would have become no less civilized than we believe ourselves
to be today.

—From the journal of Zarzunilian, gnome anthropologist (presumed dead)




iving in soggy, disease-ridden marshes, boggards are

often isolated from other humanoids—a condition

that breeds suspicion of foreign visitors, ideas, and
technology. This marginalization has distilled their
brutality to the point where the strongest members subjugate
and often consume their weaker kin. At the top of'the food
chain stand the boggards’ priest-kings (a term that applies
to both male and female rulers)—tyrannical prophets who
rule over their uneducated subjects.

A boggard’s life begins in a spawning pool as one of
roughly a dozen gelatinous eggs laid in a frothy clutch.
After a month-long gestation, the tadpoles gnaw their way
out of their eggs and spend the following 9 months feeding
on anything they can find—including weak and unlucky
siblings. During this time, the tadpoles grow stubby arms
and legs that quickly elongate and strengthen enough for
them to crawl out of the pools. This feat isn’t enough to
secure them a place in boggard society, since caretakers cull
the weakest and any showing signs of deformities.

The exceptions to this rule are the priest-king’s offspring,
who are fed meals of poisonous dragonflies. This diet kills
most, and those few who survive develop differently from
other boggards. Some have greater mental capacity and
spell-like abilities, marking them as potential future priest-
kings. But many survivors mature into the stunted, barely
intelligent horrors known as bogwiggles (see page 16).

Young boggards live in cadres that comprise a dozen
or more adolescents led by a handful of more experienced
warriors. The youths receive a modicum of care and
protection during the first year out of water, during which
they learn the practical skills necessary for life and service
to their ruler. Virtually all boggards receive the same type
of training, which emphasizes athletic prowess, hunting
skills, and a broad set of rudimentary crafts.

When boggards reach roughly 3 years of age, they are
considered adults and are sent away from the community
for a month-long ritual hunt. Those who return with the
corpse of a sapient humanoid earn approval, a place in the
society, and a grand celebratory meal. Those who fail are
exiled or consumed.

Priest-kings are typically larger than their kin, sometimes
growing so bloated and ponderous he seems to belong to a
different species entirely. Their effective monopoly on divine
magic further reinforces the gap between rulers and their
subjects. When the reigning priest-king dies (often from
violence), the heirs compete to claim the throne. The victor
almost always kills off her siblings to reinforce her claim.

Boggards are extremely fertile, and their culture
encourages them to reproduce as often as resources
permit. Despite the large number of young, systemic
cannibalism keeps the boggard population in check.
Boggards embrace this practice as a way of weeding out the
weak and empowering the strong, though the fact that even

the youngest offspring engage in it suggests cannibalism is
instinctive—an expression of the species’ ravenous appetite.

Nonetheless, as survivors of numerous broods born in
competitive environments, boggards are highly adaptive,
capable of weathering ecological disasters and evolving
to exploit new environments—much to the frustration of
other intelligent creatures that compete with them. What
many think of’as the “typical” boggard is well adapted to life
in marshes, yet boggards also thrive in rainforests, where
they often develop more colorful skin patterns. Like the
amphibians they resemble, some boggards have developed
the ability to estivate, allowing them to survive extended
droughts and food shortages. As a result, it’s rare but not
impossible to find boggards exploiting periods of rain in
deserts, during which time they are especially aggressive.

Boggard settlements are usually arranged in a manner that
reinforces the hierarchy. The priest-king’s dwelling stands
near the center on a low, ziggurat-like mound of compacted
mud, and those mounds claimed by direct subordinates
radiate outward. The higher the mound and the closer it is
to the monarch’s home, the greater the resident boggard’s
status. The creatures further display their importance by
studding their homes with bones, shells, reeds, and various
exotic materials. Stealing a neighbor’s ornaments often leads
to violence—but if the thief'is victorious, then clearly she
was right to take what she wanted.

Hunting and gathering make up the bulk of the boggards’
way of life, and their crafts are typically limited to simple
constructions of stone and organic matter. Some priest-kings
intentionally rotate who is working on a project to keep any
one boggard from becoming exceptional. What boggards
can’t make or gather, they steal from other humanoids. Metal
items are rare in boggard society—most metals simply can’t
withstand long-term exposure to a damp environment.
Magic weapons and armor are therefore prized for their
resistance to corrosion.

Two beliefs are central to boggards’ religious and spiritual
experience. First, the weak should be recycled to empower
the strong, from cannibalizing the infirm to claiming the
weapons of a fallen comrade to stealing a neighbor’s home.
Second, might makes right, especially for the priest-king,
whose divine power is typically bestowed by an evil god or
demon lord. Common boggards’ reliance on their leader
for spiritual guidance breeds a debilitating superstition in
many. Those who can’t abide by the beliefs of boggard society
are cast out, and boggards who hear tales of these hermits
respond with a mix of disdain and uneasiness.

Metamorphosis fascinates boggards, from the development
of their young to the transformation of priest-kings. Those
who parley with boggards can sometimes awe the creatures
with transformative magic.

Full statistics for boggards can be found on page 37 of
the Pathfinder RPG Bestiary.




NEW RULES

The following rules include racial traits, favored class

options, feats, spells, and magic items all specially tailored
to boggards.

ALTERNATE RACIAL TRAITS

The following racial traits may be selected instead of
existing boggard racial traits.

Estivation: Not all marshes are wet year-round, and some
boggards have adapted to life in seasonal swamps where
hot, arid conditions are common. A boggard with this racial
trait can spend 1 hour burying herselfin wet or soft earth and
entering a state of suspended animation for an indefinite
amount of time. While estivating, a boggard doesn’t need
to drink or eat, but takes a penalty on Perception checks
as if sleeping. Ending this dormant state is a full-round
action. This racial trait replaces a boggard’s racial bonus
on Acrobatics checks to jump.

Leaper: Boggards in some regions have legs better suited
to explosive movement on land rather than swift propulsion
underwater. Boggards with this trait are always considered

to have arunning start when attempting Acrobatics checks
to jump, and their swim speeds are reduced by 15 feet.

Priest-King: Boggards raised on a diet of blue dragonfly
pulp sometimes develop into priest-kings. These boggards
have only a +2 natural armor bonus but don’t take the
common boggard’s —2 racial penalty to Dexterity and
Intelligence. In addition, priest-kings receive a +4 racial
bonus to Wisdom and gain the following spell-like
abilities: 1/day—fog cloud, jump, summon swarm. The caster
level for these effects is equal to the boggard’s Hit Dice.
This racial trait doesn’t replace any of'a boggard’s other
features, but it’s extremely rare and available only at the
GM'’s discretion.

FAVORED CLASS OPTIONS

The following options are available to all boggards that
have the listed favored class, and unless otherwise stated,
the bonus applies each time you select the class reward.

Barbarian: Add 1 on the barbarian’s Acrobatics checks
to jump.

Bard: Reduce the amount of time the bard must wait
before using his terrifying croak ability by 5 minutes
(minimum 5 minutes).

Fighter: Increase the hit points of the fighter’s tongue
by1and add 1/2 on all opposed Strength checks to prevent
a creature from detaching the fighter’s tongue.

Ranger: Add 1/4 to a single existing favored terrain bonus
(maximum +2 per favored terrain).

BOGGARD FEATS

Boggards have access to the following feats.

Extra Croaking
Your vocal chords are especially tough and allow you to
croak more often.

Prerequisites: Boggard, terrifying croak.

Benefits: You gain one extra use of terrifying croak per
hour. If your recharge time is less than 1 hour, you instead
gain an extra use each time the ability recharges.

Powerful Tongue
Unlike others of your kind, you are able to pull your prey
toward yourself.

Prerequisites: Str 17, sticky tongue.

Benefits: Your tongue attack gains the pull special ability.
At the start of your turn, if your tongue is attached to a

maneuver check, you can pull the target 5 feet closer to

target of your size or smaller and you succeed at a combat

\ you as free action.

Sonic Croak

Your croak creates powerful sound waves that
you can direct at fragile targets.



Prerequisites: Throat Pouch*, boggard, terrifying croak.

Benefits: When you use your terrifying croak ability,
instead of it imparting its normal effect, you can choose
to deal 1d4 points of sonic damage to creatures in a 15-foot
cone (Fortitude half). The DC of this Fortitude save is the
same as that of your terrifying croak. For every 3 Hit Dice
you possess, the damage dealt increases by 1d4.

Special: The Throat Pouch feat increases the size of this
feat’s cone by 5 feet for every 6 HD you have, not every 2 HD.

Stunning Croak
The terrifying force of your croak disorients and debilitates
your enemies.

Prerequisites: Sonic Croak*, Throat Pouch*, boggard,
terrifying croak.

Benefits: When you use your terrifying croak ability,
instead of imparting its normal effect you can choose to
stun one creature within 30 feet for 1 round. If the target
succeeds at a Fortitude save, it is instead staggered for
1round. The DC of this Fortitude save is the same as that
of your terrifying croak ability.

Throat Pouch

You can swell your throat to amplify and broadcast your
vocalizations over vast distances.

Prerequisites: Boggard, terrifying croak.

Benefits: The range of your terrifying croak ability
increases by 5 feet for every 2 Hit Dice you have (maximum
30-foot increase). While speaking Boggard or wordlessly
vocalizing, you can swell your throat pouch as a free action
to reduce the Perception DC needed to hear your voice by
an amount equal to your Hit Dice.

Special: The benefits of Throat Pouch and any feats
that use it as a prerequisite are available only while you're
wearing light, medium, or no armor.

BOGGARD SPELL

Boggard priest-kings see no problem with feeding off the
labor and energy of their own tribe, believing themselves
to embody all that is great and worthy in their own kind.
The following spell takes this even further, allowing
boggard priests to literally leech away their kin’s life force.

AURA OF CANNIBALISM

School necromancy [evil]; Level cleric 3, sorcerer/wizard 3,
witch 3

Casting Time 1 standard action

Components V, S, M (a piece of flesh from another creature of
your species)

Range personal

Area 20-ft.-radius emanation centered on you

Duration 1 minute/level (D)

Saving Throw Fortitude negates; Spell Resistance yes

You emanate an aura that saps the strength of others of your kind
and channels their energy into you. Each round that a creature
starts its turn in the spell’s area and shares both your creature
type and at least one subtype you possess (if any), that creature
must succeed at a Fortitude save or take 1d4 points of damage.
You gain a number of temporary hit points equal to the amount
of damage you deal with this spell (maximum 10 + your caster
level). These temporary hit points go away when the spell ends.
As long as you have at least 5 temporary hit points while
this spell is in effect, you gain a +1 competence bonus on attack
rolls, saving throws, and skill checks. If you have 15 or more
temporary hit points, this competence bonus increases to +2.

BOGGARD MAGIC ITEMS

Ordinary boggards are rarely proficient at crafting
mundane items, as priest-kings see such skill in
subordinates as a threat to their authority. The priest-
kings, instead encourage their priestly progeny to
manufacture prized magic items for them.

CAP OF ENERVATION JPRIcE
SLOT head CL 5th WEIGHT —

AURA faint necromancy

This floppy leather hat allows a boggard or other froglike
creature to drain the strength of those it strikes with its tongue
attack. If the wearer ends its turn with its tongue attached to
or grappling another creature, the grappled creature takes a -1
penalty to Strength, and the wearer’s tongue gains 5 temporary
hit points. The penalty and temporary hit points last for 1
minute. For each round that the target remains attached, the
Strength penalty increases by 1, the tongue gains an additional
5 temporary hit points (maximum 10), and the duration resets.
CONSTRUCTION REQUIREMENTS | cosT 1,750 GP

Craft Wondrous Item, ray of enfeeblement, vampiric touch

VENOMSWEAT SALVE z,'éﬁlff;p
SLOT none CL 7th WEIGHT —

AURA moderate necromancy

When applied to a creature’s skin, scales, or carapace, this
greasy unguent causes that creature to sweat poison from
its pores. During this time, a creature that strikes the user
with a natural weapon attack or unarmed strike is exposed
to the poison. As a swift action, the user can apply the poison
to a weapon. As a standard action, the user can deliver the
poison as a touch attack. The salve creates a total of 3 doses
of venomsweat poison, and any unused doses of poison
harmlessly evaporate after 1 hour.

Venomsweat: Contact or injury; save Fort DC 16; frequency
1/round for 6 rounds; effect 1d3 Dexterity damage; cure 1 save.
CONSTRUCTION REQUIREMENTS | cosT 1,250 GP
Craft Wondrous Item, poison
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BOGGARD FIGHTERS

Boggard fighters make up the majority of war parties.

BOGGARD BRUTE (R3
XP 800
Boggard fighter 1
CE Medium humanoid (boggard)
Init +1; Senses darkvision 60 ft., low-light vision; Perception +5

DEFENSE

AC 16, touch 11, flat-footed 15 (+2 armor, +1 Dex, +3 natural)
hp 34 (4 HD; 3d8+1d10+16)
Fort +8, Ref +2, Will +2

OFFENSE

Speed 20 ft., swim 30 ft.

Melee mwk morningstar +9 (1d8+6), tongue +2 touch
(sticky tongue)

Ranged mwk javelin +5 (1d6+4)

Special Attacks terrifying croak (DC 13)

TACTICS

During Combat The boggard brute throws his javelins before
rushing into combat.

STATISTICS

Str 19, Dex 13, Con 16, Int 6, Wis 13, Cha 10

Base Atk +3; CMB +7; CMD 18

Feats Intimidating Prowess, Toughness, Weapon Focus
(morningstar)

Skills Acrobatics +4 (+20 when jumping), Intimidate +9,
Perception +5, Stealth +0 (+8 in swamps), Swim +12

Languages Boggard

$Q hold breath, swamp stride

Combat Gear potions of barkskin (2); Other Gear leather armor,
mwk javelins (2), mwk morningstar, 132 gp

Boggard brutes may be armed with primitive-looking
weapons, yet their terrifying strength makes them as
deadly as any knight in armor.

BOGGARD CHAMPION (R7
XP 3,200

Boggard fighter 5

CE Medium humanoid (boggard)

Init +5; Senses darkvision 60 ft., low-light vision; Perception +5

DEFENSE
AC 22, touch 11, flat-footed 21 (+6 armor, +1 Dex, +3 natural,
+2 shield)

- k! hp 72 (8 HD; 3d8+5d10+32)

Fort +10, Ref +5, Will +3 (+1 vs. fear)

Defensive Abilities bravery +1

OFFENSE

Speed 20 ft., swim 30 ft.

Melee +7 terbutje +15/+10 (1d8+9), tongue +7 touch
(sticky tongue)

Ranged mwk javelin +9 (1d6+5)

Special Attacks terrifying croak (DC 12), weapon training
(heavy blades +1)

TACTICS

During Combat The boggard champion uses her terrifying
croak before engaging in melee.
STATISTICS
Str 20, Dex 13, Con 16, Int 8, Wis 13, Cha 8
Base Atk +7; CMB +12; CMD 23

Feats Improved Initiative, Lightning Reflexes, Power Attack,
Toughness, Vital Strike, Weapon Focus (terbutje), Weapon
Specialization (terbutje)
Skills Acrobatics +2 (+18 when jumping), Climb +6, Intimidate
+6, Perception +5, Stealth +0 (+8 in swamps), Survival +8,
Swim +10
Languages Boggard
$Q armor training 1, hold breath, swamp stride
Combat Gear potion of bull’s strength, potion of cure serious
wounds; Other Gear +1 black dragonhide scale mail, mwk
heavy wooden shield, +7 terbutje"t, mwk javelins (2), 282 gp

Most boggard champions forsake tactics in favor of
mayhem. In magic-deficient tribes, champions are often
second only to priest-kings in status.



BOGGARD ODDITIES

A few boggards serve their tribes in specialized roles.
BOGGARD FARCROAKER CR 3

XP 800

Boggard bard 2
CE Medium humanoid (boggard)
Init +0; Senses darkvision 60 ft., low-light vision; Perception +11

Ranged throwing axe +9 (1d6+5)
Special Attacks channel negative energy (DC 15, 4dé6), smite good
3/day (+2 attack and AC, +7 damage), terrifying croak (DC 15)
Antipaladin Spell-Like Abilities (CL 7th; concentration +9)
At will—detect good

Antipaladin Spells Prepared (CL 4th; concentration +6)
2nd—invisibility
1st—death knell (DC 13), doom (DC 13)

DEFENSE

STATISTICS

AC 15, touch 10, flat-footed 15 (+2 armor, +3 natural)

hp 32 (5d8+10)

Fort +5, Ref +4, Will +5; +4 vs. bardic performance, language-
dependent, and sonic

OFFENSE

Speed 20 ft., swim 30 ft.
Melee mwk shortspear +5 (1d6+1), tongue -1 touch (sticky tongue)
Ranged shortspear +4 (1d6+1)
Special Attacks bardic performance 8 rounds/day
(countersong, distraction, fascinate [DC 13], inspire
courage +1), terrifying croak (DC 15)
Bard Spells Known (CL 2nd; concentration +4)
1st (3/day)—alarm, grease (DC 13), ventriloguism (DC 13)
0 (at will)—dancing lights, daze (DC 12), flare (DC 12),
ghost sound (DC 12), message

STATISTICS

Str 13, Dex 11, Con 14, Int 12, Wis 13, Cha 14

Base Atk +3; CMB +4; CMD 14

Feats Skill Focus (Perform [sing]), Sonic Croak®, Throat Pouch®

Skills Acrobatics +6 (+22 when jumping), Diplomacy +8,
Knowledge (geography, history, nature, nobility) +7,
Linguistics +5, Perception +11, Perform (sing) +13, Stealth +5
(+13 in swamps), Swim +9

Languages Boggard, Common, Draconic

$Q bardic knowledge +1, hold breath, swamp stride, versatile
performance (Perform [sing])

Gear leather armor, mwk shortspear, shortspear, 468 gp

BOGGARD ABYSSAL WARRIOR (R 8
XP 4,800
Boggard antipaladin 7 (Pathfinder RPG Advanced Player’s
Guide 118)
CE Medium humanoid (boggard)
Init +4; Senses darkvision 60 ft., low-light vision; Perception +3
Aura cowardice (10 ft.)
DEFENSE
AC 20, touch 10, flat-footed 20 (+7 armor, +3 natural)
hp 98 (10 HD; 3d8+7d10+47)
Fort +14, Ref +6, Will +8
Immune disease

OFFENSE

Speed 15 ft., swim 30 ft.
Melee +17 greataxe +16/+11 (1d12+8/19-20/x3), tongue +9
touch (sticky tongue)

Str 20, Dex 11, Con 16, Int 8, Wis 9, Cha 14

Base Atk +9; CMB +14; CMD 24

Feats Improved Critical (greataxe), Improved Initiative, Power
Attack, Toughness, Weapon Focus (greataxe)

Skills Acrobatics +0 (+16 when jumping), Bluff +6, Intimidate +8,
Knowledge (religion) +3, Perception +3, Sense Motive +4,
Stealth +0 (+8 in swamps), Swim +10

Languages Boggard

$Q cruelties (sickened, staggered), fiendish boon (weapon +1,
1/day), hold breath, swamp stride, touch of
corruption 5/day (3d6)

Combat Gear potions of cure moderate

wounds (3); Other Gear +1 breastplate,

+1 greataxe, throwing axe, cloak of
resistance +1, 922 gp




BOGGARD BARBARIANS

Boggard barbarians are terrifying and unpredictable.

BOGGARD SAVAGE CR 4
XP 1,200
Boggard barbarian 2
CE Medium humanoid (boggard)
Init +0; Senses darkvision 60 ft., low-light vision;
Perception +10

DEFENSE

AC 15, touch 8, flat-footed 15 (+4 armor, +3 natural, -2 rage)
hp 61 (5 HD; 3d8+2d12+30)

Fort +12, Ref +3, Will +4

Defensive Abilities uncanny dodge

OFFENSE

Speed 30 ft., swim 30 ft.

Melee mwk greatclub +12 (1d10+9), tongue +5 touch
(sticky tongue)

Ranged javelin +4 (1d6+6)

Special Attacks rage (10 rounds/day), rage powers
(no escape), terrifying croak (DC 12)

TACTICS

Base Statistics When not raging, the barbarian’s statistics are
AC 17, touch 10, flat-footed 17; hp 51; Fort +10, Will +2; Melee
mwk greatclub +10 (1d10+6), tongue +3 touch (sticky tongue);
Str 19, Con 18; CMB +8; Skills Climb +9, Swim +17.

STATISTICS

Str 23, Dex 11, Con 22, Int 8, Wis 13, Cha 8

Base Atk +4; CMB +10; CMD 18

Feats Lightning Reflexes, Power Attack, Weapon Focus (greatclub)

Skills Acrobatics +6 (+22 when jumping), Climb +11, Intimidate +4,
Perception +10, Stealth +0 (+8 in swamps), Swim +19

Languages Boggard

$Q fast movement, hold breath, swamp stride

Combat Gear oil of magic weapon, potions of cure moderate
wounds (2); Other Gear +7 studded leather, javelins (3),
mwk greatclub, 269 gp

BOGGARD SCARRED ONE (R 6
XP 2,400

Boggard barbarian 4

CE Medium humanoid (boggard)

Init -1; Senses darkvision 60 ft., low-light vision; Perception +12
DEFENSE
AC 14, touch 7, flat-footed 14 (+4 armor, -1 Dex, +3 natural, -2 rage)
hp 86 (7 HD; 3d8+4d12+42)
Fort +13, Ref +3, Will +5; +3 vs. magic
Defensive Abilities uncanny dodge, trap sense +1

OFFENSE

Speed 30 ft., swim 30 ft.

Melee +71 spear +15/+10 (1d8+11/x3), tongue +8 touch
(sticky tongue)

Ranged javelin +5 (1d6+7)

Special Attacks rage (14 rounds/day), rage powers
(knockback, superstition +3), terrifying croak (DC 14)

TACTICS

Base Statistics When not raging, the barbarian’s statistics are
AC 16, touch 9, flat-footed 16; hp 72; Fort +11, Will +3; Melee
+1 spear +13/+8 (1d8+8/x3), tongue +6 touch (sticky tongue);
Str 20, Con 18; CMB +11; Skills Climb +10, Swim +18.

STATISTICS

Str 24, Dex 9, Con 22, Int 6, Wis 13, Cha 12

Base Atk +6; CMB +13; CMD 20

Feats Endurance, Lightning Reflexes, Power Attack, Weapon
Focus (spear)

Skills Acrobatics +5 (+21 when jumping), Climb +12, Intimidate +8,
Perception +12, Stealth +0 (+8 in swamps), Swim +20

Languages Boggard

$Q fast movement, hold breath, swamp stride

Combat Gear potions of cure serious wounds (2), potion of

shield of faith; Other Gear +7 studded leather, +1 spear,
javelins (3), 70 gp



BOGGARD MYSTICS

These casters are often the children of the priest-king.
BOGGARD SWAMPSEER CR 4

XP 1,200

Boggard druid 3
NE Medium humanoid (boggard)
Init +5; Senses darkvision 60 ft., low-light vision; Perception +12
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Special Attacks claws (1d6+5, 5 rounds/day), terrifying croak (DC 15)
Sorcerer Spells Known (CL 4th; concentration +6)
2nd (4/day)—summon monster Il
1st (7/day)—burning hands (DC 13), cause fear (DC 13),
mage armor, summon monster |
0 (at will)—acid splash, detect magic, detect poison, ghost
sound (DC 12), message, resistance
Bloodline abyssal

DEFENSE

STATISTICS

AC 17, touch 11, flat-footed 16 (+3 armor, +1 Dex, +3 natural)
hp 41 (6d8+15)
Fort +8, Ref +4, Will +7

OFFENSE

Speed 20 ft., swim 30 ft.
Melee mwk club +8 (1d6+3), tongue +1 touch (sticky tongue)
Special Attacks icicle (1d6+1 cold damage, 5/day), terrifying
croak (DC 14)
Druid Spells Prepared (CL 3rd; concentration +5)
2nd—bull’s strength, burst of nettles®, summon swarm
1st—entangle (DC 13), hydraulic push**c,
longstrider, shillelagh
0 (at will)—flare (DC 12), guidance,
mending, resistance
D domain spell; Domain Swamp!
STATISTICS
Str 15, Dex 13, Con 12, Int 10, Wis 15, Cha 12
Base Atk +4; CMB +6; CMD 17
Feats Improved Initiative, Toughness, Weapon
Focus (club)
Skills Acrobatics +4 (+20 when jumping), Handle Animal +7,

Heal +8, Knowledge (nature) +8, Perception +12, Stealth +0
(+8 in swamps), Survival +10, Swim +10

Languages Boggard, Druidic

$Q hold breath, nature bond (Swamp domain), nature sense,

swamp stride, trackless step, wild empathy +4, woodland stride

Combat Gear scroll of barkskin, scroll of fog cloud, wand of
cure light wounds (30 charges); Other Gear +7 leather
armor, mwk club, cloak of resistance +1, 240 gp

BOGGARD PROPHET (R 5
XP 1,600

Boggard sorcerer 4

CE Medium humanoid (boggard)

Init +3; Senses darkvision 60 ft., low-light vision; Perception +3

DEFENSE

AC 13, touch 10, flat-footed 13 (+1 deflection, -1 Dex, +3 natural)

hp 59 (7 HD; 3d8+4d6+32)
Fort +8, Ref +2, Will +5; +2 vs. poison
Resist electricity 5

OFFENSE

Speed 20 ft., swim 30 ft.
Melee 2 claws +10 (1d4+5), tongue +4 (plus sticky tongue)
Ranged sling +3 (1d4+5)

Str 20, Dex 9, Con 16, Int 10, Wis 9, Cha 14

Base Atk +4; CMB +9; CMD 19

Feats Combat Casting, Eschew Materials, Improved Initiative,
Toughness, Weapon Focus (claw)

Skills Acrobatics +2 (+18 when jumping), Intimidate +6,
Knowledge (planes) +5, Perception +3, Spellcraft +7,
Stealth +0 (+8 in swamps), Swim +13, Use Magic Device +9

Languages Boggard

$Q bloodline arcana (summoned creatures gain DR 2/good),
hold breath, swamp stride

Combat Gear potion of invisibility, scrolls of blindness/deafness
(2), scroll of enlarge person; Other Gear sling with 10 bullets,
cloak of resistance +1, elixir of vision, ring of protection +1, 75 gp




BOGGARD RANGERS

Boggard rangers stalk silently through the swamps.

BOGGARD HUNTER (R5
XP 1,600
Boggard ranger 3
CE Medium humanoid (boggard)
Init +1; Senses darkvision 60 ft., low-light vision; Perception +14

DEFENSE

AC 18, touch 11, flat-footed 17 (+4 armor, +1 Dex, +3 natural)
hp 53 (6 HD; 3d8+3d10+24)
Fort +10, Ref +6, Will +4

OFFENSE

i speed 20 ft., swim 30 ft.
Melee morningstar +9 (1d8+4), tongue +4 touch
(sticky tongue)
Ranged mwk composite longbow +8 (1d8+4/x3)

Special Attacks combat style (archery), favored enemy
(reptilian humanoids +2), terrifying croak (DC 12)

STATISTICS

Str 19, Dex 13, Con 16, Int 8, Wis 13, Cha 8

Base Atk +5; CMB +9; CMD 20

Feats Endurance, Point-Blank Shot, Precise Shot, Toughness,
Weapon Focus (composite longbow)

Skills Acrobatics +5 (+21 when jumping), Knowledge
(nature) +5, Perception +14, Stealth +8 (+16 in swamps),
Survival +8, Swim +12

Languages Boggard

$Q favored terrain (swamp +2), hold breath, swamp stride,
track +1, wild empathy +2

Combat Gear potion of cure moderate wounds; Other Gear
+1 studded leather, morningstar, mwk composite longbow
(+4 Str), cloak of resistance +1, 267 gp

BOGGARD STALKER C(RY9
XP 6,400
Boggard ranger 7
CE Medium humanoid (boggard)
Init +5; Senses darkvision 60 ft., low-light vision; Perception +18

DEFENSE

AC 19, touch 12, flat-footed 18 (+4 armor, +1 deflection, +1 Dex,
+3 natural)

hp 95 (10 HD; 3d8+7d10+44)

Fort +12, Ref +8, Will +5

OFFENSE

Speed 20 ft., swim 30 ft.

Melee +7 handaxe +14/+9 (1d6+6/19-20/x3), +1 handaxe
+14/+9 (1d6+6/19-20/x3), tongue +9 touch (sticky tongue)

Ranged javelin +10 (1d6+5)

Special Attacks combat style (two-weapon), favored enemy
(dragons +2, humans +4), terrifying croak (DC 12)

Ranger Spells Prepared (CL 4th; concentration +5)
1st—longstrider, resist energy

STATISTICS

Str 20, Dex 13, Con 16, Int 8, Wis 13, Cha 8

Base Atk +9; CMB +14; CMD 26

Feats Double Slice, Endurance, Improved Critical (handaxe),
Improved Initiative, Improved Two-Weapon Fighting,
Toughness, Two-Weapon Fighting, Weapon Focus (handaxe)

Skills Acrobatics +5 (+21 when jumping), Climb +9, Handle
Animal +4, Knowledge (nature) +5, Perception +18, Stealth +14
(+22 in swamps), Survival +14, Swim +17

Languages Boggard

$Q favored terrain (swamp +2), hold breath, hunter’s bond
(companions), swamp stride, track +3, wild empathy +6,
woodland stride

Combat Gear potion of barkskin, potion of cure moderate
wounds, potion of invisibility; Other Gear +1 studded
leather, +1 handaxes (2), javelins (3), cloak of resistance +1,
ring of protection +1, 360 gp



BOGGARD PRIEST-KING

The leaders of boggard tribes rarely involve themselves
personally in combat, but once they wade in, they are
terrifyingly effective.

XP 12,800

Boggard cleric 10
CE Medium humanoid (boggard)
Init +3; Senses darkvision 60 ft., low-light vision; Perception +9
DEFENSE
AC 20, touch 9, flat-footed 20 (+6 armor, -1 Dex, +4 natural,
+1 shield)
hp 120 (13d8+62)
Fort +14, Ref +6, Will +14
Resist cold 10
OFFENSE
Speed 15 ft., swim 30 ft.
Melee +7 morningstar +15/+10 (1d8+5), tongue +8 touch
(sticky tongue)
Special Attacks channel negative energy 5/day (DC 17, 5d6),
scythe of evil (5 rounds, 1/day), terrifying croak (DC 15)
spell-Like Abilities (CL 13th; concentration +15)
1/day—fog cloud, jump, summon swarm
Domain Spell-Like Abilities (CL 10th;
concentration +15)
8/day—icicle (1d6+5 cold), touch of evil (5 rounds)
Cleric Spells Prepared (CL 10th; concentration +15)
5th—dispel good® (DC 20), insect plague, righteous
might, slay living (DC 20)
4th—control water®, cure critical wounds, divine
power, freedom of movement, unholy blight
(DC 19)
3rd—bestow curse (DC 18), dispel magic, invisibility
purge, magic circle against good®, magic vestment
2nd—bear’s endurance, death knell (DC 17), enthrall
(DC 17), fog cloud®, resist energy, sound burst (DC 17)
1st—bane (DC 16), bless, cure light wounds, divine
favor, protection from good®, sanctuary (DC 16),
shield of faith
0 (at will)—create water, detect poison, guidance, purify
food and water
D domain spell; Domains Evil, Water
TACTICS
During Combat The priest-king sits back with lazy arrogance,
casting the occasional spell and allowing his minions to
protect him until he is forced to intervene personally.
STATISTICS
Str 18, Dex 9, Con 16, Int 10, Wis 20, Cha 14
Base Atk +9; CMB +13; CMD 22
Feats Brew Potion, Combat Casting, Craft Wand,
Improved Initiative, Lightning Reflexes, Toughness,
Weapon Focus (morningstar)

Skills Acrobatics +0 (+16 when jumping), Diplomacy +8,
Knowledge (planes) +8, Knowledge (religion) +8,
Perception +9, Sense Motive +13, Spellcraft +8, Stealth +0

(+8 in swamps), Swim +10

Languages Boggard

$Q hold breath, priest-king®, swamp stride

Combat Gear wand of cure light wounds (35 charges),
wand of owl’s wisdom (25 charges), wand of prayer (13
charges); Other Gear +2 hide armor, mwk light wooden
shield, +7 morningstar, amulet of natural armor +1, cloak of
resistance +1, spell component pouch, 24 gp

Boggard priest-kings are the undisputed lords of their
tribes, interpreting the wills of their dark patron deities
(wills that are often suspiciously similar to what the

priest-kings themselves desire). Grotesquely large, a
boggard priest-king is usually the tribe’s most capable
combatant, and acts as a champion when needed.




POGWIGGLE

This sallow-green beast appears to be an oversized tadpole that

never fully matured, with two large, bulbous eyes bulging from
either side of its head, and a gaping mouth revealing jagged fangs.

BOGWIGGLE
XP 400

CE Small aberration (aquatic)

Init +5; Senses darkvision 60 ft.; Perception +1

DEFENSE

} AC 12, touch 12, flat-footed 11 (+1 Dex, +1 size)

hp 16 (3d8+3)

Fort +2, Ref +2, Will +4

OFFENSE

Speed 30 ft., swim 40 ft.

Melee bite +4 (1d4+1), tongue -1 touch (sticky tongue)

l Space 5 ft.; Reach 5 ft. (10 ft. with tongue)

STATISTICS

Str 13, Dex 12, Con 13, Int 3, Wis 12, Cha 6

Base Atk +2; CMB +2; CMD 13

& Feats Improved Initiative, Power Attack

} Skills Acrobatics +5, Perception +1 (+5 in swamps), Stealth +9
j (+17 in swamps), Swim +13; Racial Modifiers +4 Perception
in swamps, +8 Stealth in swamps

Languages Boggard (can’t speak)
$Q amphibious, swamp stride

ECOLOGY

Environment temperate swamps

Organization solitary, pair, or pack (3-6)

Treasure none

SPECIAL ABILITIES

sticky Tongue (Ex) A creature hit by a bogwiggle’s tongue
attack can’t move more than 10 feet away from the
bogwiggle and takes a -2 penalty to AC as long as the
tongue is attached (this penalty does not stack if multiple
tongues are attached). The tongue can be removed by
succeeding at an opposed Strength check as a standard
action or by dealing 2 points of slashing damage to the
tongue (AC 11, damage doesn’t deplete the bogwiggle’s
actual hit points). The bogwiggle can’t move more than 10
feet away from the target while attached. It can release its
tongue’s grip as a free action. Like a boggard, a bogwiggle
can’t pull targets toward it with its tongue.

Swamp Stride (Ex) A bogwiggle can move through any sort
of natural difficult terrain at its normal speed while within a
swamp. Magically altered terrain affects a bogwiggle normally.

Also known as toad-hounds, bogwiggles are the stunted,
degenerate spawn of boggard priest-kings—these are the
young who survived their meals of poisonous dragonflies,
but failed to develop properly. They appear to be dog-
sized tadpoles that have stopped halfway through the
transformation to full-fledged frogs. A single set of long
legs sprouts from a bogwiggle’s bulbous body, and a
frilled, whiplike tail protrudes from its back. Barely more
intelligent than ordinary dogs, bogwiggles spend the
majority of their short, violent lives serving as hunting
companions and guard animals for their capricious,
toadlike masters.
Bogwiggles can live up to 20 years, but because of swamp
predators and the cruelty of their masters, most die long
before reaching the age of 10. Bogwiggles always have
the same skin tone as the boggards with which they
live—typically gray, green, or black. Just as with
boggards, bogwiggles lose their coloring as they
age, and particularly old bogwiggles are often pale
gray or almost white. The average bogwiggle is just
under 3-1/2 feet long, not counting the tail—which
itselfis around 6 feet long. Most bogwiggles weigh roughly
65 pounds, but larger specimens have been reported by
adventurers and scholars.

Despite being mistreated by their boggard masters,
bogwiggles have a curiously strong affinity for them, and
are intensely loyal to their tribes. Some scholars theorize
that this fealty is a primitive version of a boggard’s natural
tribalism or religious inclinations, yet other observers
have suggested that bogwiggles believe themselves capable
of transformation into full boggards through unwavering
devotion to their boggard superiors.



ENCOUDTERS

Despite boggards’ generalized training, natural divergences

in ability mean adventurers traveling through marshes
and neighboring environments might encounter groups
of boggards with wildly different compositions.

EXILES (CR 7)

Those boggards the tribe doesn’t accept are devoured by
their betters or cast out. Frequently, exiles are those with
strange powers or markings whom their superstitious kin
stubbornly refused to allow in the village, but considered
too powerful to challenge directly.

XP 800

hp 32 (see page 11)
XP 1,600

hp 59 (see page 13)
XP 1,200

hp 41 (see page 13)
SCOuTS (CR 8)

Scouting parties use farcroakers to communicate as they
patrol tribal borders, traveling quickly and stealthily.

XP 800 each
hp 32 each (see page 11)

BOGGARD HUNTERS (2 CR5
XP 1,600 each

hp 53 each (see page 14)

HUNTING PARTY (CR 11)

Boggards crave meat—from beasts and
sapient creatures alike—and even when a
priest-king doesn’t dispatch formal hunting parties,
boggards form small bands to track down, slaughter, and
bring back flesh.

BOGGARD HUNTERS (2
XP 1,600 each
hp 53 each (see page 14)

BOGGARD STALKER
XP 6,400
hp 95 (see page 14)

\
XP 600 each

hp 22 each (Pathfinder RPG Bestiary 37)

ROYAL COURT (CR 13)

Apriest-king and his royal advisors make for formidable foes.
XP 4,800

hp 98 (see page 11)

XP 3,200 each
hp 72 each (see page 10)

XP 12,800

hp 120 (see page 15)

BOGGARD PROPHET CR5
XP 1,600
hp 59 (see page 13)




Twice on our first day in the valley, a javelin streaked from the brush and struck
one of our pack animals. Strange howls and great crashes plagued us, echoing
out of the woods. I told Heln that we should have stayed on the main road, and
, that he and his damned shortcuts could go to the devil. How I wish now that I'd
| had kinder words for him.
} The next night, he and Fletcher took the last watch. When we awoke, Heln

was gone. Fletcher had not heard a peep, and mistook a cloak thrown over a bush
for Heln’s silhouette. We found Heln's remains no more than a hundred yards
away, hanging from a tree like an overripe fruit, the skin of his face removed...
Our guards abandoned us this morning. From time to time, we hear their
screams. Whatever’s out there, it’s playing with us. And it’s breaking its toys.

—Final entry from a journal found in a bugbear lair, author unknown




ugbears are the terrors that make other humanoids

fear the night. They are cruel killers driven as strongly

by a need to cause fear, pain, and misery as they are
driven to seek food and shelter. A bugbear cares nothing
about other creatures, even members of’its own family, and
has no motivations beyond finding the best way to feed its
dark passions.

Bugbears and their albino snow-stalking cousins,
wikkawaks (Pathfinder RPG Bestiary 4 278), are the largest
of goblinoids, standing nearly 7 feet tall—or they would if
they were to stand up straight, but most bugbears prefer a
hunched posture. These hulking creatures weigh up to 400
pounds (or 450 pounds for wikkawaks). They have facial
features similar to those of goblins and hobgoblins, but on
squatter, broader faces. Their faces are bare, but the rest of’
their bodies are covered in rough, shaggy hair that is often
matted or sticking out at odd angles. Despite their bulging
muscles and prodigious mass, bugbears move with startling
grace and stealth. Simply watching a bugbear stalk its prey,
its bulky, top-heavy form gliding silently though spaces
that seem too small for it to pass through, is enough to
unnerve observers.

Bugbears are more likely than other goblinoids to live
solitary lives. Their dislike of being dragged down by the
weaknesses and needs of others makes them inherently
distrusting of even their own clans and immediate families.
This is especially true for wikkawaks, who band together
temporarily only to raid villages or to mate. Both types of
goblinoids are well suited to solo survival—their excellent
senses allow them to identify threats while still far enough
away to avoid those too great to overcome, and their natural
stealth helps them journey undetected to hidden places in
which to sleep or store a cache of supplies. Of course, lone
bugbears are more vulnerable to being hunted down when
sick or injured, and knowledge of this weakness keeps them
cautious. An injured bugbear on its own seeks prey weak
enough to pose little risk, even as it hopes the prey will be
strong enough to be tormented for weeks or months.

Once a lone bugbear begins to grow infirm from age, it
must either convince a group to take it in, or skulk in the
shadows, avoiding all risks and pining after past glories.
While bugbears are not generous creatures, a fair-sized
bugbear clan is often willing to take in an elder for two
reasons. First, the newcomer’s infirmity makes it less of
a threat to existing leaders of the clan. Second, an old
bugbear is considered a wily bugbear, likely to know the
secrets of silently stalking and killing. While bugbears
have little use for most other forms of knowledge, reliable
lessons and anecdotes on these subjects are valued as both
wisdom and entertainment.

The typical bugbear clan is little more than a family with
ahistory of not betraying each other overly much, and is thus
extremely fragile. Abugbear may decide it would rather prey

on members of its clan than on more distant victims, scarcity
often forces bugbear families to fight among themselves
for food and shelter, and one bugbear might simply attack
another for no reason at all. No laws or stabilizing traditions
prevent a single incident from becoming an all-out conflict.
Conflicts often tear the fragile clan apart unless anew leader
rises from the carnage and enforces a semblance of order.

The few stable bugbear societies tend to fall into two
broad categories: bugbear ghettos and cabals. In bugbear
ghettos, anumber of the creatures live under the rules (and
watchful eyes) of a more stable governance. In some cases,
this is a single powerful ruler such as a giant or dragon.
That ruler must be powerful or crafty enough to instill
sufficient fear into the bugbears to prevent them from
starting trouble within its holdings, which is seldom easy.
Such rulers employ bugbears as spies, torturers, and secret
police, taking advantage of their natural cruelty, alertness,
and surreptitiousness to keep other factions in line.

Bugbear ghettos also occasionally form in more organized
societies, especially among hobgoblins. In these cases, the
bugbears are treated as second-class citizens and forced to
serve as scouts and mercenary troops. While each bugbear
may be able to kill any given hobgoblin, organized hobgoblins
militias can often keep the fragmented and selfish bugbears
in line and crush any rebellions against hobgoblin rule.

Bugbears in such ordered societies are often more savage
and angry than their freer kin, raging against the limitations
that prevent them from creating panic and mayhem however
they desire. While some may flee to attempt solo lives, a
well-organized military or tyranny can impress upon small
groups of bugbears that it is better to serve and live than
to rebel and die.

The second form of bugbear society is the even rarer
cabal, where a small group of bugbears rules over a larger
population of other humanoids—often goblins, orcs, or
kobolds. A bugbear cabal can’t be considered a government
oreven a clanin the true senses of those words. It is instead
a gang of thugs who have successfully taken control of some
other group through pure bullying and extortion. While the
cabal has the final say in the community, it leaves the details
of governance to functionaries from the subject group.

While it might seem that being an agent of the cabal is
the best position within such a settlement, bugbears enjoy
terrorizing their most important agents as much as they
love creating fear and misery among their lower-ranked
subjects. A bugbear cabal rules through fear and random
displays of force, and its subjects quickly learn that the
best way to survive is to draw no attention at all. However,
since someone must see to the needs of the government, the
bugbears force senior members of the populace to do that
work, and torture them ifthey fail in their duties.

Full statistics for bugbears can be found on page 38 of
the Pathfinder RPG Bestiary.




NEW RULES

The following section details an archetype, new feats, a

spell, and a selection of magic items favored by bugbears
and wikkawaks.

BUGBEAR ARCHETYPE

Only the most vicious and bloodthirsty bugbears take on
the mantle of the antipaladin; those who do so usually
focus their vile power on causing as much fear as possible.

Fearmonger CAntipaladin)

The fearmonger wants to do more than cause pain, misery,
and confusion. He wishes to spread fear among his foes and
infect entire populations with it. The fearmonger archetype
is available only to the antipaladin alternate class.

Feed on Fear (Su): At 2nd level, the first time inaround a
creature fails a saving throw against a fear effect created by a
fearmonger’s spell, spell-like ability, or supernatural ability
(including any ability that causes a creature to be shaken,
frightened, or panicked), the fearmonger is healed of 1 point
of damage per 2 antipaladin levels. If the fearmonger is at
full hit points when this ability is activated, he instead gains
an equal number of temporary hit points. These temporary
hit points last for 1 minute. Temporary hit points gained
through multiple successful uses of this ability do not stack;
the duration increases instead.

The antipaladin can use this ability a number of times
per day equal to 1/2 his antipaladin level plus his Charisma
bonus. This ability replaces touch of corruption.

Frightening Cruelty (Su): The fearmonger must select
shaken as his 3rd-level cruelty, dazed as his 6th-level cruelty,
and frightened as his gth-level cruelty. At 12th level, the
fearmonger gains the panicked cruelty.

Panicked: The target is panicked for 1 round per 4 class levels
the antipaladin possesses. The antipaladin must have the
shaken and frightened cruelties before selecting this cruelty.

This class feature alters cruelty.

BUGBEAR FEATS

The following feats are common among bugbears.

Bushwhack (Combat)

You can subdue an unsuspecting foe quickly.

Prerequisites: Dex 13, Improved Grapple, Improved
Unarmed Strike.

Benefit: When a flat-footed creature is unaware of your
presence and you successfully grapple it, you can attempt a
second grapple combat maneuver check to pin the creature
as a free action. If you have the Chokehold feat (Pathfinder
RPG Ultimate Combat 92), you can instead use this second
combat maneuver check to initiate a chokehold.

Hurtful (Combat)

You know how to add injury to insult.

Prerequisites: Str 13, Power Attack.

Benefit: When you successfully demoralize an opponent
within your melee reach with an Intimidate check, you can
make a single melee attack against that creature as a swift
action. If your attack fails to damage the target, its shaken
condition from being demoralized immediately ends.

Pile On (Combat)

You can keep a foe shuddering in fear.

Prerequisites: Str 13, Hurtful, Power Attack.

Benefit: Once per round when you damage a creature that
is shaken, frightened, or panicked, you can choose to deal
half'your normal damage in order to extend the duration
of'its fear condition by 1 round.

Shocking Bellow (Combat)

You can demoralize a foe with a sudden ferocious scream.
Prerequisite: Intimidating Prowess.
Benefit: Ifyou act in the surprise round of a combat, as a free
action you can attempt a single Intimidate check to demoralize
a creature within 30 feet that can clearly see or hear you.

Staggering Blow (Combat)
You know just where to strike to temporarily stagger a foe.

Prerequisites: Str 13, Power Attack, Vital Strike, base attack
bonus +8.

Benefit: When you attack a foe using Vital Strike, you can
choose to take a—2 penalty on your attack roll to also make the
attack a staggering strike. You must make this choice before
making the attack roll. If your attack roll is successful, your
target must succeed at a Fortitude saving throw (DC=10+1/2
your character level + your Strength modifier) or be staggered
until the start of your next turn. Once a creature that failed
its save recovers from the effects of your staggering blow, it
is immune to the effects of this feat for 24 hours. Constructs,
oozes, plants, undead, incorporeal creatures, and creatures
that are immune to critical hits are immune to this effect.

Strangler
You can choke foes with a lasso.

Prerequisites: Exotic Weapon Proficiency (lasso), Weapon
Focus (lasso).

Benefit: When you successfully entangle a creature with
alasso (Pathfinder RPG Advanced Player’s Guide 178) and beat
the target’s CMD by 5 or more, the target cannot speak above
awhisper and must succeed at a concentration check (DC =
20 +your CMB + the spell level) to cast a spell with a verbal
component, use a command word item, or use any magic
requiring speech. Additionally, the DC of an Escape Artist
check to slip free of'a lasso you are using equals 15 or your
CMD, whichever is higher.



Visceral Threat (Combat)
Your ability to threaten foes is great enough to make
them hesitate.

Prerequisite: Intimidating Prowess.

Benefit: You may use Intimidate, rather than Bluff, to
attempt a feint against a creature within your melee reach.

BUGBEAR SPELL

Bugbears spellcasters separate their prey from support.

ISOLATE

School illusion (glamer); Level antipaladin 3, bard 3, inquisitor 3,
sorcerer/wizard 3, witch 3

Casting Time 1 standard action

Components V, S

Range touch

Target creature touched

Duration 1 round/level (D)

saving Throw Will partial; Spell Resistance yes

You cause the target to become invisible and silent,

but only to his allies. Any creature with an attitude of

indifferent or worse toward the target, and any creature that

wishes the target harm, can see the target normally. The target

can see and hear himself, can cast spells with verbal components,

and can use command words normally, but any effect that requires

allies to see or hear the target does not function. An ally that can

see invisible creatures can both see and hear the target of isolate.
If the target succeeds at its save, the duration of the spell is

reduced to 1 round.

BUGBEAR MAGIC ITEMS

Although any creature can use the following wondrous
magic items, they are particularly popular among bugbears.

ELIXIR OF OPPRESSION 6"0'5'%
SLOT none CL 3rd WEIGHT —

AURA faint transmutation
This elixir is normally made from the juice of tomb herald
brambles, though other formulae have also been discovered. It
allows creatures with the scent ability to smell fear, and instills a
bloodlust in the imbiber when it’s facing a fearful creature. The
imbiber gains a +4 competence bonus on Perception checks made
with the scent ability, and a successful DC 15 Perception check
allows the imbiber to determine by scent whether a creature is
shaken, frightened, or panicked. Once a creature’s condition has
been identified, the imbiber gains a +2 morale bonus on attack
rolls and opposed skill checks against that opponent.

These effects last for 1d4+1 hours. If a creature drinks a second
elixir of oppression within 24 hours of the first, it is sickened for
24 hours and does not gain the benefits of the second dose.
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HORROR DUST A
SLOT none CL 3rd WEIGHT —

AURA faint necromancy

Horror dust is the compressed stuff of nightmares. It is
contained in a glass vial that can be thrown as a splash
weapon with a range increment of 10 feet. It shatters on
impact, creating a cloud of hallucinogenic magic in a 20-foot
radius that causes victims to suffer terrible visions and hear
phantom screams. Targets in this area must succeed at a DC 13
Will save or be shaken for 1d6 rounds. If a creature is directly
struck with the horror dust and fails its save, it is also confused
for 1 round. Goblinoids actually enjoy the visions created by
horror dust, and are immune to its fear effect.

CONSTRUCTION REQUIREMENTS | COST 300 GP

Craft Wondrous Item, cause fear

CONSTRUCTION REQUIREMENTS | COST 300 GP

Craft Wondrous Item, scare
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BUGBEAR CANNIBALS

Some bugbears have an appetite for the flesh of sapient
creatures, though they prefer consuming others over eating
their own kind. They often keep groups of captives for
weeks, killing and consuming them one at a time.

BUGBEAR GNASHER CR 4

XP 1,200

Bugbear barbarian 2

CE Medium humanoid (goblinoid)

Init +4; Senses darkvision 60 ft., scent; Perception +9

DEFENSE

AC 21, touch 12, flat-footed 17 (+6 armor, +4 Dex, +3 natural
-2 rage)

hp 53 (5 HD; 3d8+2d12+22)

Fort +9, Ref +8, Will +3

Defensive Abilities uncanny dodge

OFFENSE

Speed 30 ft.

Melee mwk falchion +11 (2d4+9/18-20), bite +5 (1d4+3)

’

Ranged javelin +8 (1d6+6)

Special Attacks rage (8 rounds/day), rage powers (animal fury)

TACTICS

Before Combat The bugbear attempts to sneak up on its victim
before flying into a rage.

Base Statistics When not raging, the gnasher’s statistics are
AC 22, touch 13, flat-footed 19; hp 41; Fort +7, Will +1;
Melee mwk falchion +10 (2d4+9/18-20); Str 18, Con 14;
CMB +8; Skills Intimidate +15.

STATISTICS

Str 22, Dex 19, Con 18, Int 10, Wis 9, Cha 10

Base Atk +4; CMB +10; CMD 22

Feats Hurtful”, Intimidating Prowess, Power Attack, Skill Focus
(Perception)

Skills Intimidate +17, Perception +9, Stealth +11, Survival +4

Languages Common, Goblin

$Q fast movement, stalker

Combat Gear elixir of oppression®; Other Gear breastplate,
javelins (6), mwk falchion, cloak of resistance +1, 219 gp

BUGBEAR FLESH GLUTTON CR 8
XP 4,800
Giant bugbear barbarian 5 (Pathfinder RPG Bestiary 295)
CE Large humanoid (goblinoid)
Init +3; Senses darkvision 60 ft., scent; Perception +14
DEFENSE
AC 23, touch 10, flat-footed 19 (+7 armor, +3 Dex, +6 natural,
-2 rage, -1 size)
hp 99 (8 HD; 3d8+5d12+48)
Fort +12, Ref +8, Will +5
Defensive Abilities improved uncanny dodge, trap sense +1
OFFENSE
Speed 30 ft.
Melee +17 falchion +15/+10 (2d6+13/18-20)
Ranged mwk javelin +10 (1d8+8)
Space 10 ft.; Reach 10 ft.
Special Attacks rage (16 rounds/day), rage powers (animal
fury, powerful blow)
TACTICS
Before Combat The bugbear rages and charges.
Base Statistics When not raging, the barbarian’s
statistics are AC 24, touch 12, flat-footed 21;
hp 83; Fort +10, Will +3; Melee +7 falchion +13/+8
(2d6+10/18-20) Ranged mwk javelin +10 (1d8+6); Str 22,
Con 18; CMB +14; Skills Intimidate +21.
STATISTICS
Str 26, Dex 17, Con 22, Int 10, Wis 10, Cha 10
Base Atk +7; CMB +16; CMD 27
Feats Hurtful®, Intimidating Prowess, Pile On®, Power Attack
Skills Intimidate +23, Perception +14, Stealth +10, Survival +10
$Q fast movement, stalker
Gear +71 breastplate, +1 falchion, mwk javelins (2), cloak of
fangs“, 373 gp




BUGBEAR HUNTERS

Stalking though the wilderness, bugbear hunters are
always on the lookout for potential food and victims to
practice their cruelties on. As a rule, they are territorial
and patient, and thrill in the opportunity to prey on
travelers far from the support of civilization.

BUGBEAR STALKER CR5

XP 1,600

Bugbear ranger 3

CE Medium humanoid (goblinoid)

Init +3; Senses darkvision 60 ft., scent; Perception +11

DEFENSE

AC 20, touch 13, flat-footed 17 (+4 armor, +3 Dex, +3 natural)

hp 41 (6 HD; 3d8+3d10+12)

Fort +6, Ref +9, Will +4

OFFENSE

Speed 30 ft.

Melee mwk scimitar +9 (1d6+3/18-20)

Ranged +7 composite longbow +10 (1d8+4/x3)

Special Attacks favored enemy (humans +2)

TACTICS

Before Combat The bugbear tracks his foe and picks off
spellcasters and humans from a distance.

During Combat The bugbear wades into
the fray with its bow, taking advantage of
Deadly Aim and Point-Blank Shot for as long
as he can before switching to his scimitar.

STATISTICS

Str 16, Dex 17, Con 15, Int 12, Wis 14, Cha 6

Base Atk +5; CMB +8; CMD 21

Feats Deadly Aim, Endurance, Far Shot, Point-Blank Shot,
Weapon Focus (longbow)

Skills Intimidate +11, Perception +11, Stealth +13, Survival +11

Languages Common, Goblin, Sylvan

$Q favored terrain (forest +2), stalker, track +1, wild empathy +1

Combat Gear potions of cure light wounds (4); Other Gear
chain shirt, +1 composite longbow (+3 Str) with 20 arrows,
mwk scimitar, 284 gp

BUGBEAR AMBUSHER CR 10
XP 9,600

Bugbear ranger (trapper) 8 (Pathfinder RPG Ultimate Magic 65)
CE Medium humanoid (goblinoid)
Init +6; Senses darkvision 60 ft., scent; Perception +11
DEFENSE
AC 25, touch 14, flat-footed 22 (+5 armor,
+1 deflection, +2 Dex, +1 dodge, +5 natural,
+1 shield)
hp 90 (11 HD; 3d8+8d10+33)
Fort +11, Ref +12, Will +7
OFFENSE
Speed 30 ft.
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Melee +17 longsword +14/+9 (1d8+6/19-20), +1 short sword +14
(1d6+3,/19-20)

Ranged mwk dagger +11 (1d4+5/19-20)

Special Attacks favored enemy (elves +4, gnomes +2), traps
(7/day; DC 17; pit trap, snare trap, tar trap)

TACTICS

Before Combat An ambusher sets traps along a trail or at a
watering hole, and then jumps anyone who gets ensnared.

During Combat An ambusher focuses on targets that have not
been incapacitated by his traps first. Once they are taken
care of, he has time to slowly torment the remaining victims.

STATISTICS

Str 20, Dex 14, Con 16, Int 10, Wis 16, Cha 6

Base Atk +10; CMB +15; CMD 27

Feats Dodge, Double Slice, Endurance, Improved Initiative,
Improved Natural Armor, Quick Draw, Two-Weapon Defense,
Two-Weapon Fighting, Two-Weapon Rend

Skills Climb +11, Disable Device +18, Intimidate +15,
Perception +11, Stealth +18, Survival +11

Languages Common, Goblin

$Q favored terrain (swamp +4, underground +2), hunter’s bond
(companions), stalker, swift tracker, track +4, wild empathy +6,
woodland stride

Combat Gear potions of cure light wounds (2), potions of cure
moderate wounds (2), potion of invisibility; Other Gear
+1 chain shirt, +1 longsword, +1 short sword, mwk daggers (2),

amulet of natural armor +1, cloak of
N\ resistance +1, ring of protection +1, 271 gp




BUGBEAR CULTIST

Bugbear cults are often small and short-lived, driven by
strident cultists who hail themselves as prophets. The
cultists consider themselves specially blessed with the
power (and authority) to terrorize the world, and use
their spells and curses as evidence of their special status.
Most bugbear prophets rule over a small group of lesser
creatures, often gullible goblins or kobolds, though
sometimes they have a more unusual flock, such as dire

apes, ettercaps, or howlers.

BUGBEAR CULTIST CR7
XP 3,200

Bugbear oracle 6 (Pathfinder RPG Advanced Player’s Guide 42)
CE Medium humanoid (goblinoid)

Init +3; Senses darkvision 60 ft., scent; Perception +14

hp 64 (9d8+24)
Fort +6, Ref +9, Will +6

OFFENSE

Speed 30 ft.
Melee +1 morningstar +10/+5 (1d8+4)
Oracle Spells Known (CL 6th; concentration +8)
3rd (3/day)—bestow curse (DC 16), inflict serious wounds
(DC 15), magic vestment
2nd (6/day)—fog cloud, inflict moderate wounds (DC 14),
resist energy, summon monster Il
1st (7/day)—cure light wounds, enlarge person, inflict light
wounds (DC 13), protection from good, ray of sickening"™
(DC 14), shield of faith (DC 13)
0 (at will)—bleed (DC 13), create water, detect magic, detect
poison, guidance, spark*’, virtue
Mystery battle

DEFENSE

TACTIC

AC 22, touch 14, flat-footed 18 (+5 armor, +3 Dex, +1 dodge,
+3 natural)

Before Combat The bugbear casts magic vestment on her
chain shirt.

During Combat The bugbear casts shield of faith on herself

and enlarge person on either herself or a tough ally. She

then uses bestow curse and ray of sickening to harry her

enemies and cause them misery.

Base Statistics Without magic
vestment, the bugbear’s statistics
are AC 20, touch 14, flat-

footed 16.

STATISTICS

Str 16, Dex 16, Con 15, Int 12,

Wis 8, Cha 14

Base Atk +6; CMB +9; CMD 21

Feats Blind-Fight, Combat Casting, Dodge, Skill Focus

(Perception), Spell Focus (necromancy)

Skills Intimidate +18, Knowledge (religion) +7, Perception +14,
Spellcraft +7, Stealth +18, Survival +5

Languages Common, Giant, Goblin, Infernal

$Q oracle’s curse (tongues), revelations (battlefield clarity 1/day,
surprising charge 1/day), stalker

Combat Gear wand of cure moderate wounds (25 charges);
Other Gear mwk chain shirt, mwk morningstar, cloak of
resistance +1, spell component pouch, 186 gp

Bugbears worship in divergent, sometimes contradictory
ways, and no one would call their religion “organized.”
Most of them simply utter occasional thanks to any demon
lords whose names they happen to know. A cultist who
comes along with a slightly formalized religious spiel and
the ability to cast potent spells can sometimes convince
other bugbears to follow him into a religious fervor.
Cultists revere gods of battle, particularly demon lords.
Their rituals vary wildly, and often involve violent blood
sacrifices. A small number of especially conceited cultists
consider themselves true prophets or living gods.



BUGBEAR SNEAKS

Many bugbear sneaks serve as scouts and assassins for
hobgoblin armies. They sometimes become enamored of
the act of killing itself, and use their natural affinity for
moving quietly to become unseen murderers in cities.

BUGBEAR LURKER CR 8

XP 4,800

Bugbear rogue 7

CE Medium humanoid (goblinoid)

Init +8; Senses darkvision 60 ft., scent; Perception +13

DEFENSE

AC 20; touch 15; flat-footed 18 (+4 armor, +4 Dex, +1 deflection,
+2 natural)

hp 81 (10d8+37)

Fort +6, Ref +12, Will +3

Defensive Abilities evasion, trap sense +2, uncanny dodge

OFFENSE

Speed 30 ft.

Melee +7 short sword +12/+7 (1d6+3/19-20)

Ranged javelin +12 (1d6+2)

Special Attacks sneak attack +4dé

TACTICS

Before Combat Using fast stealth to approach quickly, the
bugbear lurker positions herself to land a surprise attack.

STATISTICS

Str 14, Dex 18, Con 16, Int 13, Wis 10, Cha 10

Base Atk +7; CMB +9; CMD 23

Feats Combat Expertise, Improved Feint, Improved
Initiative, Skill Focus (Stealth), Weapon Finesse

Skills Acrobatics +16, Bluff +13, Climb +14, Disable Device +16,
Intimidate +17, Perception +13, Stealth +31

Languages Common, Goblin, Orc

$Q rogue talents (bleeding attack +4, fast stealth, surprise
attack), stalker, trapfinding +3

Combat Gear alchemist’s fire (4); Other Gear mwk chain
shirt, +1 short sword, javelins (4), cloak of elvenkind, ring
of protection +1, 656 gp

BUGBEAR SHADOW SNEAK CR 10

XP 9,600

Bugbear ninja 5/shadowdancer 4 (Pathfinder RPG Ultimate
Combat 13)

CE Medium humanoid (goblinoid)

Init +4; Senses darkvision 90 ft., scent; Perception +15

DEFENSE

AC 25, touch 16, flat-footed 20 (+4 armor, +1 deflection, +4 Dex,
+1 dodge, +5 natural)

hp 82 (12d8+29)

Fort +6, Ref +14, Will +4

Defensive Abilities evasion, improved uncanny dodge

OFFENSE

Speed 30 ft.
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Melee +7 short sword +15/+10 (1d6+6/17-20) or
mwk dagger +13/+8 (1d4+5/19-20)
Ranged mwk dagger +12 (1d4+5/19-20)
Special Attacks sneak attack +3d6
Shadowdancer Spell-Like Abilities (CL 4th; concentration +5)
2/day—shadow illusion (DC 11)
1/day—shadow call (DC 15)

TACTICS

Before Combat The shadow sneak uses hide in plain sight to
ambush foes.

STATISTICS

Str 20, Dex 18, Con 14, Int 8, Wis 10, Cha 12

Base Atk +8; CMB +13; CMD 29

Feats Combat Reflexes, Dodge, Extra Ki, Improved Critical (short
sword), Mobility, Weapon Focus (short sword)

Skills Acrobatics +19, Climb +20, Intimidate +5, Perception +15,
Perform (dance) +6, Stealth +23, Survival +11

Languages Common, Goblin

$Q hide in plain sight, ki pool (5), ninja tricks (fast stealth, stand
up), no trace +1, poison use, rogue talent (slow reactions),
shadow jump (40 ft./day), stalker, summon shadow

Gear +2 leather armor, +1 short sword, mwk daggers (3),

amulet of natural armor +1, cloak of resistance +1,
ring of protection +1, 374 gp




BUGBEAR BLOODMAGE

The few bugbears who manifest a glimmer of arcane
magical ability rarely pursue their gift. Such things get
in the way of what is important: stalking, terrifying, and
murdering prey. But those who pursue their gifts—and
live to reach their full potential—become horrifying
vessels of bloody doom.

BUGBEAR BLOODMAGE CR 11
XP 12,800

Bugbear sorcerer 10

CE Medium humanoid (goblinoid)

Init +6; Senses darkvision 60 ft., scent; Perception +0
DEFENSE

AC 18, touch 13, flat-footed 15 (+2 Dex, +1 dodge, +5 natural)
hp 97 (13 HD; 3d8+10d6+49)

Fort +8, Ref +11, Will +9

Resist fire 20
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OFFENSE
Speed 30 ft.
Melee +7 quarterstaff +12/+7 (1d6+7)
Ranged mwk shortbow +10 (1d6/x3)
Bloodline Spell-Like Abilities (CL 10th; concentration +12)
6/day—elemental ray (1d6+5 fire)
1/day—elemental blast (10d6 fire, DC 18)
Sorcerer Spells Known (CL 10th; concentration +13)
5th (3/day)—fire snake*™ (DC 18)
4th (5/day)—black tentacles, elemental body I, fire shield
3rd (6/day)—fireball (DC 16), howling agony™ (DC 16),
protection from energy, rage, stinking cloud (DC 16)

2nd (7/day)—alter self, invisibility, levitate, scorching ray,
see invisibility, touch of idiocy

1st (7/day)—burning hands (DC 14), color spray (DC 14),
enlarge person (DC 14), magic missile, ray of enfeeblement
(DC 14), shield

0 (at will)—acid splash, daze (DC 13), detect magic, detect
poison, ghost sound (DC 13), mage hand, read magic,
resistance, touch of fatigue (DC 13)

Bloodline elemental (fire)

TACTICS

Before Combat The bloodmage casts invisibility and positions
herself where she can hurl spells with impunity.

During Combat At the start of the battle, the bloodmage casts
fire snake and fireball on her foes. She reserves spells such
as fire shield and shield to protect herself when she becomes
the target of attacks.

STATISTICS

Str 18, Dex 15, Con 16, Int 8, Wis 10, Cha 17

Base Atk +7; CMB +11; CMD 24

Feats Combat Casting, Dodge, Empower Spell, Enlarge Spell,
Eschew Materials, Improved Initiative, Lightning Reflexes,
Point-Blank Shot, Precise Shot

Skills Intimidate +6, Spellcraft +12, Stealth +9

Languages Common, Goblin

$Q bloodline arcana (change energy damage spells to fire), stalker

Combat Gear potion of cure moderate wounds, Other Gear

+1 quarterstaff, mwk dagger, mwk shortbow with 20 arrows,

amulet of natural armor +2, cloak of resistance +1, headband

of alluring charisma +2, 117 gp

Arcane spellcasters among bugbears are typically
sorcerers—few bugbears have enough interest or
patience to follow arcane paths such as wizardry
that require study or control. Bugbears call those
with natural magical talent bloodmages, and
treat their spellcasting ability the same as any
skill—if it’s useful for hurting, it’s worth knowing. A
typical bloodmage is interested in only spells that cause
destruction and pain, plus a few supplemental spells to
help her defend herself. Almost no bloodmages learn to
create magic items.



BUGBEAR TYRANT

The bugbear tyrant is a mad agent of fear and murder.
Once a solo marauder, he has gained such great power
that cults have begun to grow around him as the chosen
agent of a demon lord, and a crude bugbear nation is
assembling to serve the tyrant. This is all beneath the
tyrant’s notice. He does not care who serves him, or
what hopes or plans they make for themselves. His only
mission is to spread terror and mayhem.

XP 25,600

Male bugbear antipaladin (fearmonger) 12 (Pathfinder RPG
Advanced Player’s Guide 118, see page 20)

CE Medium humanoid (goblinoid)

Init +1; Senses darkvision 60 ft., scent; Perception +11

Aura cowardice (10 ft.), despair (10 ft.), vengeance (10 ft.)

DEFENSE

AC 27, touch 12, flat-footed 26 (+11 armor, +1 deflection, +1 Dex,
+4 natural)

hp 136 (15 HD; 3d8+12d10+57)

Fort +15, Ref +11, Will +11

Immune disease

OFFENSE

Speed 30 ft.

Melee +2 falchion +22/+17/+12 (2d4+9/18-20)

Ranged mwk javelin +16 (1d6+5)
Special Attacks channel negative energy (DC 18, 6d6),
smite good 4/day (+2 attack and AC, +12 damage)
Antipaladin Spell-Like Abilities (CL 12th; concentration +14)
At will—detect good

Antipaladin Spells Prepared (CL 9th; concentration +11)
3rd—isolate” (DC 15)
2nd—corruption resistance*™, litany of warding", scare (DC 14)

1st—disguise self, litany of sloth', litany of weakness'¢
TACTICS
Before Combat The bugbear tyrant uses disguise self to get

close to unsuspecting enemies.

During Combat Using the fear effects at his disposal, the
bugbear tyrant increases his damage with Cruel Opportunist
and Hurtful, while regaining hit points using his feed on fear
ability. The tyrant cares little about the lives of those he fights
alongside; if he must retreat, he allows his allies to die.

STATISTICS

Str 20, Dex 12, Con 16, Int 12, Wis 8, Cha 15

Base Atk +14; CMB +19; CMD 30

Feats Cruel Opportunist®, Dazzling Display, Hurtful”,
Intimidating Prowess, Pile On®, Power Attack, Visceral
Threat®, Weapon Focus (falchion)

Skills Intimidate +26, Perception +11, Stealth +15

Languages Abyssal, Common, Goblin

$Q cruelties (dazed, frightened, panicked®), feed on fear® (6
hp), fiendish boon (weapon +3, 2/day), stalker

- )\
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Combat Gear elixir of oppression*, potion of cure moderate
wounds; Other Gear +2 full plate, +2 falchion, mwk javelins (2),
amulet of natural armor +1, boots of striding and springing,
cloak of resistance +1, ring of protection +1, 973 gp

Though he draws other bugbears to follow him by his
charismatic presence, a bugbear tyrant truly makes his
legend by defeating and torturing other creatures. Bugbears
care far less about gaining territory or forcing surrender
than they do about inflicting pain and collecting heads.
They're quick to recognize and appreciate the cruelty in an
antipaladin’s heart, and the supernatural ability to inflict
pain on others that he brings to bear.

The tyrant doesn’t reserve his violence for enemies of
the bugbear race. It doesn’t take much for him to turn
on his underlings and slice them up for fun, especially if

he’s growing bored.




Skills Fly +11, Intimidate +13, Knowledge (history) +10,
FBIGHTF(IL HﬂunTEﬁ Knowledge (local) +13, Perception +17, Stealth +14, Survival +11
Languages Common, Goblin
The mist forms a roughly humanoid shape. Its features are ECOLOGY
indistinct, except for its clawed hands and hairy, fanged face. Environment any
Organization solitary, pair, or gang (3-6)
Treasure none

FRIGHTFUL HAUNTER

XP 4,800 = SPECIAL ABILITIES
CE Medium undead (incorporeal) Aura of Cowardice (Su) A frightful haunter radiates a palpably
| Init +7; Senses darkvision 60 ft.; Perception +17 daunting aura that causes all enemies within 30 feet to take
' Aura cowardice (30 ft.) a -4 penalty on saving throws against fear effects. Creatures
t DEFENSE that are normally immune to fear lose that immunity while
: AC 16, touch 15, flat-footed 12 (+3 deflection, +3 Dex) within 10 feet of a frightful haunter with this ability.
‘. hp 60 (8d8+24); fast healing 0 (see special abilities) Create Haunt (Su) A frightful haunter has so much rage and
Fort +5, Ref +5, Will +9 desire to create fear that it can actually create a haunt
Immune haunts (Pathfinder RPG GameMastery Guide 242) once per hour.
Defensive Abilities channel resistance +3, incorporeal Each haunt has a (R no greater than the frightful haunter’s
» OFFENSE (R -2, and often takes a form either tied to the location the
4:' speed fly 40 ft. (perfect) frightful haunter selects for it or inspired by the victims the
! Melee terrifying touch +9 (3d8 plus Will DC 17 or shaken) frightful haunter hopes to frighten.
Special Attacks create haunt, terrifying touch (DC 17) Unlike a typical haunt, those created by a frightful haunter
STATISTICS are destroyed when neutralized, and fade away after a number
Str —, Dex 17, Con —, Int 15, Wis 17, Cha 16 of days equal to the creator’s Hit Dice. A frightful haunter cannot
Base Atk +6; CMB +6; CMD 21 have more than 1 haunt active per HD; if any haunt is created

Feats Blind-Fight, Skill Focus (Perception) that exceeds that limit, the oldest active haunt is neutralized.
Fear Eater (Su) A frightful haunter has an amount of fast
healing equal to the number of creatures within 30 feet
currently suffering from a fear effect.
Made of Fear (Su) A frightful haunter is immune to the
effects of a haunt, even those it does not create.
Terrifying Touch (Su) A creature struck by a frightful
haunter’s touch attack takes 3d8 points of damage
and must succeed at a DC 17 Will saving throw or
be shaken for 1 minute. A creature that succeeds
at the save can’t be made shaken by the terrifying
touch for 24 hours, but can still take damage
from it. Successfully using terrifying touch
multiple times extends only the duration
of its effect; it does not create a stronger
fear condition. This is a mind-affecting fear
effect. The DCis Charisma-based.

Occasionally, the desire to cause fear and
misery survives even when a bugbear dies.
Such a creature can detach part of its vile
nature to create frightening spiritual traps in the form of
haunts. Whenever possible, a frightful haunter learns about
a group before building haunts to terrify it, and customizes
the haunts’ effects based onits victims’ fears and weaknesses.
If a frightful haunter is forced to confront a group directly,
it attempts to create a stronghold of damaging haunts,
attacking only when the group neutralizes one of the
haunts, and then fleeing to another prepared location.




ENCOUDTERS

While bugbears are sometimes encountered alone, they

often band together to raid, scout, murder, or terrorize.

BUGBEAR RAIDING PARTY (CR 6)

This raiding party is out to find victims who've fallen
behind caravans or strayed too far from villages or farms.

XP 1,200

hp 53 (see page 22)

XP 600 each

hp 16 each (Pathfinder RPG Bestiary 38)

BUGBEAR SCOUTS (CR 9)

Either working for hobgoblins or some other master,
these scouts are silent and lethal, working in concert to
eliminate their master’s foes.

BUGBEAR FLESH GLUTTON CR 8
XP 4,800

hp 99 (see page 2)

BUGBEAR STALKERS (2 CR5

XP 1,600 each
hp 41 each (see page 23)

BUGBEAR MURDER GANG (CR 11)

Often the best way to spread fear and misery is to kill a
beloved member of a community. This group of bugbears
wishes to demoralize a town prior to a larger invasion,
and is sneaking in to kill a respected council member.

BUGBEAR CULTIST CR7
XP 3,200

hp 64 (see page 24)

BUGBEAR LURKERS (2 CR 8

XP 4,800 each
hp 81 each (see page 25)

INNER CIRCLE (CR 15)

Clustered around the terrifying power of the bugbear
tyrant, this group might represent the brutal core of a
bugbear clan or another monstrous infestation. While these
individuals likely squabble among themselves, and prefer
to let their underlings do all the work, when faced with an
opponent that actually threatens their rule, they operate as
a team to viciously put down the interloper.

BUGBEAR AMBUSHER CR 10
XP 9,600

hp 90 (see page 23)
XP 12,800

hp 97 (see page 26)

BUGBEAR CULTIST CR7
XP 3,200

hp 64 (see page 24)

XP 25,600

hp 136 (see page 27)




The brief battle ended, but the last screams and gurgles of the dying still echoed
across the massive cavern.

“So this is what passes for a leader among you filthy little creatures,” Matron
| Vendalin said, her claws drawing blood as they dug into the throat of the svirfneblin
i commander. “You're hardly even big enough to be much use as a slave. To give
you as a gift to one of my rivals would be too great an insult, even for my tastes.”
| She tossed the commander’s broken form onto the piled-up corpses of his

regiment. “You must pay for making war against me. But I'm not the only one
you wronged. It would hardly be fair to keep you all to myself.

“Hand me your blade, Ekesree. I think I'll send a piece of this one to every

matron these vermin insulted.”

—From the journal of Lieutenant Ekesree Orvinzae




ark elves number among the cruelest, most sadistic

creatures to live above or below the surface of the

world. While no intelligent race is uniformly evil or
uniformly good, drow society codifies brutality, rewards
viciousness, and roots out those who don’t conform to the
race’s elevation of malice and chaos. These dogmas permeate
all aspects of drow life—an existence punctuated by betrayal,
assassination, calculated scheming, and baseless acts of
destruction. Most cultures holding to such beliefs would
quickly be consumed by the chaos they embrace, but dark
elves have forged an enduring society in which civilityand a
caste-based hierarchy balance the ever-present machinations
and acts of treachery.

Dark elves resemble their surface kin in form: lithe and
graceful, with angular features and distinctly pointed ears.
However, centuries of divergence have made the two races
inverted reflections of one another. A dark elf’s skin is
either a cold blue-black, lusterless like a starless night or
with a sheen akin to volcanic glass, or a deep purple, like the
diluted violet of'a dawn sky. Drow eyes are milky white with
no pupils, adapted to an existence with little or no light. A
dark elf’s hair is typically white and fine.

Most surface elves think of the drow as a different race—
one that represents all that “true” elves shun and have cast
away. The hard truth is that the dark elves originated when
a corruption transformed surface elves. The drow are proof
of the lurking possibility of evil in any creature.

The true origin of the drow is shrouded in the darkness
of'the caverns beneath the surface of the world. After a great
cataclysm drove the surface elves from their homes, many
took shelter in tunnels beneath the earth. Orcs, duergar,
and even fouler creatures battled them for survival in
this lightless world, and time and again the elves found
themselves outmatched by creatures better suited to the
environment. Defeat and desperation forced them to flee
deeper and deeper.

Eventually, their flight into the depths of the world brought
the elves close to a mysterious source of unbridled chaos and
malevolence. This influence warped their bodies and minds,
granting them great power at the cost of their morality and
souls. Just as they had fled their ancestral lands above, so
now had they fled from what made them elves in the first
place. Rather than resist this influence, the elves embraced
it. The lost tribe became the first of the world’s drow.

In the centuries to follow, the dark elves grew more at
home in the dark. They developed supernatural powers,
perfected the use of poisons, gained the ability to see in the
dark, and became able to resist magical attacks. In time, they
embarked upon a campaign to conquer the lands beneath
the world, deeming themselves superior to all other forms
of mortal life. They sought aid and further power to achieve
their aims more quickly. Their priests turned to the Abyss,
pledging themselves and their families to numerous demon

lords—and the demons were eager to accept the drow’s fealty.
Favor with a demon lord became a key element to securing
power within drow society.

In the ensuing millennia, the drow became the
undisputed masters of their lightless realm. As they spread,
they created vast underground cities ruled by fickle noble
houses. Eventually, however, demonic influence and the
drow’s ingrained cruelty turned their focus and resolve
into endless treachery. The Lords of the Abyss delight in
the fractious mayhem of their vassals, regardless of whether
they are slaughtering other races or each other. While such
a society comprising lesser beings might have quickly
collapsed, the drow’s civilization endured, in part because
of mercilessly enforced laws and etiquette that rein in their
pitiless aspirations and most audacious betrayals.

As a result of the Abyssal compact that twisted dark elf
society into what it is today, roughly one drow child in 20
is born with magical powers that far exceed those of her
peers. These “noble drow” usually climb to the highest
peaks of dark elf society. For reasons that remain unclear,
drow nobles are almost exclusively female. This skewing of
power helped shape the strong and brutal matriarchy now
ingrained in drow culture.

The upper echelon of any drow settlement, underground
village, or grand metropolis is uniformly female. In larger
cities, drow matrons head great houses that serve as both
centers for their families and power nexuses. These matrons
are often clerics or wizards, as are their cadres of advisors.
Regiments of trained drow warriors serve each house and
its matron. The drow toiling in the direct shadow of a great
house affirm their loyalty by reporting the schemes and
ambitions of other servants, in an attempt to curry favor and
gain the privilege of serving greater members of the house.
Outside the noble houses, drow act as merchants, traders,
and information brokers. Life for non-nobles is a delicate
balancing act of maintaining lucrative relationships with
influential houses while avoiding becoming entangled in
others’ feuds.

Slaves constitute the lowest level of drow society. Drow
covet these captives of other subterranean races, and collect
them as spoils of battle. The drow put slaves to work mining
ore, constructing elaborate subterranean structures, and
toiling in the great fungus beds that feed the dark elves.
Most lead short, terrible lives as the drow work them to death.
Slaves with specialized training like spellcasters, linguists,
or sages sometimes serve in non-noble drow households,
where they perform roles that drow servants fill in the greater
houses. While this existence is better than that of menial
laborers, the drow’s relentless pursuit of social status ensures
that any house that uses “common” races as servants will one
day rid themselves of these markers of lower-class living.

Full statistics for drow can be found on page 114 of the
Pathfinder RPG Bestiary.




NEW RULES

Centuries of research, demonic influence, and exposure to

bizarre materials have inspired many drow innovations.

DROW ALCHEMIST DISCOVERIES

The following discoveries are available to drow alchemists.
These discoveries modify bombs and are marked with a
dagger () to indicate they do not stack. Only one such discovery
can be applied to an individual bomb.

Blackstar Bomb' (Su): This bomb crushes the target like a
void bomb, then repels nearby creatures with a burst of gravity.
The target takes damage as if hit by a void bomb. All other
creatures within 5 feet of the target are subject to a bull rush.
The alchemist uses his alchemist class level in
place of his Combat Maneuver Bonus, and adds
his Intelligence modifier in place of his Strength
or Dexterity modifier to resolve the bull rush attempts.
Creatures moved by a blackstar bomb are pushed directly
away from the target’s square. An alchemist must have the
void bomb discovery to create blackstar bombs.

Void BombT (Su): By combining the spores from strange
fungi with slivers from extradimensional voids, some drow
alchemists create bombs that cause bursts of gravity capable
of crushing those inside. Void bombs deals 1d4 points of’
bludgeoning damage, plus 1d4 points of bludgeoning
damage for every 2 alchemist levels beyond 1st, instead of
1d6. A creature hit by the bomb must succeed at a Reflex save
against the bomb’s DC. Ifit fails, it is knocked prone and can’t
get up for 1 round. Ifit succeeds, all of its movement speeds
are reduced to 5 feet for 1 round. Other creatures within 5 feet
of the bomb’s target take no damage, but must succeed at a
Reflex save against the bomb’s DC or have all their movement
speeds reduced to 5 feet for 1 round. An alchemist must be
6th level before selecting this discovery.

DROW FEATS

The following feats are available to drow.

Angelbane Strike
You channel the power of your Abyssal patron through
your weapon to punish the righteous.

Prerequisites: Channel Smite, divine caster level 5th,
channel negative energy class feature, demon lord patron deity.

Benefit: When you use Channel Smite against aliving
creature with a good alignment, you treat all 1s on the
channel smite damage dice as 2s.

If your target is either a good outsider or a divine caster
who serves a good deity, you are considered 2 levels higher
when determining how many channel energy damage dice
you roll when using Channel Smite.

Shadow Shroud

Using a portion of your innate magic, you cloak your body
in darkness to evade attacks.

Prerequisites: Combat Reflexes, darkness racial
spell-like ability.

Benefit: As an immediate action, you can
create a shifting haze of darkness around
yourself, granting you concealment against

one attack. The haze dissipates after the attack is
resolved. You can use this ability once per day, plus
one additional time per day when your caster level
for your racial darkness spell-like ability reaches s5th,
1oth, 15th, and 20th.

Snipers Lantern

You use your innate magic powers to target enemies and
spot their weaknesses.

Prerequisites: Point Blank Shot, dancing lights racial
spell-like ability.

Benefit: You can use your dancing lights racial spell-like
ability to create one orb of penetrating light. This light
grants you a +2 insight bonus on all ranged attacks made



against targets within 5 feet of the light’s location. You can
direct thislight to a new location anywhere within the spell’s
range as a move action, otherwise the effect functions exactly
like dancing lights. You can use this ability once per day, plus an
additional time per day when your caster level for your racial
dancing lights spell-like ability reaches 5th, 10th, 15th, and 20th.

DROW EQUIPMENT

The following equipment is available in drow communities.

PRICE 25 GP

LIGHT-KILLER’S GREASE e

Keenly aware of their vulnerability to light and to those who
wield it as a weapon, the drow have pioneered many ways
to defend themselves against light—magic or otherwise.
Light-killer’s grease is a pungent, oily alchemical substance
harvested from underground fungus and mixed with powdered
minerals common in the deep earth.

When combined correctly, this black, tarry mass absorbs
light. It must be applied around a creature’s eyes (a full-
round action) to function. When worn, it negates the
dazzled condition from exposure to bright light and grants
a +1 alchemical bonus on saving throws against spells and
effects with the light descriptor. The grease is considered an
overpowering scent for the purpose of the scent special ability,
and a creature with scent can pinpoint the wearer’s location at
arange of 10 feet instead of 5 feet.

Once applied, the grease remains potent for 1 hour.
Removing the grease is a full-round action that requires a
gallon of water or another suitable washing liquid; otherwise,
the visual marks can be removed, ending the effect, but the
smell remains for the full duration.

Crafting light-killer’s grease requires a successful DC 15
Craft (alchemy) check.

PRICE 40 GP

SPIDERDRAW WEIGHT 1/2 Ib.

This alchemical fluid is viscous and clear, and it emits a strong
chemical smell when exposed to air. Vermin are attracted to it
and perceive anything marked with it as prey. Spiders, insects,
and similar vermin gain a +5 bonus on Perception checks and
attack rolls against a creature marked with spiderdraw; if these
creatures have the scent ability, they can detect a marked
creature at five times the normal range, note its direction as a
free action, and pinpoint it when it is within 25 feet.

Drow sometimes use spiderdraw as a contact poison or
splash weapon against opponents, allowing vermin to focus on
the marked targets while the drow retreat, regroup, or move to
a more advantageous position. Washing off the spiderdraw is
a full-round action requiring at least a gallon of water or other
suitable washing liquid; otherwise, the effects last for 1 hour.

Crafting spiderdraw requires a successful DC 20 Craft
(alchemy) check.

DROW MAGIC ITEMS

The following magic items are available to drow.

PRICE
6,000 GP

CAVER'S BOLT

SLOT none CL 5th WEIGHT 1/2 b.

AURA moderate evocation

Unable to use levitate like noble drow, common drow
sometimes rely on these magical bolts to keep pace on climbs
to the surface world or when delving deep caves.

A caver’s bolt resembles a weighty, iron-banded crossbow
bolt with a steel tip, capped with prongs and hooks. It resizes
itself to fit any Small or Medium crossbow, and can be used as
a nonmagical grappling arrowt. The bearer loads the bolt into
a crossbow, chooses a solid surface within weapon range, and
speaks a command word to launch the bolt and embed it in
the surface. The launched bolt trails a ghostly purple chain of
force connected to the crossbow. Anyone holding the crossbow
can speak a command word to retract the chain at a rate of 30
feet per round, pulling the user toward the embedded bolt. The
force chain can support 500 pounds (hardness 10, 10 hp, break
DC 28). Once the chain is fully retracted, the bolt can be used
again. If the force chain is severed or broken, the caver’s bolt
ceases to function for 24 hours.

CONSTRUCTION REQUIREMENTS |___cosT 3,000 GP

Craft Wondrous Item, force hook charge™

EXTRACTOR’S GLOVES S o
SLOT hands CL 5th WEIGHT —

AURA moderate transmutation

These black leather fingerless gloves are shot through with
strands of giant spider webbing. They allow their wearer to steal
the special abilities of an opponent’s weapon and augment the
wearer’s unarmed strikes with the abilities instead.

Once per day, the wearer can activate the gloves by succeeding
at an unarmed disarm combat maneuver against an opponent’s
magic weapon. Instead of disarming the weapon, the wearer
can negate the weapon’s special abilities (bane, flaming, and so
on) for 1d4 rounds and apply these abilities to her own unarmed
strikes (the weapon’s enhancement bonus is unaffected). Any
weapon special abilities that couldn’t be applied to unarmed
strikes (such as returning or vorpal) are still suspended on the
weapon but are not applied to the wearer’s unarmed attacks.

If the wearer's unarmed strikes already have magical
weapon special abilities (such as from an amulet of mighty
fists), the enhancement bonus and special ability bonus
equivalents on the wearer’s unarmed strikes can’t total more
than +10; stolen special abilities are discarded at random until
the total is +10 or less (discarded abilities are still suspended in
the opponent’s weapon for the normal duration).

CONSTRUCTION REQUIREMENTS |___cosT 2,500 GP

Craft Wondrous Item, magic weapon, vampiric touch




DROW SCOUTS

Scouts are cunning and resourceful, but still must prove
themselves to higher-ranked drow before being considered
anything but expendable.

DROW SCOUT CR1
XP 400
Drow rogue 2
CE Medium humanoid (elf)
Init +3; Senses darkvision 120 ft.; Perception +8
DEFENSE
AC 16, touch 13, flat-footed 13 (+3 armor, +3 Dex)
j hp 16 (2d8+4)
; Fort +1, Ref +6, Will +1; +2 vs. enchantment
Defensive Abilities evasion; Immune sleep; SR 8
Weaknesses light blindness
OFFENSE
Speed 30 ft.
! Melee short sword +2 (1d6+1/19-20)
Ranged mwk shortbow +6 (1d6/x3 plus poison)
Special Attacks sneak attack +1d6
spell-Like Abilities (CL 2nd, concentration +2)
1/day—dancing lights, darkness, faerie fire

STATISTICS

Str 13, Dex 17, Con 12, Int 10, Wis 12, Cha 10

Base Atk +1; CMB +2; CMD 15

Feats Weapon Focus (shortbow)

Skills Acrobatics +8, Climb +6, Disable Device +7, Knowledge
(dungeoneering) +5, Knowledge (local) +4, Perception +8,
Sense Motive +5, Stealth +8, Survival +3, Swim +5

Languages Elven, Undercommon

$Q poison use, trapfinding +1

Combat Gear potion of cure light wounds, drow poison (2),
tanglefoot bag; Other Gear mwk studded leather, mwk
shortbow and 20 arrows, short sword, 14 gp

DROW MASTER SCOUT CR7

XP 3,200

Drow rogue (sniper) 8 (Pathfinder RPG Advanced Player’s Guide 134)

CE Medium humanoid (elf)

Init +4; Senses darkvision 120 ft.; Perception +14

DEFENSE

AC 19, touch 15, flat-footed 15 (+4 armor, +1 deflection, +4 Dex)

hp 55 (8d8+16)

Fort +3, Ref +10, Will +3; +2 vs. enchantment

Defensive Abilities evasion, improved uncanny dodge;
Immune sleep; SR 14

Weaknesses light blindness

OFFENSE

Speed 30 ft.

Melee mwk short sword +10/+5 (1d6+2/19-20)

Ranged +1 composite shortbow +11/+6 (1d6+3/%3 plus poison)

Special Attacks deadly range (+20 feet), sneak attack +4dé

spell-Like Abilities (CL 8th, concentration +8)
1/day—dancing lights, darkness, faerie fire

TACTICS

During Combat A drow master scout focuses on disabling
enemies—especially healers—with ranged attacks using
sneak attacks, poison, and energy arrows.

STATISTICS

Str 14, Dex 18, Con 12, Int 10, Wis 12, Cha 10

Base Atk +6; C(MB +8; CMD 23

Feats Point-Blank Shot, Precise Shot, Rapid Shot, Weapon Focus
(short sword)

Skills Acrobatics +15, Climb +10, Disable Device +13, Knowledge
(dungeoneering) +9, Knowledge (geography) +2, Knowledge
(local) +7, Linguistics +5, Perception +14, Sense Motive +9,
Stealth +15, Survival +7, Swim +9

Languages Common, Dwarven, Elven, Undercommon

$Q poison use, rogue talents (bleeding attack +4, fast stealth,
sniper’s eye*¢, surprise attack)

Combat Gear +7 flaming arrows (4), +1 frost arrows (4),
+1 shock arrows (4), potion of cat’s grace, potion of cure
moderate wounds, potion of invisibility, drow poison (4);
Other Gear +7 studded leather, +1 composite shortbow with
20 arrows, mwk short sword, ring of protection +1, 136 gp



DROW HOUSE SOLDIERS

A house guard is better trained and equipped than a
common warrior defending a drow city or caravan.

DROW HOUSE GUARD (R 2
XP 600
Drow fighter 3
CE Medium humanoid (elf)
Init +3; Senses darkvision 120 ft.; Perception +6
DEFENSE
AC 17, touch 13, flat-footed 14 (+4 armor, +3 Dex)
hp 24 (3d10+3)
Fort +3, Ref +4, Will +2 (+1 vs. fear); +2 vs. enchantment
Defensive Abilities bravery +1; Immune sleep; SR 9

Weaknesses light blindness

OFFENSE

Speed 30 ft.

Melee mwk longsword +7 (1d8+2/19-20 plus poison)

Ranged repeating heavy crossbow +7 (1d10/19-20 plus poison)

spell-Like Abilities (CL 3rd; concentration +3)
1/day—dancing lights, darkness, faerie fire

TACTICS

During Combat The house guard uses alchemical
weapons and poison against spellcasters.

STATISTICS

Str 14, Dex 17, Con 11, Int 10, Wis 12, Cha 10

Base Atk +3; CMB +5; CMD 18

Feats Deadly Aim, Exotic Weapon Proficiency (heavy repeating
crossbow), Point-Blank Shot, Weapon Focus (longsword)

Skills Climb +6, Perception +6, Stealth +5

Languages Elven, Undercommon

$Q armor training 1, poison use

Combat Gear +7 frost bolt, potion of cure light wounds, drow
poison (2), smokesticks (2), tanglefoot bag, thunderstones (2);
Other Gear mwk chain shirt, mwk longsword, repeating
heavy crossbow with 20 mwk bolts, 47 gp

DROW HOUSE CAPTAIN (R 6
XP 2,400
Drow fighter 7
CE Medium humanoid (elf)
Init +4; Senses darkvision 120 ft.; Perception +8
DEFENSE
AC 21, touch 14, flat-footed 17 (+7 armor, +4 Dex)
hp 55 (7d10+12)
Fort +5, Ref +6, Will +3 (+2 vs. fear); +2 vs. enchantment
Defensive Abilities bravery +2; Immune sleep; SR 13

Weaknesses light blindness

OFFENSE

Speed 30 ft.

Melee +17 longsword +12/+7 (1d8+6,/19-20 plus poison)

Ranged mwk repeating heavy crossbow +12/+7 (1d10/19-20
plus poison)

Special Attacks weapon training (heavy blades +1)
spell-Like Abilities (CL 7th; concentration +7)
1/day—dancing lights, darkness, faerie fire

STATISTICS

Str 14, Dex 18, Con 11, Int 10, Wis 12, Cha 10

Base Atk +7; C(MB +9; CMD 23

Feats Deadly Aim, Exotic Weapon Proficiency (heavy
repeating crossbow), Point-Blank Shot, Quick Draw,
Toughness, Vital Strike, Weapon Focus (longsword),
Weapon Specialization (longsword)

Skills Climb +5, Perception +8, Sense Motive +3, Stealth +12

Languages Elven, Undercommon

$Q armor training 2, poison use

Combat Gear +7 frost bolts (6), potion of cure moderate
wounds, acid (2), drow poison (4); Other Gear +7 chainmail,
+1 longsword, mwk repeating heavy crossbow with 20 bolts,

66 gp




DROW PRIEST
The drow priest enjoys many blessings granted to her by
the demon prince of forbidden magic.

DROW PRIEST CR5
XP 1,600

Drow noble cleric 5

CE Medium humanoid (elf)

Init +5; Senses darkvision 120 ft.; Perception +11

DEFENSE

AC 24, touch 13, flat-footed 23 (+9 armor, +2 deflection, +1 Dex,
+2 shield)

hp 31 (5d8+5)

Fort +5, Ref +2, Will +8; +2 vs. enchantment

Immune sleep; SR 16

Weaknesses light blindness

OFFENSE

Speed 20 ft.

Melee mwk flail +4 (1d8)

Special Attacks channel negative energy 7/day (DC 14, 3d6),
hand of the acolyte (7/day)

spell-Like Abilities (CL 5th)

Constant—detect magic

At will—dancing lights, deeper darkness, faerie fire, feather
fall, levitate

1/day—dispel magic, divine favor, suggestion (DC 15)

Domain Spell-Like Abilities (CL 5th; concentration +9)

7/day—touch of evil (2 rounds)

Cleric Spells Prepared (CL 5th; concentration +9)

3rd—chain of perdition*, dispel magic®, protection from energy

2nd—align weapon® (evil only), dread bolt"™ (DC 16), hold
person (DC 16), spiritual weapon

1st—cure light wounds, entropic shield, murderous
command"™ (DC 15), protection from good®, shield of faith

0 (at will)—bleed (DC 14), detect magic, detect poison,
read magic

D domain spell; Domains Evil, Magic

TACTICS

Before Combat The priest casts shield of faith on herself. She

prefers to let her minions do the fighting, and has them
stand between her and any approaching foes.

During Combat The priest channels negative energy
at groups of foes and uses single-target spells
against her most dangerous opponent (typically
starting with hold person so her allies can surround

the hapless target).

Base Statistics Without shield of faith, the drow’s
statistics are AC 22, touch 11, flat-footed 21.

STATISTICS
Str 10, Dex 12, Con 12, Int 14, Wis 18, Cha 15

Base Atk +3; CMB +3; CMD 14
Feats Combat Casting, Extra Channel, Improved Initiative

Skills Bluff +3, Diplomacy +6, Intimidate +7, Knowledge

(arcana) +6, Knowledge (history) +6, Knowledge

(nobility) +6, Knowledge (religion) +10, Perception +11,

Sense Motive +12

Languages Abyssal, Common, Elven, Undercommon

$Q poison use

Combat Gear potion of invisibility, potion of owl’s
wisdom, scroll of cure moderate wounds, scroll of cure

serious wounds, scroll of magic weapon; Other Gear mwk

full plate, heavy steel shield, mwk flail, spell component

pouch, 167 gp

Having manipulated and assassinated her way into the
middle ranks of her church, the drow priest uses her
powers to eliminate rivals as she continues her climb.
The drow religious orders are just as cutthroat as every
other aspect of drow society. Their priests see the ability
to out-scheme one’s foes as a sign of the unholy favor of

their demonic patrons.



DROW DEMONIC CHAMPION

Chosen by the most powerful nobles to serve as generals
and bodyguards, demonic champions embody all of the
brutal, cruel, and murderous impulses instilled in the
drow race and valued by their society.

DROW DEMONIC CHAMPION CR9
XP 6,400
Drow antipaladin 10 (Pathfinder RPG Advanced Player’s
Guide 118)
CE Medium humanoid (elf)
Init +5; Senses darkvision 120 ft.; Perception +11
Aura cowardice (10 ft.), despair (10 ft.)

DEFENSE

AC 25, touch 11, flat-footed 24 (+10 armor, +1 DeX, +4 shield)
hp 79 (10d10+20)

Fort +11, Ref +7, Will +9; +2 vs. enchantments

Immune sleep, disease; SR 16

Weaknesses light blindness

OFFENSE

Speed 20 ft.

Melee +7 scimitar +16/+11 (1d6+5/15-20)

Ranged heavy crossbow +12 (1d10/19-20)

Special Attacks channel negative energy (DC 18, 5d6), smite
good 4/day (+3 attack and AC, +10 damage)

spell-Like Abilities (CL 10th; concentration +3)
1/day—dancing lights, darkness, faerie fire

Antipaladin Spell-Like Abilities (CL 10th; concentration +13)
At will—detect good

Antipaladin Spells Prepared (CL 7th; concentration +10)
3rd—litany of sight“c
2nd—invisibility, silence (DC 15)
1st—litany of sloth", murderous command* (DC 14),

protection from good

TACTICS

Before Combat The demonic champion casts invisibility
and protection from good on herself, then uses her scroll
of defile armor on her full plate. She prefers to use her
fiendish boon ability to grant her scimitar the anarchic,
flaming, unholy, or vicious weapon special ability.

During Combat The demonic champion uses smite good
and Channel Smite with her scimitar attacks to harm foes,
or uses her cruelties and touch of corruption to disable
opponents. She casts silence to interfere with spellcasters
employing ranged spells against her.

STATISTICS

Str 18, Dex 12, Con 12, Int 12, Wis 8, Cha 16

Base Atk +10; CMB +14; CMD 25

Feats Channel Smite, Improved Critical (scimitar), Improved
Initiative, Shield Focus, Weapon Focus (scimitar)

Skills Acrobatics +0, Climb +3, Intimidate +11, Perception +11,
Stealth +8

Languages Elven, Undercommon

$Q cruelties (dazed, nauseated, sickened, staggered), fiendish
boon (weapon +2, 2/day), poison use, touch of corruption
8/day (5d6)

Combat Gear potion of cure serious wounds, potion of delay
poison, potion of haste, scroll of defile armor**, scroll of
invisibility, acid (2), alchemist’s fire (2), antitoxin; Other
Gear +1 full plate, +1 heavy steel shield, +1 scimitar, heavy
crossbow with 10 mwk bolts, belt of giant strength +2, 69 gp

A demonic champion has been tested by the powers of
the Abyss and emerged stronger for it. Her soul is scarred
by centuries of depraved acts, and she is irredeemable
in her evil—something she is happy to prove. Demonic
champions enjoy many creature comforts within drow
society thanks to the spoils they claim in war, but their

bloodlust motivates them to repeatedly return to battle.




DROW POISONER

This drow makes use of deadly venoms and alchemy.

XP 12,800

Drow alchemist 12 (Pathfinder RPG Advanced Player’s Guide 26)

CE Medium humanoid (elf)

Init +14; Senses all-around vision, darkvision 120 ft.;
Perception +17

DEFENSE

AC 23, touch 16, flat-footed 18 (+6 armor, +1 deflection, +5 Dex,
+1 natural)

j hp 81 (12d8+24)

i Fort +10, Ref +14, Will +5; +2 vs. enchantment

Immune sleep, poison; SR 18
Weaknesses light blindness

OFFENSE

Speed 30 ft.
Melee mwk rapier +10/+5 (1d6/18-20 plus poison)
Ranged mwk hand crossbow +15 (1d4/19-20 plus poison) or
bomb +14/+9 (6d6+5 fire)
Special Attacks bomb 19/day (6d6+5 fire and catch fire, DC 21,
10-ft. radius)
Spell-Like Abilities (CL 12th; concentration +12)
1/day—dancing lights, darkness, faerie fire
Alchemist Extracts Prepared (CL 12th)
4th—cure critical wounds, fluid form**, greater false life'™,
greater invisibility
3rd—countless eyes'™, displacement, eruptive pustules"™
(DC 18), haste, protection from energy
2nd—alchemical allocation*™, resist energy (2), see
invisibility, touch injection“, vomit swarm*"®
1st—anticipate peril' (DC 16), bomber’s eye**s, negate
aroma, polypurpose panacea”™ (DC 16), shield, true
strike (2)

TACTICS

., Before Combat The poisoner drinks her Dexterity mutagen
; »  and her extracts of anticipate peril, countless eyes, and

greater invisibility.

Base Statistics Without the Dexterity mutagen, anticipate
peril, and countless eyes, the drow’s statistics are Init +7;
Senses no all-around vision; AC 21, touch 14, flat-footed 18;
Ref +12, Will +6; Ranged mwk hand crossbow +13 (1d4/19-20
plus poison), or bomb +12/+7 (6d6+5 fire); Dex 17, Wis 12;
CMD 23; Skills Disable Device +17, Fly +11, Heal +10,
Perception +18, Stealth +14, Survival +10.

STATISTICS

Str 10, Dex 21, Con 12, Int 20, Wis 10, Cha 10

Base Atk +9; CMB +9; CMD 25

Feats Brew Potion, Extra Bombs, Improved Initiative, Point-Blank
Shot, Precise Shot, Quick Draw, Rapid Shot, Throw Anything

Skills Craft (alchemy) +20, Disable Device +19, Fly +13,
Heal +9, Knowledge (arcana) +20, Knowledge (nature) +14,
Perception +17, Spellcraft +20, Stealth +16, Survival +9, Use
Magic Device +15

Languages Elven, Undercommon

$Q alchemy (alchemy crafting +12, identify potions),
discoveries (explosive bomb, fast bombs, poison bomb
[12 rounds/level], smoke bomb, strafe bomb, wings'™),
mutagen (+4/-2, +2 natural, 120 minutes), poison use, swift
alchemy, swift poisoning

Combat Gear potions of cure serious wounds (2), potion

of gaseous form, potion of ghostly disguise’™, potion

of invisibility, deathblade, dragon bile, drow poison (4),
purple worm poison; Other Gear +2 chain shirt, mwk
hand crossbow with 20 bolts, mwk rapier, amulet of
natural armor +1, belt of incredible dexterity +2, cloak of
resistance +1, headband of vast intelligence +2, ring of
protection +1, 170 gp



DROW MATRON

Born with unusual powers, the matron has survived coup
attempts by countless rivals to remain the head of her house.

XP 51,200

Drow noble cleric (demonic apostle) 15 (Pathfinder RPG
Advanced Race Guide 104)
CE Medium humanoid (elf)
Init +6; Senses darkvision 120 ft.; Perception +19
DEFENSE
AC 24, touch 14, flat-footed 21 (+8 armor, +4 deflection, +2 Dex,
+1 dodge)
hp 101 (15d8+30)
Fort +10, Ref +7, Will +18; +2 vs. enchantment
Immune sleep; SR 26
Weaknesses light blindness
OFFENSE
Speed 20 ft.
Melee +7 heavy mace +12/+7/+2 (1d8+1)
special Attacks demonic channel 7/day (DC 19, 8d6 plus
sicken or special), hand of the acolyte (10/day), scythe of
evil (7 rounds, 2/day)
spell-Like Abilities (CL 15th; concentration +17)
Constant—detect magic
At will—dancing lights, deeper darkness, faerie fire,
feather fall, levitate
1/day—dispel magic, divine favor, suggestion (DC 15)
Domain Spell-Like Abilities (CL 15th; concentration +22)
10/day—touch of evil (7 rounds)
2/day—dispelling touch
Cleric Spells Prepared (CL 15th; concentration +22)
8th—fire storm (DC 25), unholy aura® (DC 25)
7th—blasphemy® (DC 24), destruction (DC 25),
ethereal jaunt, summon monster VIl
6th—antilife shell, antimagic field®, greater dispel magic,
harm (DC 24), heal
5th—communal spell immunity"t, dispel good® (DC 22),
fickle winds"™, flame strike (DC 22), slay living (DC 23),
wall of stone (DC 22)
4th—cure critical wounds, dimensional anchor, divine power,
freedom of movement, imbue with spell ability®,
summoner conduit'c (DC 22)
3rd—bestow curse (DC 21), chain of perdition“, dispel
magic, invisibility purge, magic circle against good®,
protection from energy, water breathing
2nd—align weapon® (evil only), delay poison, dread bolt*™
(DC 19), hold person (DC 19), lesser restoration, protective
penumbra™, sound burst (DC 19)
1st—cure light wounds (2), entropic shield, murderous
command"™ (2, DC 18), protection from good®, shield of faith
0 (at will)—detect magic, detect poison, guidance, read magic
D domain spell; Domains Evil, Magic

STATISTICS

Str 10, Dex 14, Con 12, Int 14, Wis 24, Cha 15
Base Atk +11; CMB +11; CMD 25
Feats Combat Casting, Dodge, Extra Channel, Improved Initiative,

Improved Iron Will, Iron Will, Spell Focus (necromancy), Toughness

Skills Bluff +10, Diplomacy +9, Intimidate +12, Knowledge
(arcana) +9, Knowledge (history) +8, Knowledge (nobility)
+9, Knowledge (planes) +9, Knowledge (religion) +15,
Perception +19, Sense Motive +20, Spellcraft +13

Languages Abyssal, Common, Elven, Undercommon

$Q poison use, quasit familiar

Combat Gear potion of displacement, potion of invisibility, scroll
of blade barrier, scrolls of cure moderate wounds (2), scroll
of mass cure serious wounds, scroll of summon monster VIl,
Other Gear +2 mithral chainmail, +1 heavy mace, belt of
incredible dexterity +2, headband of inspired wisdom +4, ring
of protection +1, reliquary, spell component pouch, 183 gp




ABRAKARD DIPER

This massive, three-headed clockwork snake is crafted of brass
and strange, dark alloys.

ABRAKARN VIPER

XP 25,600

CE Huge construct (chaotic, evil)

Init +3; Senses darkvision 120 ft., low-light vision;
Perception +4

DEFENSE

} AC 30, touch 11, flat-footed 27 (+3 Dex, +19 natural, -2 size)

hp 139 (18d10+40)

Fort +6, Ref +9, Will +10

DR 10/—; Immune construct traits; Resist acid 10, cold 10,
electricity 10, fire 10; SR 24

OFFENSE

l Speed 40 ft.

Melee 3 bites +25 (2d8+9 plus poison)

Space 15 ft.; Reach 15 ft.

Special Attacks confusing critical, poison

STATISTICS

Str 28, Dex 17, Con —, Int —, Wis 19, Cha 1

Base Atk +18; CMB +29; CMD 42 (can't be tripped)

$Q demon-souled, find master, guard, shield other

ECOLOGY

Environment any land

Organization solitary or pair

Treasure none

SPECIAL ABILITIES

Confusing Critical (Sp) If an abrakarn viper confirms a critical

hit against an opponent with its bite attack, the opponent
must succeed at a DC 23 Will save or be confused for 1 round
(as lesser confusion). The save DC is Charisma-based and
includes a +9 racial bonus.

Demon-Souled (Ex) Bound demonic life force animates the
viper, giving it the chaotic and evil subtypes.

Find Master (Su) As long as an abrakarn viper and its diadem
are on the same plane, the viper can unerringly find the
diadem’s wearer (or just the diadem, if it is removed).

Guard (Ex) If so ordered, an abrakarn viper defends the wearer
of the diadem. All attacks against the diadem’s wearer take a
-2 penalty when the wearer is within the viper’s melee reach.

Poison (Ex) An abrakarn viper’s bite injects poison from a
hidden reservoir within its body. The creator must refill this
reservoir manually. The reservoir holds enough poison for
three successful bite attacks, after which the creature merely
deals bite damage. Refilling the reservoir takes 5 rounds
and provokes attacks of opportunity. The creator can fill the
reservoir with any injury poison (typically drow poison).

Shield other (Sp) The wearer of an abrakarn viper’s diadem can

activate this ability as a standard action when within 100 feet

of the viper. This ability transfers half the damage that would

be dealt to the diadem’s wearer to the viper (this ability does

not provide the bonuses to AC or on saving throws granted

by the spell of the same name). Damage transferred in this

way bypasses any defensive abilities the viper possesses
(such as immunity or damage reduction).

Demonic spirits imbue this serpentine construct
with the unnatural power to protect anyone who
wears its diadem of control.

Construction

An abrakarn viper’s body and its diadem of control
are built from 5,000 pounds of magically treated brass
and rare metals costing 10,000 gp in total.

ABRAKARN VIPER

CL 8th; Price 150,000 gp

CONSTRUCTION

Requirements Craft Construct, animate object, confusion, geas/
quest, shield other; Skill Craft (armor), Craft (blacksmithing),
or Craft (weapons) DC 21; Cost 80,000 gp




ENCOUDTERS

Drow are typically encountered in or around their

subterranean strongholds, though they occasionally send
raiding parties to the surface.

TEMPLE PROTECTORS (CR 8)

This group might be guarding a temple or they could
be encountered while searching for enemies who have
affronted their demonic patron.

DROW HOUSE GUARDS (3 CR 2
XP 600 each
hp 24 each (see page 35)

DROW PRIESTESSES (2 CR5
XP 1,600 each
hp 31 each (see page 36)

RAIDING PARTY (CR 10) .

When the drow set out to destroy a foe, they
do so with an efficient brutality that makes
their own vicious infighting look like an
exchange of social pleasantries.

DROW HOUSE GUARDS (6
XP 600 each
hp 24 each (see page 35)

DROW MASTER SCOUT
XP 3,200
hp 55 (see page 34)

DROW PRIESTESSES (2
XP 1,600 each
hp 31 each (see page 36)

THE SPIDER’S DEN (CR 12)

This group represents a distinguished poison crafter, her
guards, and creatures from which she draws ingredients.

DROW HOUSE CAPTAINS (2 R 6
XP 2,400 each

hp 55 each (see page 35)

XP 12,800
hp 81 (see page 38)
XP 4,800

hp 115 (Pathfinder RPG Bestiary 2 256)

MATRON’S ENTOURAGE (CR 16)

Nothing in drow society commands as much power nor
wields as much influence as the matron of a ruling house.
This group contains a matron, her cadre of advisors and
spies, and bodyguards.

DROW DEMONIC CHAMPION CR9
XP 6,400
hp 79 (see page 37)

DROW HOUSE CAPTAINS (4 CR 6
XP 2,400 each
hp 55 each (see page 35)

DROW MASTER SCOUTS (4 CR7
XP 3,200 each
hp 55 each (see page 34)

XP 51,200

hp 101 (see page 39)




Section 104: Capturing slaves from unclaimed territory (i.e., tunnels and caverns
not specified as belonging to any duergar clan) is designated a true duty, and is
allowed provided the following holds:

Section 104.1: Ownership of slaves falls to the clan that found them. If multiple
clans are in dispute and have obeyed normal rules of engagement (see Section 19), a
priest shall arbitrate the dispute. If multiple clans have a valid claim, slaves shall
be distributed evenly, with first choice falling to the clan in highest standing.

Section 104.2a: Slaves must meet minimum health guidelines (as defined
in Section 3) or be exterminated. Diseased captives in particular must be
exterminated swiftly to prevent the disease from spreading to other property.

Section 104.2b: Dwarven captives must be exterminated, but may be tortured first.

—Excerpt from Restrictions on the Enslavement of Lesser Races




hen veterans of campaigns in the deep caverns beneath

the world gather, they hiss warnings to those ofamind

to brave the world’s depths. They speak with horror
of the drow and shudder when describing the perversions
of the derros, but avoid altogether talk of the gray dwarves
and their grim enclaves. It’s a difficult subject in the presence
of friendly dwarves whose ancestors long ago heard the call
of the surface world. The duergar’s folly serves as alesson on
the hazards of pride and stubbornness, and lays bare those
flaws of the dwarven people.

Clannish, hateful, and malevolent tyrants and slavers,
the gray dwarves refuse to accept the consequences of their
own actions and the reality of their chosen fate. Instead,
they blame everyone else: the orcs, the drow, and especially
their own surface-dwelling cousins. They believe—with an
iron-hard certainty—that the surface dwarves are the true
traitors of their race. But this is all delusion. The duergar are
a race enslaved by themselves, the dark powers they called
upon for succor, and the lightless labyrinths of their home.

The gray dwarves believe that other creatures are fit only
for service and torment. The reasons for this perceived racial
supremacy vary slightly from community to community, but
the underlying narratives are the same: the strong nature of
the duergar has allowed them to stand on their own in the
depths, and this strength has forged them into a superior race.

The dwarves have always been people of the earth. In the
early days of the world, they mined air-filled spaces miles
underground, and the light and skies of the surface were
unknown to them. But like all great empires, the doom of'this
one was written in the stars the dwarves had not yet spied.

The dwarves were lucky, for their gods were good and
just, and cared for the welfare of the dwarven people. When
the end was nigh, the gods sent warnings and portents, and
the mystics and the wise among the race heard the call and
warned their kin. But there are always those who doubt. Some
cling to the life they know and foolishly think it is their
birthright until the end of eternity. Some doubt because it
is in their nature, or because they fear others wish to take
what is theirs. While great masses of the dwarves headed
upward to the new halls on the surface world promised to
them, a number stayed behind, proclaiming themselves
masters of the ancient dwarven holds.

Less than a generation after the great retreat, the calamities
that were foretold came to pass. The once-grand subterranean
holds were ripped apart by earthquakes and scorched by
magma flows. Those who remained had to flee deeper into
the earth in search of pockets of relative safety and calm,
competing with an influx of ancient enemies, displaced
predators, and unspeakable evils freed from once-sealed
vaults deep under the earth. Within only a few years, most
of the dwarves left behind had perished, and the survivors
were scattered and utterly desperate. In their hour of need,
their calls to the old gods were answered only with silence.

Such entreaties were nothing more than screams into the
darkness... but sometimes the darkness answers back.

According to legend, an outcast dwarven god heard the
pleas of those left to suffer. A deceiver and a cheat, this god
had lost nearly all of his former followers, but offered these
forsaken dwarves one chance for survival: if they worshiped
and served him, and bound their descendants to the same
fate, he would restore them to glory. Given little choice,
the desperate dwarves agreed. The outcast god turned the
dwarves’ skin ashen gray and caused most of the males’ hair
(except for eyebrows and beards) to fall out as a reminder of the
bargain made, so their gray faces—or duergarin the Dwarven
tongue—would set them apart from those cowards who fled
the crucible that forged the true members of the dwarven race.

Since that cataclysm and the deal they wrought, the duergar
have steadily taken back what was once theirs using the tools
of their new lord: murder, slavery, toil, and hatred. Believing
themselves the true race of dwarves, they have no interest in
the land above other than engaging in occasional raids to
murder their cousins or to replenish their stock of slaves. They
see themselves as the masters of the onlyland worth having:
the mineral-rich true homeland of the dwarven people.

Duergar believe their society is the ideal state of the
dwarves. In many ways, duergar society is like a reflection
of dwarven society seen in a distorted mirror. Rivalries are
just as fierce, but among the duergar, they can easily end in
murder or mutilation. Work is revered, but the duergar’s
greatest achievements are built on the backs of slaves, many
of whom do not survive to see the end results of their toil.

The entire structure of duergar society is based on the
sacrifice they made to their outcast god and the repercussions
of that deal. Each is a slave to his master, and must submit
to a life of toil in order to repay the debt the duergar owe.
Of'course, that debt can never be repaid, and no rewards for
their labor await duergar in the afterlife. This leads them to
create works thatlack soul or beauty—highly utilitarian, but
stark, cold, and lifeless.

Like their hated kin, duergar divide themselves into large
kinship clans, forming alliances through marriage. The
priesthood stands apart, and arbitrates in legal and familial
conflicts. Duergar who enter the clergy are bound to sever
their ties with family and clan, but this is rarely the case in
practice. Obligations to kin often outweigh priests’ sense of
duty, resulting in a system of law with very little semblance
of justice. Slavish devotion to the faith of their liberator and
a strict adherence to the common law are lauded in duergar
society, so much so that duergar’s word is only rarely broken.
In truth, though, a canny gray dwarf uses her words very
carefully in order to keep her options flexible. A common
duergar expression is “Dealings done within sight are slaves
to law; deeds done in secret are slaves only to purpose.”

Full statistics for duergar can be found on page 117 of the
Pathfinder RPG Bestiary.




NEW RULES

When the duergar made deals with their dark god
to turn the tide against their hated enemies, they

were fundamentally changed, both physically and
psychologically. After a period of adjustment to their
new circumstances, their artisans developed innovations
to better cope with their harsh environment, and their
spellcasters mastered magical secrets gifted to them by
the dark powers that granted them succor during the
race’s time of direst need.

ALTERNATE RACIAL TRAITS

Since the calamity that drove the duergar from their
original homes under the earth, the duergar have faced
many adversaries. While the duergar may be fiercely
traditional and as inflexible as adamantine, their trials,
the strange rites of their priests, and the bizarre energies
of the remote chambers buried beneath the world have
changed them in essential ways. Some duergar have the
following racial traits.

Ironskinned: The soul of the earth infuses some
duergar, giving them the ability to harden their skin.
Duergar with this racial trait can use ironskin (see page 45)
once per day as a spell-like ability, using their character
level as their caster level. This racial trait replaces the
enlarge person spell-like ability.

Twilight-Touched: While most duergar have the power
to become invisible, a few are instead able to extinguish
the light around them. Duergar with this racial trait
can use dust of twilight (Pathfinder RPG Advanced Player’s
Guide 217) once per day as a spell-like ability, using their
character level as their caster level. This racial trait
replaces the invisibility spell-like ability.

DUERGAR FEATS

Duergar have access to the following feats.

Gray Dwarf Magic
You gain a new spell-like ability from the list of duergar
racial traits.

Prerequisite: Duergar.

Benefit: Choose one spell-like ability that is usable
once per day and is granted by a duergar racial trait you
don’t have. You can use that spell-like ability once per
day, with a caster level equal to your character level.

Special: You can take this feat multiple times. Each
time you do, you must select a spell-like ability that’s
usable once per day from a different duergar racial trait.

Innate Flexibility
Your innate magic is flexible.

Prerequisites: Duergar, two racial spell-like abilities
usable once per day.

Benefit: You gain a number of additional uses of
your once per day racial spell-like abilities equal to the
number of such abilities you have. You can expend these
additional uses in any combination. Normal duergar
spell-like abilities and those granted by duergar racial
traits both count for the purpose of this feat.

For example, a normal duergar has two once per day
spell-like abilities (enlarge person and invisibility), so taking
this feat would grant her two additional uses of her once
per day spell-like abilities; each day she can use either two
additional uses of enlarge person, two additional uses of
invisibility, or one additional use of each.

Special: You can take this feat multiple times. Its
effects stack.

Tough as Iron
Effects that grant natural armor work even better for you.

Prerequisites: Toughness, duergar.

Benefit: When you gain an enhancement bonus to your
natural armor, that bonus increases by 2. This has no effect
if your natural armor bonus is +o or you do not have an
enhancement bonus increasing your natural armor bonus.

DUERGAR EQUIPMENT

The following weapon and ammunition are used by duergar
slavers, who use them to capture non-dwarven slaves and
dwarven foes they want to keep alive to torture and question.

PRICE 20 GP

BOLAS BOLTS S

Bolas bolts are bolas-like projectiles used as ammunition for

slaver’s crossbows. If you hit a target with a bolas bolt fired from
a slaver’s crossbow, attempt a trip combat maneuver against
your target (don’t add your Strength bonus when attempting
the combat maneuver check). You can’t be tripped during your
own trip attempt when using a bolas bolt.

On a critical hit, instead of dealing extra damage, the bolas
bolt ensnares its target. Your target is entangled until it or an
ally succeeds at a DC 15 Strength check to break the bolas cords.

EXOTIC WEAPONS PRICE DMG (S) DMG (M) CRITICAL RANGE WEIGHT TYPE SPECIAL

Ranged Weapons
Bolas bolts (10) 20 gp — — — 4 |bs. — —
Heavy slaver’s crossbow 400 gp  1d6 1d8 19-20/see text 80 ft. 12 Ibs. B Nonlethal, trip, see text
Light slaver’s crossbow 250 gp  1d3 1d4 19-20/see text 40 ft. 6 Ibs. B Nonlethal, trip, see text




A light slaver’s crossbow can entangle a target up to the same
size as its intended wielder, and a heavy slaver’s crossbow can
entangle a creature up to one size larger. A masterwork bolas
bolt or one with an enhancement bonus of at least +1 increases
the DC of the Strength check to break the bolas to 20.

If the attack trips and entangles a target, the creature cannot
move from its square until it breaks free of the bolas cords.

PRICE varies
TYPE exotic

SLAVER’S CROSSBOW

Heavy WEIGHT 12 Ibs. PRICE 400 GP
Light WEIGHT 6 Ibs. PRICE 250 GP
~ & This crossbow shoots ammunition called

bolas bolts instead of crossbow bolts. It
comes in both light and heavy varieties
(but not double, hand, or repeating
crossbow varieties) with the same reload
action as a conventional crossbow of its type.

DUERGAR SPELLS

The following spells are known and were likely developed
by duergar spellcasters.

CONTROL VERMIN

School transmutation; Level cleric 3, druid 2, ranger 4,
sorcerer/wizard 3, witch 2

Casting Time 1 standard action

Components V, S, DF/M (a beetle)

Range close (25 ft. + 5 ft./2 levels)

Target up to 1 HD/level of vermin, no two of which can be
more than 30 ft. apart

Duration 1 hour/level

Saving Throw Will negates; Spell Resistance no

You and a number of allies less than or equal to your caster

level designated upon casting can use Handle Animal and Ride

checks to influence or control the targeted vermin as if they

were animals and had animal-level intelligence.

DUST WARD

School abjuration; Level cleric 6, sorcerer/wizard 6, witch 6
Casting Time 10 minutes

Components V, S, M (a pinch of pumice)

Range touch

Target one magic item

Duration permanent

saving Throw none; Spell Resistance no

You ward a magic item against other creatures who try to learn
to use or copy it. When you cast the spell, you designate one
creature type, subtype, or a specific individual. If the item is
worn or carried for 1 continuous hour or more by a creature that
doesn’t match the designation, the dust ward disintegrates the
item into worthless gray dust. This destruction also occurs if the
creature attempts to study the itemin order to learn its properties

or how to magically craft it (a miracle or wish spell used on the
gray dust can still reveal this information). The destruction of
the item doesn’t harm the creature wearing or carrying the item
(although the item’s destruction may put the creature in harm’s
way, such as if a magical rope were being used to cross a chasm
at the time). If the offending creature wears or carries the item
for less than 1 hour and passes it to a different creature, the
countdown to the item’s destruction starts over.

The spell cannot affect a magic item with a caster level
greater than half your caster level.

School transmutation [earth]; Level alchemist 2, antipaladin 2,

bloodrager 2, cleric 2, druid 2, paladin 2, ranger 2, witch 2
Casting Time 1 standard action
Components V, S, DF/M (a pinch of forge soot)

Range personal

Target you

Duration 1 minute/level (D; see text)

Your skin hardens and takes on the color and texture of rough
iron. You gain a +4 enhancement bonus to your existing natural
armor bonus (if you do not have a natural armor bonus, you
are considered to have an effective natural armor bonus of +0).
This enhancement bonus increases by 1 for every 4 caster levels
above 4th, to a maximum of +7 at 15th level.

While you're under the effects of this spell, if an opponent
confirms a critical hit or sneak attack against you with a physical
weapon (not a spell or magical effect), you can dismiss this
spell to negate the critical hit or sneak attack and treat it is as a
normal hit. Dismissing the spell in this way is not an action, but
you must be conscious and aware of the attack to do so.

DUERGAR MAGIC ITEM

The following magic item was created by the duergar to
aid in the controlling of their vermin mounts.

HEADBAND OF VERMIN CONTROL [
SLOT headband CL 5th WEIGHT 1 |b.

AURA faint transmutation

The wearer of this black leather
headband can spend 10 minutes
attuning the headband to one touched
vermin of Medium or larger size. Once
the headband is attuned, any creature wearing it can attempt

Handle Animal and Ride checks to influence or control that
vermin as if it were an animal and had animal-level intelligence.
The attunement lasts until the vermin dies, the headband is
destroyed, or the headband is attuned to a different vermin.
Duergar-created items of this type are usually protected by
a dust ward* spell.
CONSTRUCTION REQUIREMENTS |
Craft Wondrous Item, control vermin®

COST 500 GP




DUERGAR RANGERS

Spending much time scouting and exploring alone,
rangers prove their toughness to their kin.

DUERGAR SHARPSHOOTER CR 1/2
XP 200

Duergar ranger 1

LE Medium humanoid (dwarf)

Init +2; Senses darkvision 120 ft.; Perception +6

DEFENSE

AC 15, touch 12, flat-footed 13 (+3 armor, +2 Dex)

hp 13 (1d10+3)

Fort +4, Ref +4, Will +2; +2 vs. spells

Immune paralysis, phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee warhammer +3 (1d8+2/x3)

Ranged mwk light crossbow +4 (1d8/19-20)

Special Attacks favored enemy (dwarves +2)

Spell-Like Abilities (CL 1st; concentration -2)
1/day—invisibility (self only), ironskin®

STATISTICS

Str 14, Dex 15, Con 14, Int 10, Wis 15, Cha 4

Base Atk +1; CMB +3; CMD 15 (19 vs. bull rush or trip)

Feats Rapid Reload (light crossbow)

Skills Climb +5, Handle Animal +1, Knowledge (dungeoneering) +4,
Perception +6, Stealth +5, Survival +6

Languages Common, Dwarven, Undercommon

$Q ironskinned®, slow and steady, stability, track +1, wild
empathy -2

Gear studded leather, mwk light crossbow with 20 bolts,
warhammer, 16 gp

DUERGAR LIEUTENANT CR5

XP 1,600

Duergar ranger 6

LE Medium humanoid (dwarf)

Init +1; Senses darkvision 120 ft.; Perception +11

DEFENSE

AC 20, touch 11, flat-footed 19 (+5 armor, +1 Dex, +4 natural)

hp 61 (6d10+24)

Fort +8, Ref +6, Will +4; +2 vs. spells

Immune paralysis, phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee +7 warhammer +11/+6 (2d6+4/x3)

Ranged mwk light crossbow +8 (1d8/19-20)

Special Attacks favored enemy (dwarves +4, elves +2)

spell-Like Abilities (CL 6th; concentration +3)
1/day—dust of twilight**s, ironskin®

Ranger Spells Prepared (CL 3rd; concentration +5)
1st—lead blades*™, longstrider

TACTICS

Before Combat The lieutenant casts ironskin and lead blades
on himself.

Base Statistic When not under the effects of ironskin and lead
blades, the lieutenant’s statistics are AC 16, touch 11, flat-
footed 15; Melee +7 warhammer +11/+6 (1d8+4/x3).

STATISTICS

Str 16, Dex 12, Con 16, Int 10, Wis 15, Cha 4

Base Atk +6; CMB +9; CMD 20 (24 vs. bull rush or trip)

Feats Cleave, Endurance, Mounted Combat, Power Attack,
Weapon Focus (warhammer)

Skills Climb +11, Handle Animal +6, Knowledge
(dungeoneering) +9, Perception +11, Ride +9, Survival +11

Languages Common, Dwarven, Undercommon

$Q favored terrain (underground +2), hunter’s bond
(companions), ironskinned®, slow and steady, stability,
track +3, twilight touched®, wild empathy +3

Combat Gear potion of cure moderate wounds, potion of
invisibility, alchemist’s fire (2), thunderstones (2); Other
Gear +1 chain shirt, +1 warhammer, mwk light crossbow

~with 20 bolts, 51 gp



DUERGAR ROGUES

Duergar rogues primarily capture and discipline slaves.

DUERGAR SLAVER CR 1/2
XP 200

Duergar roque 1

LE Medium humanoid (dwarf)

Init +6; Senses darkvision 120 ft.; Perception +7

DEFENSE

AC 15, touch 12, flat-footed 13 (+3 armor, +2 Dex)

hp 10 (1d8+2)

Fort +1, Ref +4, Will +3; +2 vs. spells

Immune paralysis, phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee short sword +1 (1d6+1/19-20) or
sap +1 (1d6+1 nonlethal)

Ranged mwk light crossbow +3 (1d8/19-20)

Special Attacks sneak attack +1d6

Spell-Like Abilities (CL 1st; concentration -2)
1/day—enlarge person (self only), invisibility (self only)

STATISTICS

Str 13, Dex 15, Con 12, Int 12, Wis 16, Cha 4

Base Atk +0; CMB +1; CMD 13 (17 vs. bull rush or trip)

Feats Improved Initiative

Skills Acrobatics +5, Climb +4, Disable Device +5, Escape
Artist +5, Knowledge (dungeoneering) +5, Perception +7,
Sense Motive +7, Stealth +5, Survival +4

Languages Common, Dwarven, Undercommon

$Q slow and steady, stability, trapfinding +1

Gear studded leather, mwk light crossbow with 20 bolts,
sap, short sword, 18 gp

DUERGAR TASKMASTER

XP 6,400

Duergar rogue 6/shadowdancer 4

LE Medium humanoid (dwarf)

Init +7; Senses darkvision 150 ft.; Perception +16

DEFENSE

AC 21, touch 15, flat-footed 17 (+5 armor, +1 deflection, +3 Dex,
+1 dodge, +1 natural)

hp 64 (10d8+16)

Fort +5, Ref +11, Will +7; +2 vs. spells

Defensive Abilities evasion, improved uncanny dodge, trap
sense +2; Immune paralysis, phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee +7 short sword +11/+6 (1d6+2/19-20)

Ranged +7 light slaver’s crossbow +11 (1d4+1 nonlethal/
19-20 plus entangle)

Special Attacks sneak attack +3d6

spell-Like Abilities (CL 10th; concentration +7)
1/day—invisibility (self only), ironskin®
Shadowdancer Spell-Like Abilities (CL 4th; concentration +1)
2/day—shadow illusion (DC 8)
1/day—shadow call (DC 11)

STATISTICS

Str 13, Dex 17, Con 12, Int 12, Wis 16, Cha 4

Base Atk +7; CMB +8; CMD 23 (27 vs. bull rush or trip)

Feats Combat Reflexes, Dodge, Exotic Weapon Proficiency
(slaver’s crossbow), Improved Initiative, Mobility, Point-Blank
Shot, Weapon Finesse

Skills Acrobatics +15 (+11 when jumping), Climb +9, Disable
Device +12, Escape Artist +15, Knowledge (dungeoneering) +10,
Perception +16, Perform (dance) +2, Sense Motive +16, Sleight
of Hand +15, Stealth +15, Survival +4

Languages Common, Dwarven, Undercommon

$Q hide in plain sight, ironskinned®, rogue talents (combat trick,
fast stealth, finesse rogue, stand up), shadow jump (40 ft./day),
slow and steady, stability, summon shadow, trapfinding +3

Combat Gear potions of cure moderate wounds (2), tanglefoot
bags (2); Other Gear +1 chain shirt, +1 light slaver’s crossbow*
with 10 bolas bolts, +7 short sword, amulet of natural

armor +1, cloak of resistance +1,
ring of protection +1, mwk
manacles (2), mwk thieves’
tools, 720 gp




DUERGAR BOMBARDIER
These eccentric duergar enjoy nothing more than
concocting new alchemical methods to kill and torture

their enemies.

DUERGAR BOMBARDIER CR1
XP 400

Duergar alchemist 2 (Pathfinder RPG Advanced Player’s Guide 26)
LE Medium humanoid (dwarf)

Init +4; Senses darkvision 120 ft.; Perception +6

DEFENSE

AC 22, touch 14, flat-footed 18 (+2 armor, +4 Dex, +6 natural)
hp 18 (2d8+6)

Fort +5, Ref +7, Will +0; +2 vs. spells

Immune paralysis, phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.
Melee light mace +2 (1d6+1)

Ranged bomb +6 (1d6+2 acid or fire) or
light crossbow +3 (1d8/19-20)

Special Attacks bomb 6/day (1d6+2 acid or fire, DC 13)

spell-Like Abilities (CL 2nd; concentration -1)
1/day—invisibility (self only), ironskin®

Alchemist Extracts Prepared (CL 2nd)
1st—bomber’s eye**¢, shield, true strike

TACTICS

Before Combat The bombardier quaffs a Dexterity mutagen
and casts ironskin.

During Combat The bombardier spends most of the combat
lobbing bombs or alchemist’s fire at her foes, using
invisibility and potions of longstrider to gain superior tactical
positions or make a hasty retreat.

Base Statistics When she’s not under the effect of her mutagen
and ironskin, the bombardier’s statistics are Init +2; AC 14,
touch 12, flat-footed 12; Ref +5, Will +1; Ranged bomb +4
(1d6+2 fire) or light crossbow +3 (1d8/19-20); Dex 14, Wis 12;
CMD 14 (18 vs. bull rush, 18 vs. trip); Skills Heal +6, Disable
Device +7, Perception +6, Survival +6.

STATISTICS

Str 12, Dex 16, Con 15, Int 15, Wis 10, Cha 4

Base Atk +1; CMB +2; CMD 16 (20 vs. bull rush or trip)

Feats Brew Potion, Extra Bombs**®, Throw Anything

Knowledge (arcana) +7, Perception +6, Survival +4
Languages Aklo, Common, Draconic, Dwarven, Undercommon

( Skills Craft (alchemy) +7, Disable Device +8, Heal +4,

e SQ alchemy (alchemy crafting +2, identify potions),

discovery (acid bomb), ironskinned®, mutagen (+4/-2,
+2 natural, 20 minutes), poison use, slow and
steady, stability
Combat Gear potions of cure light wounds (2),
potions of detect secret doors (2), potions of
expeditious retreat (2), potions of negate aroma*™ (2),
acid (6), alchemist's fire (6), smokesticks (6), tanglefoot
bags (6), thunderstones (6); Other Gear leather armor, light
crossbow with 10 bolts, light mace, dust of tracelessness,
tindertwigs (6), formula book, 2 gp

A duergar bombardier spends her days fiddling with
reagents and bizarre ingredients that she either finds
deep underground or purchases from scouts who have
brought them back from the surface or distant caverns.
Essential ingredients, especially plants, can be hard to
find, and a bombardier must work for money or favors if
she’s to continue practicing her craft.

Though the military and slavers are loath to employ
these unpredictable duergar, bombardiers can be very
effective when subtlety is not required. Though

most bombardiers wouldn’t hurt their own

kind—the bonds of kin and law are too
strong—they often inadvertently kill potential
slaves instead of capturing them.



DUERGAR MONKS

Martial mystics expunge corruption from duergar society.
DUERGAR ANVIL CR 1

XP 400

Duergar monk 2

LE Medium humanoid (dwarf)

Init +2; Senses darkvision 120 ft.; Perception +7

DEFENSE

AC 15, touch 15, flat-footed 12 (+2 Dex, +1 dodge, +2 Wis)

hp 18 (2d8+6)

Fort +5, Ref +5, Will +5; +2 vs. spells

Defensive Abilities evasion; Immune paralysis, phantasms,
poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee unarmed strike +3 (1d6+2) or
unarmed strike flurry of blows +2/+2 (1d6+2)

Ranged shuriken +3 (1d2+2) or
shuriken flurry of blows +2/+2 (1d2+2)

Special Attacks flurry of blows, stunning fist (2/day, DC 13)

Spell-Like Abilities (CL 1st; concentration -2)
1/day—invisibility (self only), ironskin®

STATISTICS

Str 14, Dex 15, Con 14, Int 10, Wis 15, Cha 4

Base Atk +1; CMB +3; CMD 18 (22 vs. bull rush or trip)

Feats Combat Reflexes, Dodge, Improved Unarmed Strike,
Innate Flexibility®, Stunning Fist

Skills Acrobatics +7, Escape Artist +7, Perception +7, Stealth +7

Languages Common, Dwarven, Undercommon

$Q slow and steady, stability

Combat Gear potion of cure light wounds, potions of invisibility
(2), thunderstones (4); Other Gear shuriken (10), 7 gp

XP 12,800

Duergar monk (gray disciple) 12 (Pathfinder RPG Advanced
Race Guide 187)

LE Medium humanoid (dwarf)

Init +9; Senses darkvision 120 ft.; Perception +17

DEFENSE

AC 26, touch 22, flat-footed 20 (+3 armor, +1 deflection, +4 Dex
+1 dodge, +3 monk, +1 natural, +2 Wis)

hp 93 (12d8+36)

Fort +11, Ref +14, Will +11; +2 vs. spells

Defensive Abilities improved evasion; Immune disease,
paralysis, phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 60 ft.

Melee unarmed strike +14/+9 (2d6+2) or
unarmed strike flurry of blows +15/+15/+10/+10/+5 (2d6+2)

’

Ranged +2 shuriken +16/+11 (1d2+4) or
+2 shuriken flurry of blows +17/+17/+12/+12/+7 (1d2+4)

special Attacks flurry of blows, stunning fist (12/day, DC 18)

spell-Like Abilities (CL 12th; concentration +9)
1/day—enlarge person (self only), invisibility (self only), ironskin®

STATISTICS

Str 14, Dex 20, Con 14, Int 10, Wis 15, Cha 4

Base Atk +9; CMB +14; CMD 33 (37 vs. bull rush or trip)

Feats Dodge, Gray Dwarf Magic® (ironskin®), Extra Ki, Improved
Initiative, Improved Unarmed Strike, Innate Flexibility® (2),
Mobility, Spring Attack, Stunning Fist, Weapon Finesse

Skills Acrobatics +20 (+32 when jumping), Escape Artist +20,
Perception +17, Stealth +20

Languages Common, Dwarven, Undercommon

$Q born in darkness*®¢, earth glide*®¢, fade from sightA®c,
fast movement, gray heart*®s, ki pool (10 points, cold iron,
lawful, magic), maneuver training, slow and steady, stability

Combat Gear potion of cure serious wounds; Other Gear +2
shuriken (10), amulet of natural armor +1, belt of incredible
dexterity +2, bracers of armor +3, cloak of resistance +1, ring
of protection +1, 588 gp




DUERGAR SOLDIERS

Veteran soldiers among the duergar lead groups of
warriors or form their own elite strike forces. These
soldiers always use enlarge person before combat.

DUERGAR SERGEANT CR1

XP 400

Duergar fighter 2

LE Large humanoid (dwarf)

Init +0; Senses darkvision 120 ft.; Perception +2

DEFENSE

AC 16, touch 9, flat-footed 15 (+7 armor, -1 size)

hp 23 (2d10+8)

Fort +6, Ref +0, Will +2 (+1 vs. fear); +2 vs. spells

Defensive Abilities bravery +1; Immune paralysis,
phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee mwk dwarven waraxe +5 (2d8+4/x3)

Ranged heavy crossbow +3 (2d8/19-20)

spell-Like Abilities (CL 2nd; concentration -1)
1/day—enlarge person (self only), invisibility (self only)

STATISTICS

Str 17, Dex 10, Con 16, Int 10, Wis 15, Cha 4

Base Atk +2; CMB +5; CMD 16 (20 vs. bull rush or trip on
solid ground)

Feats Cleave, Power Attack, Weapon Focus (dwarven waraxe)

Skills Handle Animal +1, Perception +2, Ride -2, Survival +6

Languages Common, Dwarven, Undercommon

$Q slow and steady, stability

Combat Gear potions of cure light wounds (2), alchemist’s fire (2);
Other Gear banded mail, heavy crossbow with 10 bolts, mwk
dwarven waraxe, 9 gp

DUERGAR CAPTAIN CR 8

XP 4,800

Duergar fighter 9

LE Medium humanoid (dwarf)

Init +0; Senses darkvision 120 ft.; Perception +2

DEFENSE

AC 22, touch 10, flat-footed 20 (+10 armor, +1 deflection,
+1 natural, -1 size)

hp 90 (9d10+36)

Fort +10, Ref +4, Will +6 (+2 vs. fear); +2 vs. spells

Defensive Abilities bravery +2, Immune paralysis,
phantasms, poison

Weaknesses light sensitivity

OFFENSE

Speed 20 ft.

Melee +2 dwarven waraxe +17/+12 (2d8+12/19-20/x3)

Ranged mwk heavy crossbow +11 (2d8+1/19-20)

Special Attacks weapon training (axes +2, crossbows +1)

spell-Like Abilities (CL 9th; concentration +6)
1/day—enlarge person (self only), invisibility (self only)

STATISTICS

Str 19, Dex 10, Con 16, Int 10, Wis 15, Cha 4

Base Atk +9; CMB +13 (+15 overrun, +15 sunder); CMD 25 (29 vs.
bull rush or trip)

Feats Cleave, Great Cleave, Greater Overrun, Greater Sunder,
Greater Weapon Focus (dwarven waraxe), Mounted Combat,
Power Attack, Vital Strike, Weapon Focus (dwarven waraxe),
Weapon Specialization (dwarven waraxe)

Skills Climb +6, Handle Animal +3, Perception +2, Ride +8,
Survival +8

Languages Common, Dwarven, Undercommon

$Q armor training 2, slow and steady, stability

Combat Gear potions of cure serious wounds (2),
thunderstones (3); Other Gear +7 full plate, +2 dwarven
waraxe, mwk heavy crossbow with 10 bolts, amulet of

natural armor +1, cloak of resistance +1, ring of protection +1,
129 gp




DUERGAR HIGH PRIEST

Imbued with the divine might of the dark god who saved
the duergar from destruction, high priests are often seen
as the true authorities in duergar society.

XP 19,200

Duergar cleric 13
LE Medium humanoid (dwarf)
Init +0; Senses darkvision 120 ft.; Perception +18
DEFENSE
AC 31, touch 14, flat-footed 31 (+9 armor, +4 deflection,
+8 natural)
hp 101 (13d8+39)
Fort +10, Ref +4, Will +13; +2 vs. spells
Immune paralysis, phantasms, poison
Weaknesses light sensitivity
OFFENSE
Speed 20 ft.; freedom of movement
Melee +7 heavy mace +12/+7 (1d8+2)
Ranged mwk light crossbow +10 (1d8/19-20)
Special Attacks channel negative energy 4/day (DC 17, 7d6)
Spell-Like Abilities (CL 13th; concentration +14)
1/day—enlarge person (self only), invisibility (self only),
ironskin®
Domain Spell-Like Abilities (CL 13th; concentration +18)
8/day—copycat (13 rounds), dazing touch
At will—charming smile (13 rounds/day, DC 16), master’s
illusion (13 rounds/day, DC 21)
Cleric Spells Prepared (CL 13th; concentration +18)
7th—blasphemy (DC 22), insanity® (DC 22)
6th—blade barrier (DC 21), harm (DC 21), mislead® (DC 21)
5th—break enchantment (DC 20), breath of life, charm
monster® (DC 20), slay living (DC 20), wall of stone (DC 20)
4th—cure critical wounds, divine power, freedom of
movement, heroism®, spell immunity, unholy blight (DC 19)
3rd—bestow curse (DC 18), dispel magic, invisibility purge,
stone shape, suggestion® (DC 18), wind wall
2nd—control vermin® (DC 17), hold person (2, DC 17),
invisibility®, sound burst (DC 17), spiritual weapon
1st—bane (DC 16), charm person® (DC 16), cure light wounds,
divine favor, doom (DC 16), shield of faith (2)
0 (at will)—detect magic, guidance, resistance, virtue
D domain spell; Domains Charm, Trickery
TACTICS
Before Combat The high priest casts freedom of
movement, ironskin, and shield of faith.
During Combat The high priest first provides magical
support, then uses enlarge person and enters combat.
Base Statistics When not under the effects of freedom
of movement, ironskin, and shield of faith, the high priest’s -
statistics are AC 22, touch 11, flat-footed 22; Speedno
freedom of movement. ;

)
DUEGQ /

STATISTICS

Str 13, Dex 10, Con 14, Int 8, Wis 20, Cha 12

Base Atk +9; CMB +10; CMD 21 (25 vs. bull rush or trip)

Feats Combat Casting, Gray Dwarf Magic® (ironskin®), Giant
Steps”®S, Innate Flexibility®, Tough as Iron®, Toughness,
Weapon Focus (heavy mace)

Skills Knowledge (religion) +8, Perception +18, Spellcraft +9

Languages Common, Dwarven, Undercommon

$Q slow and steady, stability

Combat Gear scroll of cure critical wounds; Other Gear +3
chainmail, +1 heavy mace, mwk light crossbow with 20 bolts,
amulet of natural armor +2, headband of inspired wisdom +2,
ring of protection +1, silver unholy symbol, spell component
pouch, 321 gp

Because religious doctrine is so influential in duergar
society, common duergar treat high priests like the voice
of their god, trusting their wisdom in all things. A high
priest is effectively the primary lawmaker for her clan.

o




PEETLES

Duergar capture and keep these glistening black beetles.

DARK SPITTER BEETLE

This large beetle’s black, shiny exoskeleton clicks and grinds as
it opens its dripping mandibles.

DARK SPITTER BEETLE
XP 800

N Large vermin

Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE

AC 17, touch 9, flat-footed 17 (+8 natural, -1 size)
hp 26 (4d8+8)

Fort +6, Ref +1, Will +1

Immune acid, mind-affecting effects
Weaknesses light sensitivity

OFFENSE

Speed 30 ft.

Melee bite +6 (2d8+6)

Space 10 ft.; Reach 5 ft.

Special Attacks breath weapon (15-ft. cone, 2d4 acid damage,
Reflex DC 14 half, usable once every 1d4 rounds), trample
(1d6+6, DC 16)

\ \\ 1 !

STATISTICS

Str 18, Dex 11, Con 15, Int —, Wis 11, Cha 6
Base Atk +3; CMB +8; CMD 18 (22 vs. trip)
ECOLOGY

Environment any underground
Organization single, pair, or cluster (3-6)
Treasure none

Spitter beetles are used as mounts by duergar explorers.

JUGGERNAUT BEETLE

This massive insect lumbers ominously, waving scythe-like
mandibles that reek of acid.

UGGERNAUT BEETLE
XP 38,400
N Huge magical beast
Init -1; Senses darkvision 120 ft., low-light vision; Perception +1
DEFENSE
AC 29, touch 7, flat-footed 29 (-1 Dex, +22 natural, -2 size)
hp 210 (20d10+100)
Fort +17, Ref +11, Will +7
Defensive Abilities selective mind; Immune acid, mind-
affecting effects
Weaknesses light sensitivity
OFFENSE
Speed 30 ft.
Melee bite +28 (4d10+15/19-20)
Space 15 ft.; Reach 10 ft.
Special Attacks breath weapon (60-ft. cone, 8d6 acid damage,
Reflex DC 25 half, usable once every 1d4 rounds), trample
(2d8+15, DC 30)
STATISTICS
Str 31, Dex 9, Con 20, Int 2, Wis 13, Cha 8
Base Atk +20; CMB +32 (+34 bull rush); CMD 41 (43 vs.
bull rush or trip)
Feats Awesome Blow, Cleave, Critical Focus, Great
(Cleave, Improved Bull Rush, Improved Critical
(bite), Improved Vital Strike, Power Attack,
Stunning Critical, Vital Strike
Skills Climb +23, Perception +14
ECOLOGY
Environment any underground
Organization single or pair
Treasure none
SPECIAL ABILITIES
Selective Mind (Su): To anyone but
duergar, these beetles count as
mindless. Duergar can affect them with
mind-affecting effects, and train and
control them as if the beetles were animals.

One duergar steers a juggernaut while two riders attack.



DUERGAR DARK PILGRIMAGE (CR 16)

EncounTEﬁs Duergar religious pilgrimages are usually provided with a

juggernaut beetle to help defend the faithful and to carry

Most duergar are encountered deep under the earth, large reliquaries. High priests often lead pilgrimages to
patrolling their territory, hunting for fresh slaves, or rich caverns and bring back precious gems and ingots.
bringing back riches from veins of ore and precious

stones. Duergar rarely venture to the surface; they
typically do so only when they have an opportunity to XP 135 each
capture powerful slaves or to attack dwarves who settle hp 8 each (Pathfinder RPG Bestiary 117)
above a duergar stronghold.
DUERGAR SLAVE HUNTERS (CR 11) XP 12,800 each
Searching on the surface after twilight or hidden away hp 93 each (see page 49)
from the accursed sky, these slavers move through the
shadows quickly and with relative stealth until they find
their prey. XP 19,200

hp 101 (see page 51) B
XP 800 each : UGGERNAUT BEETLE CR 14
hp 26 each (see page 52) 4 XP 38,400

hp 210 (see page 52)

DUERGAR LIEUTENANTS (3 (R 5
XP 1,600 each

hp 61 each (see page 46)

DUERGAR TASKMASTER CR9
XP 6,400

hp 64 (see page 47)

DUERGAR MINING CARAVAN (CR 13)

Duergar are very protective of their mineral resources,
and they travel in force when journeying to or from a
remote mine.

DARK SPITTER BEETLES (14 (R3
XP 800 each

hp 26 each (see page 52)

XP 135 each

hp 8 each (Pathfinder RPG Bestiary 117)

XP 4,800

hp 90 (see page 50)

DUERGAR LIEUTENANTS (4 (R5
XP 1,600 each

hp 61 each (see page 46)

DUERGAR TASKMASTER CR9
XP 6,400

hp 64 (see page 47)




“With ash and smoke and fire they came, down the slope of the mountain like
a living lava flow. The king had mustered an army to face them, of course—
peasant levies, infantry, archers, and mounted knights—but we were doomed
from the start.

“Those giants made our forces look like toy soldiers. Ranks upon ranks of fire
giants, clad in burnished armor, all marching in time—a thunderous beat that
shook the earth. The levies turned and ran even before the battle was joined. The
arrows were no more than gnats to the giants, the spears of the infantry little
more than twigs to be snapped without a second thought.

“By the end of the day, the city was in flames. Its citizens fled, were slaughtered,
or were enslaved. Nothing withstood the onslaught. I doubt anything could have.”

—Alben Meerel, retired general




hen orc raiders ransack a sleepy countryside

settlement, it’s a tragedy; when fire giants do the

same, the result is utter devastation. The distinction
between an apocalypse and a raid by fire giants is semantics
alone, as the conflagrations caused by these terrible warlords
can consume villages, strongholds, and entire cities.

Fire giants simultaneously embody the tempered reserve
of finely crafted steel and the fury of wildfires. They are both
the most warlike and the most organized ofthe giant races.
They are contemplative, strategic, and violent—a dangerous
combination for those that fall beneath the fierce gaze of
fire giant nobility and their bloodthirsty generals. Fire
giants’ military campaigns are always preceded by careful,
lengthy deliberation. Their war rooms and courts churn
with activity; indeed, the undercurrent of violence can be
felt in every facet of fire giant society.

Numerous societies mention fire giants in their fables
and histories, though never in a flattering light. Always
portrayed as ruthless soldiers and cunning warlords,
and often placed at the heart of devastating legends and
stories of catastrophe, fire giants exemplify the horrors
of war. This isn’t because they’re gifted with supernatural
strength or because the boulders they hurl at their enemies
smolder with heat and anger—those traits are accessories
at best. The truth is far more dire than can be illustrated
in any apocryphal myth or children’s story: fire giants are
intimately associated with war and destruction in lore and
legend simply because they are strong and they despise the
weak. Unfortunately for most of the world’s other races,
fire giants automatically perceive anything smaller than
themselves as weak and pathetic.

Fire giants dwell among craggy mountains and rocky
badlands. They make their workshops in the cores of
volcanoes, powering their forges with energy tapped from
flowing lava and quenching their blazing arms and armor
with the blood of their quarry. The smog created by fire
giants’ immense smelting factories and smithies roils
with lightning and thunder during the dry season, and
the black soot that hangs over a fire giant settlement might
be mistaken by smaller folk for volcano smoke, though few
lowland dwellers hold this misconception for long.

Love is a mostly foreign concept among fire giants.
Procreation occurs rarely, and often only as a by-product
of other passions—a fire giant might feel the stir of desire
after a glorious battlefield victory or the public decapitation
of a reviled enemy, for instance. Conception is celebrated in
the clan, but only because the birth ofa strong child means
another hearty warrior to add to the fire giants’ ranks.

The formative years of a fire giant’s life are as marked
by war as are the lives of the adults in the tribe. From
birth, a youth is outfitted in custom-forged armor that
is remolded and replaced as needed to fit the youngster’s
growing frame. It takes nearly halfa century for a fire giant

to reach adulthood; this period is a time of endless, brutal,
bloody training. Sparring matches and competitions of’
strength are common measures of young fire giants’ skill
and promise. Tribal leaders watch such matches carefully,
ever on the lookout for prospective future generals. They
also identify those who are to be relegated to lesser positions
in the tribe, and weaklings destined to be culled from
the group. Fire giant society has no room for those who
cannot pull their own weight. All young fire giants must
demonstrate their worth by surviving for a time in exile
outside the tribe’s holdings, or die trying.

Fire giants revel in warfare on any scale. Massacres and
genocides entertain these hungry brutes as much as do
small-scale skirmishes or one-on-one wrestling bouts. Of
course, the battles that result in the most spilled blood are
the ones that make it into fire giants’ own oral legends.
They have virtually no written lore, because they consider
transcribing tales of warfare a waste of time—to fire giants,
writing is best used to tally the deaths of their foes, count
their mounds of pillaged riches, and catalog the slaves
captured from the latest raid. Such bookkeeping is usually
the work of enslaved scribes, so that no fire giants need sully
their hands with ink or paper.

Possibly the only factor that has stopped fire giants
from spreading to the farthest corners of the globe and
dominating entire nations is their fractious nature—their
clans and tribes are constantly at odds with one another.
Even in regions where fire giant rule is already practically
ensured, rival clans might be unable to secure control if they
cannot select a single ruler to unify and guide them. Their
quick tempers and great pride makes treaties and alliances
rare, and more than once a powerful fire giant kingdom has
crumbled beneath the weight of such arrogance.

Battles between fire giant clans are dramatic spectacles to
behold—gouts oflava burst from the earth as magmablades
call upon their fell flame magic, and steam hog-riding
cavalry create veritable earthquakes as they charge headlong
into the fiery fray. Such skirmishes might take place
anywhere—location makes no difference to feuding fire
giants. Woe betide any innocent bystanders caught in the
crossfire of these epic clashes; entire settlements have been
obliterated in the collateral damage of a fire giant feud.

Fire giants hold might as the surest way to determine one’s
right to rule. Rulers who do not impose their strength upon
those beneath them are weak and deserve to be deposed,
while those who enforce their will by fear and brawn are
formidable kings and queens indeed. The monarchic
structure of fire giant society ensures that the lowest
members of the clan know their place among the forges
and the anvils, and it entrenches members of the nobility
in the upper echelons of this brutish hierarchy.

Full statistics for fire giants can be found on page 148
of the Pathfinder RPG Bestiary.




NEW RULES

The following section presents a new oracle mystery, new

feats, and new magic items common among fire giants.

FIRE GIANT ORACLE MYSTERY

Among fire giants, the rare but blessed oracles of the
apocalypse are favored emissaries of the divine.

Apocalypse

Deities: Gorum, Rovagug.
Class Skills: An oracle with the apocalypse mystery

adds Bluff, Disguise, Survival, and Stealth to her list of

class skills.

Bonus Spells: deathwatch (2nd), summon swarm (4th),
explosive runes (6th), ice storm (8th), insect
plague (10th), circle of death (12th),
vision (14th), incendiary cloud
(16th), meteor swarm (18th).

Revelations: An oracle
with the apocalypse mystery
can choose from any of the

following revelations.

\\\\\

Defy Elements (Ex): Choose one energy type (acid,
cold, fire, electricity, or sonic). You gain resistance 5 to
the selected energy type. At 5th level and every 5 levels
thereafter, you can choose an additional energy type for
which to gain resistance 5, or you can choose a previously
chosen energy type and increase that resistance by 5 (to a
maximum resistance of 20 for any one energy type).

Destructive Roots (Su): You can root yourselfto your current
spot and cause the world around you to fall apart. As a
standard action, you can cause the ground in a 5-foot radius
burst centered on you to crumble and rupture, becoming
difficult terrain. As a move action on subsequent rounds,
you can continue to concentrate on this area as though
concentrating on a spell; doing so increases the radius
of difficult terrain by 5 feet (maximum 3o0-foot-radius).
You immediately cease concentrating if you move from
the square you started in when you activated this ability.
Difficult terrain created by this ability remains for 24 hours
before returning to its original state. You must be at least
7th level to select this revelation.

Doomsayer (Su): As a standard action, you can utter a dire
prophecy that strikes fear in your enemies and causes them
to become shaken. To be affected, an enemy must be within
30 feet and able to hear you. This effect persists as long as
the enemy is within 30 feet and you use a move action each
round to continue your doomsaying. This ability cannot
cause a creature to become frightened or panicked, even if
the target was already shaken from another effect. Thisisa
mind-affecting fear effect that relies on audible components.
At 15th level, continuing your doomsaying each round is a
swift action instead. You must be at least 7th level to select
this revelation.

Dust to Dust (Su): Once per day as a standard action, you can
cause the weapons around you to shatter in their wielders’
hands. When you use this ability, attempt a single sunder
combat maneuver, using your caster level in place of your
base attack bonus and your Charisma modifier in place
of Strength. Every creature except you in a 10-foot radius
that is wielding a manufactured weapon is targeted by
the same attempt. You deal an amount of damage to each
weapon affected equal to 1d4 x your Charisma modifier
(minimum 1d4). At 11th level, this damage increases to 1d6
x your Charisma modifier (minimum 1d6). At 1oth level,
you can use this ability twice per day.

Erosion Touch (Su): As the nature mystery revelation.

Near Death (Su): As the bones mystery revelation.
Pass the Torch (Su): Once per day as a swift
action, you can channel the energy of the
apocalypse into your body, causing you to
ignite. You take 1d4 points of fire damage
when you activate this ability and again
at the beginning of your turn until you
end the effect. Any creature that begins



its turn adjacent to you takes 1d6 points of fire damage as
the fire spreads, plus 1 additional point of fire damage for
each previous round you have had this ability active. For
example, adjacent creatures take 1d6+5 points of damage
ifyou have had this ability active for 5 rounds. You can use
this ability for a number of rounds equal to 1/2 your oracle
level, and you can end this ability as a free action. At 5th
level and every 5 levels thereafter, you can use this ability
one additional time per day.

Power of the Fallen (Sp): You can touch a dying creature
and channel its life energy into another living creature.
This ability acts as death knell, except you can choose any
ally (including yourself) within 30 feet to gain the benefit
of this effect, and you can apply the +2 enhancement bonus
to either Strength, Dexterity, or Constitution. You can
use this ability a number of times per day equal to your
Charisma modifier. You must be at least 5th level to select
this revelation.

Spell Blast (Su): As a swift action whenever you confirm a
critical hitagainst an opponent with a spell that requires an
attack roll, you can immediately attempt to bull rush your
opponent in any direction. You don’t provoke an attack of
opportunity for this bull rush attempt.

Unstoppable Overrun (Ex): You can attempt overrun
combat maneuvers against opponents that are up to two
size categories larger than you. At 5th level, you gain
Improved Overrun as a bonus feat. At 10th level, you gain
Greater Overrun as a bonus feat. You don’t need to meet
the prerequisites to gain these feats.

Final Revelation: Upon reaching 2oth level, you become
a herald of the apocalypse and wield the awesome power
to fulfill such prophecy. Anytime you successfully cast
a spell or use an ability that bestows 1 or more negative
levels, the effect bestows 1d4 additional negative levels.
Whenever you confirm a critical hit against a creature
(including with a melee, ranged, or spell attack), as a swift
action you can curse the target of your attack, as the bestow
curse spell, except the target doesn’t receive a Will saving
throw to negate the effects and spell resistance does not
apply against this ability.

FIRE GIANT FEAT

Fire giant warriors have access to the following feat.

Smoking Boulder
The boulders you hurl burn so hot that they smoke.

Prerequisites: Base attack bonus +11, heated rock
special ability.

Benefit: When you throw a rock as part of an attack
action and hit your target, you can cause the boulder to
emit a 10-foot-radius spread of heavy smoke. The smoke
lasts for 1d4 rounds. (See page 444 of the Pathfinder RPG
Core Rulebook for rules on smoke effects.)

N

FIRE GIANT MAGIC ITEMS

The burning weapon special ability and steaming armor
special ability add the power of fire and steam to the arms
and armor of fire giants.

PRICE
+2 BONUS

WEIGHT —

A burning weapon causes an unattended flammable object to
ignite when struck (Fortitude DC 13 negates for magic items),
dealing 1d6+1 points of fire damage to the object each round
after it’s ignited. An item made mostly or entirely out of wood
is even more susceptible to this effect, taking 2d6+2 points
of fire damage. This effect lasts for 1d4 rounds. A creature
that ends its turn in the same space as a burning object takes
1d6+1 points of fire damage.

Up to three times per day, the bearer of a burning weapon
can, on command, cause a single object that has been ignited
by the weapon to burn even brighter, increasing the duration
of its burning effect by 1d4+1 rounds and causing the fire to
expand in a burst that extends 5 feet from the object. This
burst of fire deals 1d6+1 points of fire damage to each creature
in that area, and it can ignite unattended flammable objects
within that area as if they had been hit with the weapon.

Fire giants often make use of burning weapons in their
fervid crusades against other races.

AURA strong evocation CL 12th

CONSTRUCTION REQUIREMENTS |___€osT +2 bonus

Craft Magic Arms and Armor, elemental touch**®

PRICE
+2 BONUS

WEIGHT —

AURA faint evocation CL 3rd

A suit of steaming armor features numerous sliding plates
and movable pieces to aid in ventilation. Three times per day,
the wearer of steaming armor can speak a command word
that causes the armor to emit a cloud of scorching steam. The
steam lasts for 5 rounds or until the wearer dismisses it by
speaking a second command word.

When the wearer speaks the command word and at the
start of the wearer’s turn during subsequent rounds, the steam
deals 1dé6 points of fire damage to any creature grappling the
wearer or occupying the wearer’s square (though not to the
wearer) and 1 point of damage to any creature within a 5-foot-
radius burst of the wearer (except for those that have already
taken damage because they are grappling the wearer). While
the steaming ability is active, a creature that is within 5 feet
of the wearer that makes a melee attack or attempts a combat
maneuver against the wearer must succeed at a DC 14 Reflex
saving throw or take 1d6 points of fire damage.

The steaming armor special ability can be applied only to
medium and heavy armors.

CONSTRUCTION REQUIREMENTS |___€osT +2 bonus

Craft Magic Arms and Armor, elemental aura**®
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FIRE GIANT VANGUARD

When the fire giants unleash their savagery, the glaives
and the strongarms are often in the lead.

XP 19,200

Fire giant fighter (polearm master) 2 (Pathfinder RPG Advanced
Player’s Guide 106)

LE Large humanoid (fire, giant)

Init +5; Senses low-light vision; Perception +23

DEFENSE

AC 24, touch 10, flat-footed 23 (+6 armor, +1 Dex, +8 natural,
-1 size)

hp 197 (17 HD; 15d8+2d10+119)

Fort +19, Ref +6, Will +10

Defensive Abilities rock catching; Immune fire

Weaknesses vulnerable to cold
OFFENSE
Speed 40 ft.

Fraa/

s/

AL

o,.'l.l

Melee +2 glaive +24/+19/+14 (2d8+15/x3)

Ranged rock +14 (1d8+13 plus 1d6 fire)

Space 10 ft.; Reach 20 ft. (10 ft. with pole fighting)

Special Attacks heated rock, pole fighting -4, rock throwing
(120 ft.)

STATISTICS

Str 29, Dex 13, Con 25, Int 12, Wis 16, Cha 10

Base Atk +13; CMB +23 (+27 overrun, +25 sunder); CMD 34
(36 vs. overrun, 36 vs. sunder)

Feats Cleave, Great Cleave, Greater Overrun, Improved Initiative,
Improved Overrun, Improved Sunder, Iron Will, Power Attack,
Smoking Boulder*, Step Up, Weapon Focus (glaive)

Skills Climb +22, Craft (armor) +9, Intimidate +20,

Perception +23, Profession (soldier) +9

Languages Common, Giant

Combat Gear potions of cure serious wounds (3), tangleburn
bags't (3); Other Gear +7 mithral scale mail, +2 glaive,

82 gp

FIRE GIANT STRONGARM (R 13
XP 25,600

Fire giant fighter 3

LE Large humanoid (fire, giant)

Init +1; Senses low-light vision; Perception +24

DEFENSE
AC 31, touch 11, flat-footed 30 (+9 armor, +1 deflection, +1 Dex,
+8 natural, +3 shield, -1 size)

hp 158 (18 HD; 15d8+3d10+75)

Fort +16, Ref +7, Will +11 (+1 vs. fear)

Defensive Abilities bravery +1, rock catching; Immune fire

Weaknesses vulnerable to cold

OFFENSE

Speed 30 ft.

Melee +1 flaming warhammer +27/+22/+17 (2d6+13/x3)

Ranged rock +15/+10/+5 (1d8+18 plus 1d6 fire)

Space 10 ft.; Reach 10 ft.

Special Attacks heated rock, rock throwing (120 ft.)

STATISTICS

Str 35, Dex 13, Con 19, Int 12, Wis 16, Cha 10

Base Atk +14; CMB +27 (+29 overrun, +29 sunder);

CMD 39 (41 vs. overrun, 41 vs. sunder)

Feats Improved Overrun, Impact Critical Shot',
Improved Sunder, Iron Will, Point-Blank Shot, Power Attack,
Precise Shot, Quick Draw, Smoking Boulder®, Target of
Opportunity'c, Weapon Focus (warhammer)

Skills Climb +22, Craft (weapons) +9, Intimidate +21,
Perception +24

Languages Common, Giant

$Q armor training 1

Combat Gear potions of cure serious wounds (2), fuse
grenades't (3); Other Gear +7 steaming* half-plate,
+1 arrow catching heavy steel shield, +1 flaming
warhammer, ring of protection +1, 98 gp




FIRE GIANT LIEUTENANT

After the vanguard does its work, elite fire giant
lieutenants lead the ranks of common fire giants into
the fray, hammering the targets of their lords’ ire into
twisted, burning wreckage.

XP 76,800

Fire giant cavalier 6 (Pathfinder RPG Advanced Player’s Guide 32)

LE Large humanoid (fire, giant)

Init +4; Senses low-light vision; Perception +19

DEFENSE

AC 32, touch 10, flat-footed 32 (+10 armor, +1 deflection,
+8 natural, +4 shield, -1 size)

hp 253 (21 HD; 15d8+6d10+153)

Fort +21, Ref +7, Will +12

Defensive Abilities rock catching; Immune fire

Weaknesses vulnerable to cold

OFFENSE

Speed 30 ft.

Melee +1 bastard sword +27/+22/+17/+12 (2d8+10/19-20) or
+1 valiant lance +26/+21/+16/+11 (2d6+14/x3) or
2 slams +25 (1d8+9)

Ranged rock +17 (1d8+14 plus 1dé6 fire)

Space 10 ft.; Reach 10 ft.

Special Attacks banner +2/+1, cavalier’s charge, challenge
(+8, 3/day), heated rock, rock throwing (120 ft.)

TACTICS

Before Combat This fire giant mounts her giant dire boar and
approaches the battle.

During Combat Entering the battle, the fire giant
lieutenant challenges the most powerful opponent, and

charges that foe atop her steed with her valiant lance.
Once in the thick of combat, she eschews her lance for
her bastard sword, hewing foes surrounding her.

STATISTICS

Str 29, Dex 11, Con 25, Int 12, Wis 16, Cha 17

Base Atk +17; CMB +27 (+29 overrun, +29 sunder); CMD 38 (40
vs. overrun, 40 vs. sunder)

Feats Cleave, Exotic Weapon Proficiency (bastard sword),
Great Cleave, Improved Initiative, Improved Overrun,
Improved Sunder, Iron Will, Mounted Combat, Power Attack,
Precise Strike**¢, Pushing Assault*"S, Trample, Weapon
Focus (bastard sword)

Skills Climb +15, Craft (weapons) +9, Diplomacy +14, Handle
Animal +17, Intimidate +14, Knowledge (nobility) +12,
Perception +19, Ride +10

Languages Common, Giant, Orc

$Q expert trainer +3, mount (giant dire boar), order of the lion
(lion's call), tactician (2/day, 6 rounds, standard action)

Combat Gear potions of cure serious wounds (3), potion
of haste; Other Gear +7 human-defiant't full plate,
+2 ramming“t heavy steel shield, +1 bastard sword,

La
L
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+1 valiant’® lance, headband of mental prowess +2 (Int, Cha),
horn of battle clarity"t, horn of fog", ring of protection +1,
vambraces of the tactician‘t

GIANT DIRE BOAR MOUNT
Giant dire boar (Pathfinder RPG Bestiary 36, 295)
hp 52

(R —

Kings and queens direct the movements and strategies
of entire armies, but fire giant lieutenants command
the rank-and-file soldiers on the battlefield from atop
their massive mounts. Fire giant lieutenants are superb
tacticians, and they inspire the troops under their
command. The lieutenants know that to flee battle is to
incur the wrath of their king or queen.

The giant dire boar presented above functions as a
mount for the fire giant lieutenant’s mount ability.

-




FIRE GIANT MAGMABLADE

Mixing force of arms with fiery magic, a magmablade is
a tornado of flame and carnage.

XP 102,400

Fire giant magus 14 (Pathfinder RPG Ultimate Magic 9)

LE Large humanoid (fire, giant)

Init +0; Senses low-light vision; Perception +35

DEFENSE

AC 35, touch 10, flat-footed 35 (+11 armor, +1 deflection,
+10 natural, +4 shield, -1 size)

hp 253 (29d8+123)

Fort +23, Ref +10, Will +20

Defensive Abilities rock catching; DR 10/adamantine
(140 points); Immune fire, magic missile

Weaknesses vulnerable to cold

OFFENSE

Speed 40 ft.

r -

Melee +1 dispelling keen battleaxe +35/+30/+25/+20
(2d6+16/19-20/x3) or
2 slams +33 (1d8+13)
Ranged rock +21 (1d8+19 plus 1dé6 fire)
Space 10 ft.; Reach 10 ft.
Special Attacks greater spell combat, heated rock, improved
spell combat, rock throwing (120 ft.), spell combat (-2 attack,
+2 concentration, double bonus), spellstrike
Magus Spells Prepared (CL 14th; concentration +19)
5th—geysert®e (DC 20), telekinesis (DC 20), wall of stone (DC 20)
4th—arcana theft™™, ball lightning**® (DC 19), black tentacles,
stoneskin, wall of fire

3rd—blink, dispel magic, fireball (DC 18), flame arrow, fly

2nd—alter self, blur, effortless armor'S, elemental touch**¢
(DC 17), invisibility, scorching ray

1st—burning hands (DC 16), enlarge person (DC 16),
expeditious retreat, flare burst**s (DC 16), magic missile,
mirror strike', reduce person (DC 16)

0 (at will)—acid splash, detect magic, flare (DC 15), light, spark"*

TACTICS

Before Combat The magmablade casts effortless armor,
stoneskin, and shield from a scroll.

During Combat The magmablade wades into battle, using a

mix of spellstrike, spellcasting, and melee prowess, causing

as much havoc as possible.

Base Statistics Without effortless armor, stoneskin, and
shield, the magmablade’s statistics are AC 31, touch 10,
flat-footed 31; DR none; Immune fire; Speed 30 ft.;

Skills Climb +39, Fly +24.

STATISTICS

Str 36, Dex 11, Con 19, Int 20, Wis 16, Cha 10

Base Atk +21; CMB +35 (+37 overrun, +37 sunder); CMD 46 (48
vs. overrun, 48 vs. sunder)

Feats Burning Spell", Cleave, Combat Casting, Critical Focus,

Disruptive, Great Cleave, Improved Critical (battleaxe), Improved
Overrun, Improved Sunder, Iron Will, Maximize Spell, Power
Attack, Quicken Spell, Staggering Critical, Stunning Critical,
Weapon Focus (battleaxe), Weapon Specialization (battleaxe)

Skills Climb +41, Craft (weapons) +37, Fly +26, Intimidate +32,
Knowledge (arcana) +15, Perception +35, Spellcraft +37, Use
Magic Device +32

Languages Common, Draconic, Giant, Infernal, Orc

$Q arcane pool (12 points, +4), fighter training (fighter level 7),
heavy armor proficiency, improved spell recall, knowledge
pool, magus arcana (arcane edge, critical strike, maximized
magic, spell shield), medium armor proficiency

Combat Gear potions of cure serious wounds (2), scroll of
bear’s endurance, scroll of haste, scrolls of shield (2), wand
of true strike (50 charges); Other Gear +3 spell storing stone
coat' (scorching ray), +1 dispelling"t keen battleaxe, amulet
of natural armor +2, cloak of resistance +1, headband of
vast intelligence +4, pearl of power (3rd level), ring of
protection +1, granite and diamond dust worth 250 gp



FIRE GIANT DOOMBRINGER

With a single pronouncement from a doombringer, an
entire settlement can be reduced to cinder and ash.

XP 153,600

Fire giant oracle 16 (Pathfinder RPG Advanced Player’s Guide 42)
LE Large humanoid (fire, giant)
Init +6; Senses low-light vision; Perception +32
DEFENSE
AC 32, touch 12, flat-footed 30 (+9 armor, +1 deflection, +2 Dex,
+8 natural, +3 shield, -1 size)
hp 341 (31d8+202)
Fort +20, Ref +12, Will +20; +4 vs. disease, death effects, mind-
affecting effects, poison, sleep, stunning
Defensive Abilities rock catching; DR 2/—; Immune fire
Weaknesses vulnerable to cold
OFFENSE
Speed 30 ft.
Melee +2 conductive flail +35/+30/+25/+20 (2d6+12)
Ranged rock +25 (1d8+14 plus 1dé6 fire)
Space 10 ft.; Reach 10 ft.
Special Attacks heated rock, rock throwing (120 ft.)
Oracle Spells Known (CL 16th; concentration +22)
8th (3/day)—fire storm (DC 24), incendiary cloud (DC 24),
mass inflict critical wounds (DC 24)
7th (5/day)—blasphemy (DC 23), destruction (DC 23),
mass inflict serious wounds (DC 23), vision (DC 23)
6th (7/day)—barrier blade, circle of death (DC 22), harm
(DC 22), mass bull’s strength, mass inflict moderate
wounds (DC 22)
5th (7/day)—dispel good (DC 21), greater
command (DC 21), insect plague (DC 21),
mass inflict light wounds (DC 21), righteous
might, slay living (DC 21)
4th (7/day)—blessing of fervor®s, greater magic weapon,
ice storm (DC 20), imbue with spell ability, inflict critical
wounds (DC 20), unholy blight (DC 20)
3rd (7/day)—dispel magic, inflict serious wounds (DC 19),
invisibility purge, magic circle against good, stone shape,
explosive runes
2nd (8/day)—bear’s endurance, darkness, death knell
(DC 18), inflict moderate wounds, oracle’s burden**®
(DC 18), share language**, summon swarm
1st (8/day)—bane (DC 17), cause fear (DC 17),
deathwatch, doom (DC 17), inflict light wounds
(DC 17), obscuring mist, shield of faith
0 (at will)—bleed (DC 16), create water, detect
magic, detect poison, purify food and drink,
guidance, read magic, resistance, spark"*s |... > 4
Mystery apocalypse® b
STATISTICS
Str 31, Dex 15, Con 23, Int 10, Wis 16, Cha 22

Base Atk +23; CMB +34 (+36 overrun, +36 sunder); CMD 47
(49 vs. overrun, 49 vs. sunder)

Feats Cleave, Combat Casting, Critical Focus, Empower Spell,
Extra Revelation*", Great Cleave, Improved Initiative,
Improved Overrun, Improved Sunder, Iron Will, Martial
Weapon Proficiency (flail), Maximize Spell, Power Attack,
Quicken Spell, Selective Spell**s, Weapon Focus (flail)

Skills Climb +19, Craft (armor) +8, Heal +21, Intimidate +17,
Perception +32, Spellcraft +34

Languages Common, Giant; tongues

$Q oracle’s curse (tongues), revelations (doomsayer [30 ft., swift
action], erosion touch [16d6, 5/day], near death, pass the torch
[4/day, up to 8 rounds], power of the fallen [6/day], spell blast)

Combat Gear potions of cure serious wounds (3), scroll of

mass bear’s endurance, scroll of wall of stone, wand of

bestow curse (15 charges); Other Gear +3 unrighteous“t
adamantine breastplate, +2 light steel shield,

+2 conductivet flail, belt of physical might +2 (Str,

Dex), headband of alluring charisma +4, ring of

protection +1, spell component pouch, 495 gp




FIRE GIANT QUEEN

Strong, regal, and deadly, a queen among the fire giants
takes her place in battle, and like the namesake chess
piece moves decisively and with ruthless malice.

XP 204,800

Fire giant fighter 5/sorcerer 8

LE Large humanoid (fire, giant)

Init +2; Senses low-light vision; Perception +33

DEFENSE

AC 31, touch 14, flat-footed 28 (+7 armor, +2 deflection, +2 Dex,
+1 dodge, +10 natural, -1 size)

hp 326 (28 HD; 15d8+5d10+8d6+204)

Fort +22, Ref +10, Will +16 (+1 vs. fear)

Defensive Abilities bravery +1, rock catching; Immune fire

Weaknesses vulnerable to cold

OFFENSE

Speed 40 ft.

Melee +1 dispelling furyborn heavy mace +32/+27/+22/+17
(2d6+12/19-20)
Ranged rock +22 (1d8+15 plus 1dé6 fire)
Space 10 ft.; Reach 10 ft.
Special Attacks heated rock, rock throwing (120 ft.), weapon
training (hammers +1)
Sorcerer Spells Known (CL 8th; concentration +13)
4th (4/day)—dimension door
3rd (6/day)—dispel magic, fireball (DC 18), fly
2nd (7/day)—bull’s strength, dust of twilight**¢ (DC 17),
invisibility, scorching ray
1st (8/day)—burning hands (DC 16), color spray (DC 16),
endure elements, identify, ray of enfeeblement (DC 16),
summon monster |
0 (at will)—acid splash, bleed (DC 15), daze (DC 15), detect
magic, detect poison, flare (DC 15), read magic, touch of
fatigue (DC 15)
Bloodline arcane

TACTICS

During Combat The fire giant queen uses a mix of spells and
martial power to show her dominance in battle.

STATISTICS

Str 31, Dex 15, Con 25, Int 17, Wis 14, Cha 20

Base Atk +20; CMB +31 (+33 overrun, +33 sunder); CMD 46 (48
vs. overrun, 48 vs. sunder)

Feats Cleave, Combat Casting, Critical Focus, Dodge, Enlarge
Spell, Eschew Materials, Extend Spell, Great Cleave,
Improved Critical (heavy mace), Improved Overrun,
Improved Sunder, Iron Will, Maximize Spell, Power Attack,
Quicken Spell, Scribe Scroll, Stunning Critical, Tiring Critical,

Weapon Focus (heavy mace)
Skills Climb +22, Craft (weapons) +11, Diplomacy +21,
Intimidate +16, Knowledge (arcana) +24, Perception +33,

Spellcraft +34, Use Magic Device +36

Languages Common, Giant, Infernal

$Q arcane bond (mace), armor training 1, bloodline

arcana (+1 DC for metamagic spells that increase spell

level), metamagic adept (2/day)

Combat Gear potions of cure serious wounds (3),

potions of invisibility (2), scrolls of darkness (2), scroll of

flame arrow, scrolls of lightning bolt (2), scroll of summon
monster IV, wand of scorching ray (22 charges); Other

Gear +3 mithral spell storing“® chain shirt, +1 dispelling“t

furyborn't heavy mace, amulet of natural armor +2, belt

of physical perfection +2, headband of mental prowess +4

(Int, Cha), ring of protection +2

Many fire giant queens rule their tribes alongside their
husbands, whom they wed forlife in marriages based
_onpolitical power rather than romance. Other

F &ﬁ fire giant queens reign alone, bowing to no
& " king and needing no partner to supplement

their own considerable strength and power.



FIRE GIANT RING

A fire giant king is not content to loiter on his throne. He
searches for his enemies and expands his territory with
resourceful vigor.

XP 307,200

Fire giant ranger 10

LE Large humanoid (fire, giant)

Init +2; Senses low-light vision; Perception +38

DEFENSE

AC 34, touch 10, flat-footed 34 (+11 armor, +3 deflection,
-2 Dex, +13 natural, -1 size)

hp 382 (25 HD; 15d8+10d10+260)

Fort +26, Ref +10, Will +14

Defensive Abilities evasion, rock catching; Immune fire

Weaknesses vulnerable to cold

OFFENSE

Speed 30 ft.

Melee +1 brilliant energy greatsword +36/+31/+26/+21

(3d6+22/17-20) or
2 slams +34 (1d8+14)

Ranged rock +19 (1d8+21 plus 1d6 fire)

Space 10 ft.; Reach 10 ft.

Special Attacks combat style (two-handed weapon#*®),
favored enemy (animals +2, dragons +4, dwarves +4),
heated rock, rock throwing (120 ft.)

Ranger Spells Prepared (CL 7th; concentration +11)
3rd—cure moderate wounds
2nd—aspect of the bear*™, spike growth (DC 16)
1st—entangle (DC 15), longstrider, resist energy

TACTICS

Before Combat The fire giant king casts
aspect of the bear and longstrider.

During Combat The king typically leads his
warriors into battle, supporting his troops
and tearing through his enemies.

Base Statistics Without aspect of the bear and longstrider,
the fire giant king’s statistics are AC 32, touch 10,
flat-footed 32, Speed 30 ft.; CMB +36 (+38 bull rush,
+38 overrun, +38 sunder)

STATISTICS

Str 39, Dex 7, Con 30, Int 13, Wis 18, Cha 14

Base Atk +21; CMB +38 (+40 bull rush, +40 overrun,
+40 sunder); CMD 47 (49 vs. bull rush, 49 vs. overrun,
49 vs. sunder)

Feats Cleave, Endurance, Great Cleave, Improved Bull Rush,
Improved Critical (greatsword), Improved Initiative,
Improved Natural Armor, Improved Overrun,
Improved Sunder, Iron Will, Power Attack, Skill
Focus (Perception), Vital Strike, Weapon
Focus (greatsword)

Skills Climb +28, Craft (armor) +9, Intimidate +30, I\ &

Knowledge (geography) +14, Knowledge (nobility) +11,
Perception +38, Spellcraft +17, Stealth +7

Languages Common, Giant

$Q favored terrain (mountain +4, underground +2), hunter’s
bond (companions), swift tracker, track +5, wild empathy +12,
woodland stride

Combat Gear boots of speed, potions of cure serious
wounds (2); Other Gear +5 breastplate, +1 brilliant energy
greatsword, amulet of natural armor +2, belt of physical
might +4 (Str, Con), headband of mental superiority +2, ring
of protection +3

Fire giant kings rule over their volcanic dominions with a
cruel and heavy hand. Most kings seek the hand of a queen
to reign beside them, both to secure their own power
and to provide heirs to accede to their thrones when they
inevitably fall in battle. A fire giant king must always watch
his back, however, for there are always claimants eager to
seize his position.




Special Attacks steam cloud, trample (1d8+10, DC 21)
STEﬂm HOG STATISTICS

Str 24, Dex 11, Con 18, Int 1, Wis 12, Cha 9
D This massive warthog is outfitted with all manner of steel Base Atk +9; CMB +18; CMD 28 (32 vs. trip)

armor and unnatural augmentations, including a pair of razor- Feats Cleave, Improved Initiative, Iron Will, Power Attack,
sharp metal tusks. Toughness
Skills Climb +10, Perception +10

STEAM HOG ECOLOGY
XP 3,200 Environment warm mountains
N Huge magical beast Organization solitary, cavalry (2-4 plus 2-4 fire giants), or

;‘ Init +4; Senses darkvision 60 ft., low-light vision, scent; stampede (5-8 plus 3-8 fire giants)

Perception +10 Treasure standard (Huge adamantine scale mail barding,

: DEFENSE other treasure)

k AC 19, touch 8, flat-footed 19 (+5 armor, +6 natural, -2 size) SPECIAL ABILITIES
hp 94 (9d10+45) Steam Cloud (Ex) As a standard action, a steam hog can
Fort +10, Ref +6, Will +6 emit a cloud of steam from its snout in a 10-foot-radius
Defensive Abilities ferocity; DR 2/—; Resist fire 15 spread. The initial burst of steam deals 2d6 points of fire
OFFENSE damage to any creature in the area. The cloud remains

4I Speed 30 ft., burrow 10 ft. for 1d4 rounds once created, acting as a 10-foot-radius

! Melee gore +14 (2d6+7 plus 1d6 fire), 2 hooves +9 (1d8+3) obscuring mist. Any creature that begins its turn in the
Space 15 ft.; Reach 10 ft. area of the steam must succeed at a DC 18 Fortitude save

or take 1d6 points of fire damage. A steam hog can use

its steam cloud only once every 1d6 rounds. The save DC
is Constitution-based.

The military advancements of fire giants aren’t restricted
only to arms and armor—just as ore is dredged from the
mountains for these giants’ cruel forges, animals are
culled from the wilds to serve as fire giant weaponry. In

addition to using hell hounds, red dragons, and

other fiery fauna for their brutal campaigns,
fire giants have created several unique
species of war beasts all their own. Chief’
among these amalgamations of flesh and
steel are the malformed swine known
as steam hogs—enormous snorting
brutes charged with heading the front
lines of fire giant armies, each one
capable of laying low an entire platoon
of enemy soldiers.
While fire giants are more than capable
of crafting new armor for their steam hogs,
they take great pleasure in bedecking their
prized war beasts with the reforged arms and
armor of their vanquished foes. In this way, the
armor and accoutrements of a veteran steam hog
serve as a record of the battles and wars the beast
has fought in. When such a steam hog falls in battle,
its armor—and thus its history—are often kept by
sentimental fire giant handlers as treasured heirlooms.
Steam hogs average 16 feet long from snout to tail and
8 feet tall at the shoulder. They can weigh up to 3 tons,
or 4 tons when equipped with adamantine scale barding.




ENCOUDTERS

The following encounter groups represent some of the
most common ways a band of adventurers might have a
run-in with fire giants, or common military groupings
when fire giants are on campaign.

SCOUTING PARTY (CR 15)

Before launching a full-scale assault, fire giants often
determine the best means of attack by sending out a
small group to perform reconnaissance.

FIRE GIANT GLAIVES (2 CR 12
XP 19,200 each
hp 197 each (see page 58)

FIRE GIANTS (2 CR 10
XP 9,600 each
hp 142 each (Pathfinder RPG Bestiary 148)

ARTILLERY (CR 17)

Rarely seen but surely felt, fire giant artillery squads
hang back on the battlefield, throwing flaming boulders
and launching assaults from afar. But these
warriors are just as effective in closer )
combat as well. J ’

FIRE GIANT STRONGARMS (3) (R 13
XP 25,600 each

hp 158 each (see page 58)

XP 9,600 each

hp 142 each (Pathfinder RPG Bestiary 148)

RAIDING PARTY (CR 19)
Settlements that find themselves in the
path of fire giants’ territorial expansion have
much to fear from the prospect of a fire giant

raiding party.

FIRE GIANT STRONGARMS (4 CR 13
XP 25,600 each

hp 158 each (see page 58)

FIRE GIANTS (8 CR 10

XP 9,600 each
hp 142 each (Pathfinder RPG Bestiary 148)

HELL HOUNDS (12 (R 3
XP 800 each

hp 30 each (Pathfinder RPG Bestiary 173)

EN;T;S

)y

N NPl

STEAM HOGS (5
XP 3,200 each
hp 94 each (see page 64)

ROYAL ACCOMPANIMENT (CR 23)

Some fire giant nobles deem it necessary to descend from
their thrones to dally among the common laborers and
soldiers of the clan, or to survey their newly conquered
holdings. They're escorted by a small group of loyal

lieutenants to ensure their safety from would-be assassins.

When not traveling, these lieutenants serve as royal guards
in fire giant throne rooms.

FIRE GIANT KING CR 20
XP 307,200

hp 382 (see page 63)

FIRE GIANT LIEUTENANTS (4 CR 16

XP 76,800 each
hp 253 each (see page 59)

FIRE GIANT QUEEN

XP 204,800
hp 326 (see page 62)




“At first we thought the rumble was simply the storm. By the time we realized
the truth and threw open the shutters, they were upon us, appearing out of the
snow with greataxes raised high. With a single blow, their leader stove in the
roof of our feast hall, and then they were among us, laughing and sweeping
about with their great blades.

“Our warriors were no laggards. Every hand there went to a sword, but it
was no use. Who can stand against frost giants in a blizzard? Their sorcerers
shouted, and the ground turned to ice beneath our feet. Their wolves and bears
ran riot among us, tearing out throats and ripping limbs from sockets. Their
blades were everywhere, staining the snow, and their rocks crushed shields like
flower petals. One caught me on the helm, and I woke up in chains.”

—Droge Heldrigsson, escaped frost giant slave




atives of snow-capped peaks and primordial lands of

unending winter, frost giants consider themselves

the rightful inheritors of the world’s cold places. They
raid, conquer, and take slaves with wanton brutality. Lesser
races who shiver and hide from the chilling winds exist only
to serve them—as labor, as sport, and sometimes as meat.

Frost giants are among the larger giants, with males
standing 15 feet tall and weighing roughly 2,800 pounds,
and females being only slightly smaller. Most frost giants
have pale blue skin the color of glacial ice, though shades
can vary from deep blue to the white of fresh snow. Their
hair grows in pale shades of blue, white, or dirty yellow; it
is typically worn long and tied in braids, including beards.
A frost giant’s eyes typically match its hair, though with
much more vivid colors. Frost giants’ glacial coloration
helps them camouflage themselves in the frigid lands they
call home, and they often raid during ice storms to further
capitalize on this fact.

Frost giants bear nearly the same proportions as
humans, if more muscle-bound and broad-shouldered on
average. Like other humanoids, they are warm-blooded,
but their bodies have adapted to emit only infinitesimal
amounts of heat via their skin and breath, and their blood
cannot freeze, rendering them impervious to even the
most frigid cold. However, their blood boils easily, and
they become uncomfortably hot in more moderate climes.

A creature as massive as a frost giant requires a great deal
of food to keep going, which the giants supply mostly by
hunting and raiding. Caribou, elk, and other megafauna
of the frozen reaches make up the bulk of their diet. The
skins and hides of these creatures are put to use as clothing,
bedding, and tents. Frost giants see no reason to engage in
agriculture, mining, or raising livestock, given that their
immense strength makes it far easier to raid for what they
need. Most goods among the giants are stolen or created by
enslaved members of smaller races. Cheese and butter are
particularly prized.

About half of all frost giant tribes are seminomadic,
migrating between campsites and temporary settlements
whenever the local supply of game or plunder begins to
run out. The other half take up permanent residence in
captured castles or in fortresses carved from stone or ice.
The giants’ refusal to practice agriculture, however, means
that those who settle in one place require relatively large
subject populations to raid from, and may even rely on
subordinate frost giant tribes that range farther afield and
supply them with tribute.

Frost giants’ love of raiding is legendary, and rightly
feared among mountain towns the world over. They have so
perfected the art of raiding that they leave enough residents
of a town alive that the town can be rebuilt, allowing them
to sack it again later once it’s amassed enough loot to be
worthwhile. In general, frost giants enjoy combat for its own

sake, and prefer a quick plundering to holding territory. They
particularly enjoy the thrill of fighting smaller humanoids,
as it allows them to sate their bloodlust in relative safety.

Because they value strength over all, frost giants are
sometimes brought under the command of yet greater
evils. In these cases, they are usually glorified mercenaries,
who cooperate as long as they're kept supplied with food,
weapons, and riches, be it by pay or by pillage. Yet non-giant
individuals capable of cowing a tribe are rare—even white
dragons can end up as thralls of powerful frost giant tribes.

The ruler of a frost giant tribe typically assumes the title
of jarl. This title is never claimed by means of democracy
or heredity, but rather belongs to any with the strength to
take it via personal challenge. When two jarls meet, one or
the other must cede her title and become a mere “chieftain”
or “warlord,” an issue usually decided by swift and brutal
combat. In this way, a strong jarl can command many
subordinate tribes, though these arrangements inevitably
prove to be temporary, for frost giants rankle at servitude.
Most chieftains are continually second-guessing the jarl’s
leadership and looking for opportunities to break away or
take power for themselves.

As frost giants prefer the glory of combat over the tedium
of work, they keep slaves (called thralls) to assist with tasks
like preparing food or tanning hides. The giants make poor
masters, often killing these thralls through exhaustion or
petty cruelty. The giants are also not above eating thralls in
lean times, or when the slaves have outlived their usefulness.
More successful frost giant tribes sometimes capture
hardier creatures such as ice trolls or ogres as thralls—
these fare somewhat better, serving as shock troops in the
giants’ war bands.

One of the few labors the giants take pride in is crafting
weapons and armor. They manufacture excellent chain
armor, which they prefer to plate, as plate makes noise and
has joints that can freeze. For weaponry, they favor enormous
greataxes, sometimes hafted with whole trees.

Frost giants enjoy the company of creatures as brutal as
themselves, and so take in other tundra creatures as exotic
“pets.” They favor winter wolves, but frost worms, mammoths,
polar bears, svathurims, and yetis are not unknown.

The vast majority of frost giants worship ancient giant
deities of blood, ice, and war. The giants dedicate their
battles to these gods out of respect, and appease them with
sacrifices of slaves and treasure out of fear. More recently,
some tribes have turned to the worship of demon lords of
brutality, vengeance, and the deadly cold. This has caused
something ofa schism: the traditionalists accuse the demon-
worshipers of turning their backs on their progenitors and
becoming thralls to undeserving masters. Yet in truth, most
frost giants will worship any god who caters to their desires.

Full statistics for frost giants can be found on page 149
of the Pathfinder RPG Bestiary.




NEW RULES

Many of frost giants’ abilities are inspired by their

adaptations to the severe cold of their homelands. Others
have created versions of existing spells and tactics that
take advantage of their incredible size.

FROST GIANT FEATS

Frost giants have access to the following feats.

Ancestral Enmity (Combat)
You can counter the special defensive training the stouter
races have against your kind.

Prerequisite: Giant subtype.

Benefits: You gain a +2 bonus on melee attack rolls
against dwarves and gnomes.

Special: You may select this feat twice. Its effects stack.

-

Awesome Charge (Combat)
When you charge, you can send your opponent flying.
Prerequisites: Str 25, Awesome Blow, Improved Bull
Rush, Power Attack.
Benefit: When you hit your opponent with a charge
attack, you can attempt an awesome blow combat maneuver
against that opponent as a free action.

Born of Frost
You exude a chill that can harm other creatures.

Prerequisite: Frost giant.

Benefit: Your natural weapons and unarmed strikes deal
an additional 1d6 points of cold damage. Creatures that
strike you with natural weapons or unarmed strikes take
1 point of cold damage.

Chilled Rock

You can transfer the cold of your body to the rocks you throw.
Prerequisites: Born of Frost, frost giant.
Benefit: Any items you throw with your rock throwing
ability are chilled by your touch, dealing an additional 1d6
points of cold damage.

Cleaving Sweep (Combat)
You can sweep multiple foes to the ground with a single
blow of your axe.
Prerequisites: Str 15, Cleave, Improved Trip,
Weapon Focus (greataxe), base attack bonus +11.
Benefit: When using a full-attack action with
a two-handed weapon, you can give up your
regular attacks and instead attempt a trip
combat maneuver at your highest base attack
bonus against each opponent within reach. You
must attempt a separate combat maneuver check
against each opponent.

Icy Stare
Your eyes burn like ice, allowing you to freeze and weaken
foes with a glance.

Prerequisite: Born of Frost, frost giant.

Benefit: As a standard action, you can direct youricy stare
against a single creature or object within 10 feet. Targeted
creatures must succeed at a Fortitude save (DC =10 +1/2 your
Hit Dice + your Charisma modifier) or take 1d6 points of cold
damage. Unattended objects cannot attempt a saving throw.
Creatures damaged by the spell must succeed at a Fortitude
save or take 1 point of Strength damage.

This feat doesn’t grant an actual gaze attack—foes and
allies are not in danger simply by meeting your gaze.

Sure on Ice
You move on ice and snow as if it were dry ground.
Prerequisite: Frost giant.



Benefit: You can move across icy and snowy surfaces
without penalty, and don’t need to attempt Acrobatics
checks to run or charge on ice. You gain a +4 bonus on
Climb checks to climb ice.

FROST GIANT SPELLS

Frost giants developed the following spells to help them
hunt and raid in their icy homes.

School evocation [cold]; Level druid 2, magus 2, ranger 2,

sorcerer/wizard 2, witch 2
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)

Area 5-ft.-radius burst

Duration instantaneous (see text)

Save Reflex partial (see text); SR see text

You create a blast of intense cold, coating all solid surfaces in the
area with a thin coating of ice. Any creature in the area when the
spell is cast takes 1d6 points of cold damage + 1 point per caster
level (maximum +10) and falls prone; creatures that succeed at a
Reflex save take half damage and don’t fall prone. Spell resistance
applies to this initial effect.

A creature can walk within or through the area of ice at half its
normal speed with a successful DC 10 Acrobatics check. Failure
by 4 or less means the creature can’t move that round (and must
succeed at a Reflex save or fall); failure by 5 or more means it
falls (see the Acrobatics skill on page 87 of the Pathfinder RPG
Core Rulebook for details). Creatures that do not move on their
turn do not need to attempt this check.

A 5-foot square of ice has hardness 0 and 3 hit points. The
ice is an instantaneous effect, but persists as nonmagical ice.
Under temperate conditions, the ice lasts 1 minute per level.
In tropical environments, it might last only half as long. In cold
environments where ice and snow persist without melting, it
could last indefinitely.

MAGIC BOULDER

School transmutation [earth]; Level cleric 2, druid 2

Target up to three boulders touched

This spell works like magic stone, except you transmute as many
as three boulders (rocks up to two size categories smaller than
yourself) to use with the rock throwing ability or as siege engine
ammunition. The boulder’s damage increases by one step, and the
boulder gains a +1 enhancement bonus on attack and damage rolls.

FROST GIANT MAGIC ITEMS

Frost giants are reputed to have created the first of these
magic items, and most specimens still remain in the hands
of their kind. Many a bold hero has sought to infiltrate frost
giant strongholds in pursuit of such magical treasures,
making dangerous climbs into crag-top castles and glacial

palaces. Some of the most successful ones even manage to
return home with all of their limbs.

PRICE
8,000 GP

WEIGHT 1 |b.

CL 5th
AURA faint transmutation
These goggles are made of polished rock crystal, with frames of
polished brass and a simple leather strap and buckle sized for
a giant’s head (but easily adjustable for smaller wearers). The
goggles allow the wearer to see through magical and normal fogs,
mists, and similar obscurement. They do not confer darkvision
or low-light vision. Further, the goggles distort and skew vision
strangely, imposing a -4 penalty on Perception checks.
CONSTRUCTION REQUIREMENTS | cosT 4,000 GP
Craft Wondrous Item, darkvision, fog cloud

SLOT face

FROSTBLOOD AXE i
SLOT none CL 10th WEIGHT 6 Ibs.

AURA moderate necromancy [evil]

This +1 frost wounding battleaxe sacrifices the souls of those
it kills to the foul gods of the frost giants. Whenever it kills a
creature with at least 1 Hit Die (including creatures killed by its
bleed damage), as an immediate action the wielder can activate
either divine favor on himself or bless on himself and his allies.
CONSTRUCTION REQUIREMENTS | cosT 20,310 GP

Craft Wondrous Item, bleed, bless, chill metal, death knell,
divine favor

IRONGRIP GAUNTLETS A
SLOT hands CL 3rd WEIGHT 2 Ibs.

AURA faint transmutation

These gloves are made of goatskin reinforced with heavy
iron strips. They provide a sure, strengthened grip on large or
awkwardly shaped items. When the wearer wields an improvised
melee weapon or inappropriately sized weapon, reduce the
penalty for doing so by 2 (minimum 0). The gloves don’t change
the number of hands required to wield such a weapon.
CONSTRUCTION REQUIREMENTS | €osT 2,000 GP
Craft Wondrous Item, bull’s strength, enlarge person

WINTER WOLF RUNETOOTH JERICE
SLOT none CL 10th WEIGHT —

AURA moderate conjuration
When this canine fang is crushed or broken as a full-round action,
it summons a winter wolf (Pathfinder RPG Bestiary 280). The
wolf is under the control of the creature that broke the fang.
The wolf remains for 1 minute or until slain.

CONSTRUCTION REQUIREMENTS | cosT 1,250 GP
Craft Wondrous Item, summon nature’s ally V




FROST GIANT RAIDER

Frost giant raiders are the terror of the north, racing
out of the snow to rend and slaughter for the sheer joy of
battle and conquest.

XP 12,800

Frost giant barbarian 2
CE Large humanoid (cold, giant)

Init +0; Senses low-light vision; Perception +22
DEFENSE

‘ AC 23, touch 8, flat-footed 23 (+5 armor, +1 deflection,
+10 natural, -2 rage, -1 size)

§ hp 227 (16 HD; 14d8+2d12+146)

Fort +22, Ref +5, Will +10.

Defensive Abilities rock catching, uncanny dodge;

Immune cold
Weaknesses vulnerable to fire
I OFFENSE
Speed 50 ft.

Melee +7 greataxe +27/+22/+17 (3d6+22/x3)

Ranged rock +11 (1d8+21)

Space 10 ft.; Reach 10 ft.

Special Attacks rage (13 rounds/day), rage powers (knockback),
rock throwing (120 ft.)

TACTICS

During Combat The raider begins combat with Dazzling
Display, then uses Shatter Defenses to keep her intimidated
targets on the defensive.

Base Statistics When she’s not raging, the barbarian’s
statistics are AC 25, touch 10, flat-footed 25; hp 195;

Fort +20, Will +8; +71 greataxe +25/+20/+15 (3d6+19/x3);
rock +11 (1d8+18); Str 35, Con 24; CMB +25, CMD 36; Skills
Climb +18, Intimidate +30.

STATISTICS

Str 39, Dex 11, Con 28, Int 10, Wis 16, Cha 8

Base Atk +12; CMB +27 (+29 bull rush); CMD 36 (38 vs.
bull rush)

Feats Cleave, Dazzling Display, Great Cleave, Improved Bull
Rush, Intimidating Prowess, Power Attack, Shatter Defenses,

Weapon Focus (greataxe)
Skills Climb +20, Intimidate +32, Perception +22,
Stealth -5 (-1 in snow); Racial Modifiers
+4 Stealth in snow

Languages Common, Giant

$Q fast movement

Combat Gear potions of cure serious wounds

(2), potion of displacement, potion of protection from

arrows, potion of protection from energy (fire), alchemist’s

fire (5); Other Gear +7 chain shirt, +1 greataxe, amulet

of natural armor +1, belt of giant strength +2, cloak of

resistance +1, ring of protection +1, 380 gp

Raiders are the shock troops of frost giant tribes, usually
consisting of the tribe’s toughest, most intimidating
warriors. Onraids, they exultin the fear that their mighty
appearance causes, often breaking enemy lines with the
sheer sight of their howling charge. Unlike frost giant
rangers, frost giant raiders are less concerned with stealth
or tactics than with impressing each other via dramatic
feats, and wiser jarls know when to rein in their troops
lest frost giant bravado and a desire for bragging rights
lose them a battle—or, more often, result in unnecessary
destruction of valuable slaves and plunder.

While larger tribes are usually ruled by a jarl or another
powerful figure, in smaller tribes a raider might serve as a
leader. Some raiders could even be chieftains who pledge
fealty to a mighty jarl’s larger clan. Since a frost giant tribe
ruled by a mere raider is likely to be easy pickings for amore
fearsome tribe looking to increase its holdings, raider-led
tribes often find it safer to move out of their traditional
homelands and into softer country, and thus they often
come into conflict with smaller humanoids.



FROST GIANT RANGERS

Frost giant rangers hunt big game to feed their tribes, and
take point on raids.

XP 12,800

Frost giant ranger 2

CE Large humanoid (cold, giant)

Init +2; Senses low-light vision; Perception +22

DEFENSE

AC 27, touch 12, flat-footed 25 (+5 armor, +1 deflection, +2 Dex,
+10 natural, -1 size)

hp 170 (16 HD; 14d8+2d10+96)

Fort +18, Ref +9, Will +9

Defensive Abilities rock catching; Immune cold

Weaknesses vulnerable to fire

OFFENSE

Speed 40 ft.

Melee +7 spear +23/+18/+13 (2d6+17/x3)

Ranged rock +13 (1d8+16.5)

Space 10 ft.; Reach 10 ft.

Special Attacks combat style (archery), favored enemy
(animals +2), rock throwing (120 ft.)

STATISTICS

Str 32, Dex 15, Con 23, Int 10, Wis 16, Cha 8

Base Atk +12; CMB +24; CMD 37

Feats Deadly Aim, Far Shot, Iron Will, Point-Blank Shot, Power
Attack, Precise Shot, Quick Draw, Skill Focus (Stealth)

Skills Perception +22, Stealth +22 (+26 in snow), Survival +16

Languages Common, Giant

$Q track +1, wild empathy +1

Gear +71 chain shirt, +1 spear, amulet of natural armor +1, belt
of incredible dexterity +2, boots of the winterlands, ring of
protection +1, 2,298 gp

FROST GIANT ELITE SCOUT CR 13
XP 25,600

Frost giant ranger 4

CE Large humanoid (cold, giant)

Init +3; Senses low-light vision; Perception +30

DEFENSE

AC 30, touch 14, flat-footed 26 (+6 armor, +1 deflection,
+3 Dex, +1 dodge, +10 natural, -1 size)

hp 197 (18 HD; 14d8+4d10+112)

Fort +19, Ref +11, Will +10

Defensive Abilities rock catching

OFFENSE

Speed 40 ft.

Melee +71 spear +24/+19/+14 (2d6+16/x3)

Ranged rock +16 (1d8+15)

Space 10 ft.; Reach 10 ft.

Special Attacks combat style (archery), favored enemy
(humans +2), rock throwing (120 ft.)

Ranger Spells Prepared (CL 1st; concentration +4)
1st—longstrider

STATISTICS

Str 31, Dex 16, Con 22, Int 14, Wis 16, Cha 8

Base Atk +14; CMB +25; CMD 40

Feats Dodge, Endurance, Iron Will, Mobility, Point-Blank
Shot, Power Attack, Precise Shot, Quick Draw, Skill Focus
(Perception), Skill Focus (Stealth), Spring Attack

Skills Acrobatics +11 (+15 when jumping), Climb +21, Handle
Animal +11, Knowledge (local) +9, Knowledge (nature) +14,
Perception +30, Stealth +30 (+34 in snow), Survival +15

Languages Common, Giant

$Q favored terrain (cold +2), hunter’s bond (companions),
track +2, wild empathy +3

Gear +2 chain shirt, +1 spear, amulet of natural armor +1,
belt of physical might +2 (Dex, Con), boots of the
winterlands, ring of protection +1, 3,773 gp




FROST GIANT ICE MAGE

Frost giant sorcerers excel in harnessing the power of the
elements and bolstering raiders in combat.

XP 19,200

Frost giant sorcerer 6

CE Large humanoid (cold, giant)

Init +4; Senses low-light vision; Perception +25

DEFENSE

AC 26, touch 10, flat-footed 26 (+2 armor, +1 deflection,
+10 natural, +4 shield, -1 size)

hp 204 (20 HD; 14d8+6d6+120)

Fort +17, Ref +8, Will +11

Defensive Abilities rock catching; Immune cold

Weaknesses vulnerable to fire

Melee mwk morningstar +21/+16/+11 (2d6+12) or
2 slams +20 (1d8+8 plus 1dé6 cold)
Ranged rock +12 (1d8+12 plus 1d6 cold)
Space 10 ft.; Reach 10 ft.
Special Attacks rock throwing (120 ft.)
Bloodline Spell-Like Abilities (CL 6th; concentration +9)
7/day—cold steel (grant weapon or 50 ammunition frost
weapon special ability for 3 rounds)
Sorcerer Spells Known (CL 6th; concentration +9)
3rd (4/day)—dispel magic
2nd (6/day)—frigid touch"™, ice slick, rage (DC 16)
1st (7/day)—enlarge person, expeditious retreat, obscuring
mist, shield, true strike
0 (at will)—detect magic, ghost sound (DC 13), flare (DC 13),
mage hand, message, ray of frost, touch of fatigue (DC 13)
Bloodline boreal**®

OFFENSE

TACTICS

Speed 40 ft.

Before Combat A frost giant ice mage casts shield and
expeditious retreat.

During Combat A frost giant ice mage uses his wand of solid
fog to trap opponents, then blasts them at range with his
wand of ice storm or wand of lightning bolt. He casts ice
slick and uses his icewalker bloodline ability to outmaneuver
his opponents in icy and snowy areas.

STATISTICS

Str 26, Dex 11, Con 22, Int 14, Wis 14, Cha 16

Base Atk +13; CMB +22; CMD 33

Feats Arcane Strike, Born of Frost®, Chilled Rock®, Combat
Casting, Eschew Materials, Extend Spell, Improved Initiative,
Improved Lightning Reflexes, Lightning Reflexes, Power
Attack, Skill Focus (Stealth)

Skills Bluff +12, Climb +21, Craft (alchemy) +15, Intimidate +16,
Knowledge (arcana) +15, Perception +25, Spellcraft +15,
Stealth +12 (+16 in snow); Racial Modifiers +4 Stealth in snow

Languages Abyssal, Auran, Common, Giant

$Q icewalker

Combat Gear potions of cure serious wounds (2), potion of
invisibility, potion of protection from energy (fire), wand of
ice storm (10 charges), wand of lightning bolt (10 charges),
wand of solid fog (5 charges), alchemist’s fire (4); Other
Gear mwk morningstar, amulet of natural armor +1, bracers
of armor +2, ring of protection +1, 362 gp

Ice mages inherit the magic of the icy north. While
some are tricksters and manipulators—perhaps using
enlarge person to grow to Huge size and trick travelers
into thinking they’re cloud giants—many act as support
and artillery for their tribe’s raiders, killing at a distance
with the power of a storm or increasing their allies’ size
and ferocity. As powerful as sorcerers may be, frost giant
society still places more value in physical strength and
melee prowess, meaning sorcerers are usually advisors
rather than leaders.



FROST GIANT BATTLE PRIEST Skills Climb +17, Craft (armor) +10, Intimidate +15, Knowledge
Frost giant priests are as scheming as they are violent, (religion) +14, Perception +30, Spellcraft +7, Stealth +1 (+5 in
controlling others through fear and tradition. snow); Racial Modifiers +4 Stealth in snow

Languages Abyssal, Common, Giant

FROST GIANT BATTLE PRIEST CR 13 $Q icicle 9/day (1d6+3)

XP 25,600 Combat Gear potions of bull’s strength (2), potions of cure serious
Frost giant cleric 8 wounds (4), potions of protection from energy (2), potion of
CE Large humanoid (cold, giant) water breathing, wand of cure critical wounds (15 charges),
Init -1; Senses low-light vision; Perception +30 wand of cure moderate wounds (15 charges); Other Gear mwk
DEFENSE chainmail, +7 battleaxe, amulet of natural armor +1, boots
AC 27, touch 9, flat-footed 27 (+8 armor, +1 deflection, -1 Dex, of the winterlands, headband of inspired wisdom +2, ring of
+10 natural, -1 size) protection +1, ring of sustenance, golden bracelets for sacred
hp 195 (22d8+96) bond (2), silver unholy symbol, spell component pouch, 4,410 gp
Fort +19, Ref +7, Will +16.
Defensive Abilities rock catching; Immune cold A frost giant battle priest uses her powers seeking out those
Weaknesses vulnerable to fire who would undercut her authority or that of the chief,
OFFENSE through spying on, manipulating, and threatening the rest
Speed 30 ft. of the tribe. When needed, she’s not averse to taking up her

Melee +7 battleaxe +28/+23/+18/+13 (2d6+13/x3)

Ranged rock +14 (1d8+18)

Space 10 ft.; Reach 10 ft.

Special Attacks channel negative energy 5/day (DC 16, 4d6),
might of the gods (+8, 8 rounds/day), rock throwing (120 ft.),
weapon master (8 rounds/day)

Domain Spell-Like Abilities (CL 8th; concentration +14)
9/day—strength surge (+4)
9/day—battle rage (+4)

Cleric Spells Prepared (CL 8th; concentration +14)
4th—blessing of fervor**s, communal protection from

energy"s, divine power®, unholy blight (DC 20)
3rd—enter image*™, invisibility purge, magic vestment®,
protection from energy, sacred bond*™
2nd—align weapon, death knell (DC 18), hold person (DC 18),
magic boulder®, spiritual weapon®, weapon of awe**
1st—bane (DC 17), bless, command (DC 17), cure light
wounds, divine favor, enlarge person® (DC 17), shield
of faith
0 (at will)—detect magic, guidance, mending, read magic

D domain spell; Domains Strength, War

TACTICS

Before Combat A battle priest casts bull’s strength, magic
vestment, and protection from energy (fire) before combat,
and sacred bond if her jarl is present.

During Combat The battle priest opens combat by casting
divine power, then uses spells like blessing of fervor to
support allies and unholy blight to harm opponents.

STATISTICS

Str 34, Dex 8, Con 18, Int 13, Wis 23, Cha 14

Base Atk +16; CMB +29 (+31 sunder); CMD 39 (41 vs. sunder)

Feats Brew Potion, Cleave, Combat Casting, Craft Magic Arms
and Armor, Craft Wand, Great Cleave, Improved Sunder,
Lightning Reflexes, Martial Weapon Proficiency (battleaxe),
Power Attack, Vital Strike

battleaxe and splitting a few heads.




FROST GIANT HOUNDMASTER

Frost giants often use subjugated predators like wolves to
help them chase down their quarry.

FROST GIANT HOUNDMASTER CR 14
XP 38,400

Frost giant druid (arctic druid) 10 (Pathfinder RPG Advanced
Player’s Guide 98)

NE Large humanoid (cold, giant)

Init +4; Senses low-light vision, snowcaster; Perception +29

DEFENSE

AC 28, touch 10, flat-footed 28 (+7 armor, +1 deflection,
+11 natural, -1 size)

hp 262 (24d8+154)

Fort +22, Ref +10, Will +18

Defensive Abilities rock catching; Immune cold, dazzled

Weaknesses vulnerable to fire

OFFENSE

Speed 30 ft.

Melee +1 greataxe +27/+22/+17/+12 (3d6+14/x3)

Ranged rock +16 (1d8+13)

Space 10 ft.; Reach 10 ft.

Special Attacks rock throwing (120 ft.), snowcaster,
wild shape 3/day

Druid Spells Prepared (CL 10th; concentration +16)

5th—animal growth (DC 21), cure critical wounds, transmute
rock to mud (DC 21)

4th—cure serious wounds, flame strike (DC 21), ice storm,
spike stones (DC 20)

3rd—call lightning (DC 20), dominate animal (DC 19),
protection from energy, sleet storm

2nd—animal trance (DC 18), barkskin, bull’s strength, chill
metal, delay poison, hold animal (DC 18)

1st—charm animal (DC 17), entangle (DC 17), frostbite"™,
obscuring mist, speak with animals (2)

0 (at will)—create water, detect magic, light, purify food
and drink

TACTICS

Before Combat The houndmaster casts protection from
energy (fire) on herself, casts animal growth, barkskin, and
bull’s strength on her animal companion, and then casts
call lightning.

During Combat The houndmaster fights with axe and magic
together, directing lightning bolts from call lightning and
miring opponents with entangle, sleet storm, and transmute
rock to mud.

STATISTICS

Str 28, Dex 10, Con 20, Int 13, Wis 23, Cha 14

Base Atk +17; CMB +27; CMD 38

Feats Cleave, Great Cleave, Improved Natural Armor,
Intimidating Prowess, Lightning Reflexes, Martial
Weapon Proficiency (greataxe), Natural Spell, Power
Attack, Scribe Scroll, Spell Focus (evocation), Toughness,
Weapon Focus (greataxe)

skills Bluff +9, Handle Animal +20, Heal +14, Intimidate +29,
Knowledge (geography) +9 (+14 in cold or icy terrain),
Knowledge (nature) +16, Perception +29 (+34 in cold or icy
terrain), Stealth -6 (+3 in cold or icy terrain), Survival +21
(+26 in cold or icy terrain), Swim +15; Racial Modifiers
+4 Stealth in snow

Languages Common, Druidic, Giant, Sylvan

$Q arctic native, icewalking, nature bond (animal companion),
nature sense, wild empathy +12

Combat Gear pearl of power (2nd), scrolls of cure serious
wounds (2), antitoxin (2); Other Gear +3 hide armor,
+1 greataxe, amulet of natural armor +1, belt of mighty
constitution +2, cloak of resistance +1, headband of
inspired wisdom +2, manacles of cooperation**® (2), ring of
protection +1, 1,465 gp

A houndmaster is responsible for the care of the tribe’s
pets, frequently polar bears, wolves, and winter wolves.
She is fond of pitting her charges against each other,
allowing the packs to establish a functional hierarchy
and ensuring that only the strongest survive to
breed. Some houndmasters choose these pack
leaders as animal companions.



FROST GIANT ]ARL hunter’s bond (companions), swift tracker, track +4, wild

Brutal lords of the frost giant tribes, jarls brook no empathy +9, woodland stride

argument from those beneath them. Combat Gear potions of cure serious wounds (3), potion of
protection from energy (fire), alchemist’s fire (2); Other

FROST GIANT JARL (R 18 Gear +4 chain shirt, +1 warhammer (2), amulet of natural

XP 153,600 armor +2, belt of physical might +4 (Dex, Con), boots of the

Frost giant ranger 9 winterlands, cloak of resistance +3, ring of protection +2,

CE Large humanoid (cold, giant) stone of alarm, 1,886 gp

Init +4; Senses low-light vision; Perception +24

DEFENSE Jarls rule their tribes and subordinates with an iron fist—or

AC 35, touch 15, flat-footed 31 (+9 armor, +2 deflection, +4 Dex, a hammer to the skull. Jarls take and hold their positions
+11 natural, -1 size) through force. While many might wish to see their stations

hp 328 (23 HD; 14d8+9d10+216) pass on to their progeny, heredity carries little weight in frost

Fort +26, Ref +17, Will +13. giant society, and jarls understand that their children can

Defensive Abilities evasion, rock catching; Immune cold assume power only by violently seizing it. As a result, frost

Weaknesses vulnerable to fire giant jarls are hard on their children, encouraging sibling

OFFENSE rivalries in hopes that one child will eventually prove strong

Speed 40 ft. enough to rule.

Melee +1 warhammer +27/+22/+17/+12 (2d6+12/x3),
+1 warhammer +27/+22/+17 (2d6+12/x3)

Ranged rock +22 (1d8+16) or
+1 warhammer +24/+19 (2d6+1/x3)

Space 10 ft.; Reach 10 ft.

Special Attacks combat style (two-weapon), favored enemy
(giants +2, humans +4), rock throwing (120 ft.)

Ranger Spells Prepared (CL 6th; concentration +7)
2nd—communal returning weapon“¢
1st—call animal**¢, charm animal (DC 12), lead blades**®

TACTICS

Before Combat The jarl casts communal returning weapon on
his warhammers.

During Combat The jarl makes full attacks
with his warhammers against targets at

any range.

STATISTICS

Str 32, Dex 19, Con 27, Int 12, Wis 12, Cha 10

Base Atk +19; CMB +31; CMD 47

Feats Double Slice, Dreadful Carnage®, Endurance,
Furious Focus**¢, Greater Two-Weapon Fighting,

Improved Iron Will, Improved Two-Weapon
Fighting, Iron Will, Point-Blank Shot, Power
Attack, Precise Shot, Toughness, Two-

Weapon Fighting, Two-Weapon Rend,

Weapon Focus (warhammer)

Skills Acrobatics +8 (+12 when jumping),
Climb +23, Diplomacy +5, Heal +9,
Intimidate +23, Perception +24,
Perform (sing) +5, Sense Motive +11,
Stealth +17 (+21 in snow), Survival +14;
Racial Modifiers +4 Acrobatics when
jumping, +4 Stealth in snow

Languages Common, Giant

$Q favored terrain (cold +4, forest +2),



Special Attacks natural jouster, thunderous trample, trample
SUATHURIM e

STATISTICS
D This hulking creature has the lower half of an eight- Str 29, Dex 17, Con 20, Int 10, Wis 14, Cha 11
" legged stallion and the upper half of'a horned frost giant. Base Atk +14; CMB +25 (+27 bull rush, +29 overrun); CMD 38
P W (40 vs. bull rush, 40 vs. overrun, 50 vs. trip)

SVATHURIM / Feats Charge Through**®, Great Fortitude, Greater Overrun,
XP 12,800 Improved Bull Rush, Improved Overrun, Intimidating

CE Huge monstrous humanoid (cold) Prowess, Power Attack

Init +3; Senses darkvision 60 ft.; Perception +19 Skills Acrobatics +12 (+20 when jumping), Climb +12,
DEFENSE Intimidate +25, Perception +19, Survival +14, Swim +20;
AC 26, touch 11, flat-footed 23 (+4 armor, +3 Dex, +10 natural, Racial Modifiers +8 Acrobatics when jumping

+1 shield, -2 size) Languages Common, Giant

hp 147 (14d10+70) $Q skyrunner, undersized weapons

Fort +11, Ref +12, Will +11 ECOLOGY

Immune cold Environment cold hills, mountains, or plains

Weaknesses vulnerable to fire Organization solitary, pair, war band (3-6), or clan (1-4
OFFENSE svathurim plus 2-12 frost giants)

Speed 50 ft. Treasure standard (mwk chain shirt, mwk light steel shield,
Melee mwk lance +22/+17/+12 (3d6+13/x3), gore +21 (2d6+9), mwk composite longbow with 40 arrows, mwk lance,

2 hooves +16 (1d8+4) other treasure)
Ranged mwk composite longbow +16/+11/+6 SPECIAL ABILITIES

(3d6+9/x3) 4 Natural Jouster (Ex) A svathurim can wield a lance one-
Space 15 ft.; Reach 10 ft. (20 ft. i handed as if it were mounted, and it deals double damage
with lance) \ s with a lance while charging.

\é.f Skyrunner (Su) When charging, running, or taking a double
move, a svathurim can stride across open air as if it were
using air walk. This movement is very taxing; a svathurim
must succeed at a DC 14 Constitution check at the end of

each round it uses this ability or become fatigued for

1 minute. This DC increases by 2 for each round
after the first. Returning to the ground resets
the DC to 14, but doesn’t negate any ongoing

fatigue or exhaustion. A svathurim cannot trample when

using this ability.

Thunderous Trample (Su) Any creature damaged by

a svathurim’s trample attack must succeed at a DC 22

Fortitude save or be deafened for 1 minute. The save DC

is Constitution-based.

Svathurims and frost giants consider each other allies
and distant kin. The hindquarters of an adult svathurim
are up to 10 feet tall and 16 feet long, while its giant
trunk and head reach up to 18 feet in height. They
typically weigh more than 5 tons and may live
up to 500 years. Svathurims dwell in arctic
regions, galloping along the shores of polar
seas or between high mountain peaks, with
individuals organized into clans headed by
the strongest hunters.




ENCOUDTERS

Given frost giants’ love of raiding, most frost giant

encounters are with giants seeking food, loot, or slaves.

RAIDING PARTY (CR 14)

This is a common force that a tribe of frost giants might
send to exact tribute from a nearby human settlement,
where little serious resistance is expected.

FROST GIANT RAIDERS (2 R 11
XP 12,800 each

hp 227 each (see page 70)

FROST GIANTS (2 CR9
XP 6,400 each
hp 133 each (Pathfinder RPG Bestiary 149)

SLAVE CARAVAN (CR 15)

A houndmaster often travels with a pack, and could be
guarding a shipment of slaves, tracking down runaways,
or overseeing the trade of thralls between two tribes.

FROST GIANT HOUNDMASTER CR 14
XP 38,400

hp 262 (see page 74)

WINTER WOLVES (8 CR5
XP 1,600 each
hp 57 each (Pathfinder RPG Bestiary 280)

RECONNAISSANCE PATROL (CR 16)

These scouts can be used as patrols keeping tabs on the
tribe’s enemies, or as scouts reconnoitering a new area
ripe for raiding and plundering.

FROST GIANT BATTLE PRIEST CR 13
XP 25,600

hp 195 (see page 73)

FROST GIANT ELITE SCOUTS (2
XP 25,600 each
hp 197 each (see page 71)

WAR BAND (CR 17)

This war band could be called together by a local jarl
to solve a specific, difficult problem—such as evicting
monsters from a disused fortress, or stopping a party
of adventurers who have been disrupting the tribe’s
attempts to terrorize nearby settlements. The frost
giants’ usual forces are bolstered by svathurims recruited
to strike thunderous fear into foes.

XP 38,400
hp 262 (see page 74)
XP 19,200

hp 204 (see page 72)

FROST GIANT RAIDERS (2 CR 11
XP 12,800 each
hp 227 each (see page 70)

XP 12,800 each

hp 147 each (see page 76)

WINTER WOLVES (2 CR5
XP 1,600 each
hp 57 each (Pathfinder RPG Bestiary 280)




The loss of my dearest spouse left upon me a sorrow I thought insurmountable. A
fog hung over my days. As the carriage transporting my beloved’s body clattered
down the road, I wondered if I would ever feel joy again. Lost in my melancholy,
I didn'’t see the creatures bounding from the mists until they were almost upon me.
Just before I lost consciousness, I saw the coffin dragged free.

I awoke beneath the bright moon, consumed by a powerful, gnawing hunger.

| The scent of delicious meat led me deep into the woods, where I found the
missing coffin of my dearest, open and empty. Her body lay on the cold ground,
surrounded by the ghouls. Only then did I realize the delectable scent was that
of my beloved’s corpse. As I joined the feast, I felt an inner warmth—as though
the two of us had never been closer.

—Lord Skevin Morboulan, Graveside Confessions




ear of flesh-hungry ghouls keeps people away from

graveyards at night. Though the creatures can reason,

they seldom listen to what the living say, and would
much rather treat them as meals than as friends. Ghouls
figure prominently in superstitious tales, and their hunger
is legendary. Stories of cannibals turning into ravenous
undead still stop many people from eating the dead even
in the most desperate of circumstances.

Always searching for the flesh of humanoids, ghouls thrive
where people live, and their domains steadily expand as the
creatures infect new victims with ghoul fever. This spread
can be abrupt or gradual, but either way it stops only when
someone seeks out and slays all of the ghouls. Potential
victims have good reason to fear ghouls, as dying of ghoul
fever is a horrifying fate. From the onset of the disease, an
insatiable hunger overcomes the victim, yet her body begins
torejectall normal food and drink. If denied food, the victim
becomes increasingly desperate and violent as her hunger
grows. Feeding the victim flesh from a corpse temporarily
alleviates her cravings, but does not slow the onset of the
disease. Eventually, the victim’s mortal body fails entirely.
After the victim finally dies, she wakes up at the next stroke
of midnight, obsessed with the hunger for flesh.

Most ghouls are so filled with self-loathing that they
have little love for others of their kind. They have a natural
tendency to form into packs for defense and hunting, but no
trust or love is shared between the members of these packs.
Though a ghoul might serve a leader loyally for years, it won't
hesitate to betray its leader if doing so results in more frequent
meals. Though ghasts are, in their most basic state, more
powerful than other ghouls, they rarely take on leadership
roles because of their overwhelming aggression. However,
when a ghast rises, opportunistic ghouls emboldened by its
presence might make attacks against elven communities they
would otherwise avoid as difficult targets.

Graveyards have a natural allure to ghouls, and many wind
up spending their undead existence dwelling in such places.
Small packs of ghouls often live in warrens carved beneath
cemeteries where they can dig up corpses to satisfy their
cravings for flesh. Graves settling unnaturally or sinkholes
in a cemetery are sure signs of a ghoul pack. Some ghouls are
content to survive on the flesh of the dead for years at a time,
but eventually almost all of them start to hunt the living.

Not all ghouls live in dark warrens under cemeteries,
however. In some remote regions, entire cities or nations are
populated by ghouls and other undead. The ghouls in these
cities consider living humanoids little more than livestock.
Though these nations of undead are often ruled by liches
or other, more powerful undead, ghouls are known to hold
positions of power or even rule in some such places. The
rulers of these nations recognize that they cannot hope to
win a war against the much more populous nations ofliving
creatures, so arrangements are made with neighbors to trade

THE HUNGER

Though consumed with the urge to eat, ghouls have no
physical need for feeding or normal sustenance. A ghoul
can exist for a thousand years without food ever crossing
its lips. Nevertheless, ghouls find themselves dominated
with an overpowering urge to consume flesh.

The physical form of ghouls reflects the amount of food
they have consumed much as a human’s does. Most ghouls
are lean, but particularly well-fed ghouls are fully fleshed.
Weight and diet do little to affect the appetite or strength of
a ghoul—the most well-fed ghouls feel the overwhelming
urge to feed as strongly as long-starved ones. Regardless
of their physical shape, all ghouls share the same wiry
strength and agility, fueled by the necromantic magic that
animates their forms.

Ghouls” dining preferences vary greatly, though most
seem to prefer well-ripened meat to freshly slain prey. A
ghoul lair often contains one or more caches where choice
meals are buried and stored for days or weeks to improve
the flavor. There is much debate among ghouls over the
best type of victim—some ghouls prefer older victims who
have lived long, rich lives, which they say improves the
taste, while others prefer younger, more tender victims.
Particularly cruel ghouls carve pieces off of a living victim
and feast as it watches.

Only once a ghoul masters its hunger is it able grow
in power and become more than a ravening beast. How
exactly each ghoul overcomes its hunger varies. Some
use sheer willpower, a few feast regularly to take the
edge off their cravings, and others channel their hunger
into dedication to a deity or the insatiable pursuit of
arcane power.
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for slaves or even just corpses. Larger undead nations use
humans as slave labor, forcing them to work the farms to
feed themselves so they can in turn be served up as meals
for their undead masters.

Aquatic ghouls, called lacedons, live within secluded reefs
and underground caves near communities of underwater
humanoids like grindylows (Pathfinder RPG Bestiary 2 148),
locathahs (Bestiary 2179), or merfolk. Lacedons are as notorious
in the folktales of undersea peoples as ghouls are in those
of surface races. Lacedons who prefer easier targets to prey
upon primarily dwell near shores or along trade routes, where
they suffer through hunger for long stretches of time until a
shipwreck provides them with a glorious, gory feast. Lacedons
are also more mobile than other ghouls. Ifthey catch the taste
of humanoid blood carried by the currents, they can trace it
for miles back to the source.

Full statistics for ghouls can be found on page 146 of the
Pathfinder RPG Bestiary.




NEW RULES

The following section details a sorcerer bloodline and new

feats and spells favored by ghouls.

GHOUL SORCERER BLOODLINE

Sorcerers whose ancestors were afflicted by ghoul fever
but somehow survived often end up with this bloodline.

Ghoul
Your connection to the hungering undead shapes your magic.

Class Skill: Stealth.

Bonus Spells: Ray of enfeeblement (3rd), feast of ashes?¢
(5th), vampiric touch (7th), fear (9th), hungry earth* (11th), move
earth (13th), control undead (15th), unholy aura (17th), wail of
the banshee (19th).

Bonus Feats: Arcane Strike, Combat Casting, Power
Attack, Skill Focus (Knowledge [religion]), Spell Focus
(necromancy), Toughness, Warren Digger*, Weapon Finesse.

Bloodline Arcana: Whenever you cast a spell of the
necromancy school that deals hit point damage, you are
healed of 1 hit point per spell level.

Bloodline Powers: The dark energies that fuel your
existence and undying hunger form the basis of your power.

Ghoulish Claws (Su): Starting at 1st level, you can grow claws
as a free action. These claws are treated as natural weapons,
allowing you to make two claw attacks as a full attack using
your full base attack bonus. Each of these attacks deals 1d4
points of damage + your Strength modifier (1d3 if you are
Small). At sth level, creatures damaged with your claw attack
are paralyzed for 1 round, as the ghoul ability (Fortitude
negates). At 7th level, the duration of the paralysis increases
to 1d4+1 rounds, and the claws are considered magic weapons
for the purpose of overcoming DR. You can use your claws
for a number of rounds per day equal to 3 + your Charisma
modifier. These rounds do not need to be consecutive.

If you're a ghoul with this bloodline, instead of gaining
this ability, your levels in sorcerer stack with your racial
Hit Dice when determining the DC of your paralysis and
disease special abilities.

Leathery Skin (Ex): At 3rd level, you gain cold resistance 5
and a +1 natural armor bonus to AC. At gth level, your cold
resistance increases to 10 and natural armor bonus increases
to +2. At 15th level, your natural armor bonus increases to +4.

Ravenous Frenzy (Ex): At gth level, you gain the benefits of
haste for a number of rounds per day equal to your sorcerer
level. These rounds don’t need to be consecutive. Each time
you hit a creature with two or more claw attacks during a
full attack while affected by this ability, that creature takes
1d4 points of bleed damage.

Earth Crawler (Su): At 15th level, you gain a burrow speed
of 30 feet. Additionally, as long as you are surrounded by

at least 5 feet of dirt or natural stone on all sides, you gain
fast healing 10. You can heal a number of hit points per day
equal to 10 x your sorcerer level with this ability.

Ghoulish Aspect (Su): At 20th level, you take on aspects of
the nature and appearance of ghouls. You no longer feel the
need to eat and are immune to hunger (though you are still
able to consume flesh if you choose to). You gain immunity
to cold, nonlethal damage, paralysis, and sleep. You also
gain DR 5/—. Additionally, you gain the stench ability with
aradius of 10 feet. Creatures that fail their Fortitude saving
throws are sickened for 1d6+4 minutes. Use halfyour sorcerer
level instead of half your racial Hit Dice to determine the
saving throw DC.

GHOUL FEATS

The following feats open up additional ability options
for ghouls.

Bag of Bones
Your undead form ignores the limits of mortal physiology.

Prerequisite: Ghoul.

Benefit: You are treated as one size smaller for the
purpose of calculating penalties for squeezing, and gain a
+5 competence bonus on Escape Artist checks. If you possess
10 or more Hit Dice, this bonus increases to +4.

Corpse Companion
You have an undead animal companion.
Prerequisites: Animal companion class feature, ghoul.
Benefit: Your animal companion’s type changes to undead,
but its Hit Dice, base attack bonus, saving throws, skills, and
tricks are retained from the base creature. The creature
loses its Constitution score and its Charisma score becomes
12. If your companion is destroyed, your new companion is
undead as well, using these same modifications.

Old as Dust
You have been dead for so long you have become quite
difficult to kill.

Prerequisites: Sleeper, Warren Digger, creature has been
a ghoul for at least 500 years.

Benefit: When you are reduced to o hit points, you are
not destroyed—you cannot be killed unless your body is
completely destroyed with fire or doused in holy water, or
you take damage from a cure spell or channeled positive
energy after you've been reduced to o hit points. Anytime
you are reduced to o hit points, you remain unconscious
until you are healed or until the following midnight, at
which time you regain 1 hit point per Hit Die and awaken.

Sleeper
By seeking solace in the grave, you are able to recuperate
more quickly.



Prerequisites: Warren Digger, ghoul.

Benefit: You heal 1 hit point per 10 minutes as long as
you are surrounded by at least 5 feet of dirt or stone on all
sides and take no actions.

Warren Digger
After years spent digging up graves, you are able to move
through dirt almost as easily as a fish through water.

Prerequisite: Ghoul.

Benefit: You gain a burrow speed of 10 feet through earth,
sand, or soil.

Special: You can gain this feat multiple times. Each
time you take it, add 10 feet to your burrow speed, up to a
maximum of your base land speed.

GHOUL SPELLS

Ghoul spells reflect their obsession with hunger and death.

FLESHY FACADE

School transmutation (polymorph); Level alchemist 2, bard 2,
inquisitor 2, sorcerer/wizard 2, witch 2
Casting Time 1 standard action
Components V, S
Range touch
Target corporeal undead creature «
touched
Duration 10 minutes/level (D)
Saving Throw yes (harmless); Spell
Resistance yes (harmless)
The target’s flesh fills out and gains a
healthy, natural color. This gives the target
the appearance of a living creature of the type
it was when it was still alive (if applicable). Creatures
casting spells such as detect undead must succeed at a
saving throw (with a DC equal to the spell’s save DC) to
detect the target’s presence, and if the target is intelligent,
it gains a +10 bonus on Disguise checks to appear alive or-__
recently deceased. If the undead has any features different
from those of the type of living creature it most resembles
(such as a ghoul’s elongated teeth and claws), those features
shrink and become less prominent, and the subject deals
damage as though it were one size smaller. This spell has no
effect on creatures that are skeletal or otherwise lack flesh.

HUNGRY EARTH

School transmutation; Level druid 5, sorcerer/wizard 5,
witch 5 )

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Area 20-foot-radius spread

Duration 1 round/level

saving Throw none; Spell Resistance no

The ground attempts to pull creatures beneath its surface as if
hungry for the flesh of mortals.

Immediately, and at the beginning of each of your turns, every
creature touching the ground within the area of the spell is the
target of a grapple combat maneuver. Creatures that enter the
area of effect are also automatically attacked. The ground does
not provoke attacks of opportunity. The earth’s CMB is equal to 5 +
your caster level for the purpose of this combat maneuver check.
Attempt the combat maneuver check only once each round and
apply the result to all creatures in the area of effect.

Each time the ground succeeds at a combat maneuver check
to grapple a foe, it drags the creature farther down, eventually
forcing the creature below its surface. With the first successful
check, the target gains the grappled condition. Grappled opponents
can't move without first breaking the grapple (doing so requires
a successful DC 20 combat maneuver or Escape Artist check). The
ground receives a +5 bonus on combat maneuver checks to grapple
opponents it is already grappling. After the second successful
grapple combat maneuver check, the grappled creature is pulled
to the ground and becomes prone. On the third successful grapple
combat maneuver check, the creature is fully buried and must
hold its breath or begin suffocating.

Aburied creature can’t attempt to escape unless the effect ends
or it breaks the grapple. The DC to escape the grapple increases to
25 for a creature that has been pulled beneath the earth.




SNEARY GHOULS
While all ghouls are quiet and deadly in the night, these

ghouls specialize in striking from cover or exploiting
tactical advantages. They set up ambushes or fight using
group tactics to claim their prey.

GHOUL CREEPER (R3
XP 800

Ghoul rogue 3

CE Medium undead

Init +4; Senses darkvision 60 ft.; Perception +11

DEFENSE

AC 18, touch 14, flat-footed 14 (+2 armor, +4 Dex, +2 natural)
hp 37 (5d8+15)

Fort +4, Ref +7, Will +7

Defensive Abilities channel resistance +2, evasion,

trap sense +1; Immune undead traits
OFFENSE
Speed 30 ft.

Melee bite +7 (1d6+3 plus disease and paralysis), 2 claws +7
(1d6+3 plus paralysis)

Ranged mwk light crossbow +8 (1d8/19-20)

Special Attacks disease (DC 14), paralysis (1d4+1 rounds, DC 14,
elves are immune to this effect), sneak attack +2d6

STATISTICS

Str 17, Dex 19, Con —, Int 13, Wis 16, Cha 16

Base Atk +3; CMB +6; CMD 20

Feats Bag of Bones®, Power Attack, Weapon Finesse

Skills Acrobatics +12, Bluff +11, Climb +11, Disable Device +5,
Escape Artist +17, Intimidate +11, Perception +11, Sleight of
Hand +12, Stealth +12

Languages Common, Undercommon

$Q rogue talents (bleeding attack +2), trapfinding +1

Combat Gear potion of greater magic fang, potion of inflict
moderate wounds, tanglefoot bag; Other Gear leather
armor, mwk light crossbow with 20 arrows, 204 gp

GHOUL STALKER CR 6

XP 2,400

Ghoul rogue 6

CE Medium undead

Init +5; Senses darkvision 60 ft.; Perception +14

DEFENSE

AC 18, touch 15, flat-footed 13 (+1 armor, +5 Dex,

+2 natural)

hp 74 (8d8+38)

Fort +5, Ref +10, Will +8

Defensive Abilities channel resistance +2, evasion, trap sense +2,
uncanny dodge; Immune undead traits

OFFENSE

Speed 30 ft.

Melee bite +8 (1d6+3 plus disease and paralysis), 2 claws +8
(1d6+3 plus paralysis)

Ranged +7 composite shortbow +10/+10 (1d6+4/x3) or
+1 composite shortbow +12 (1d6+4/x3)

Special Attacks disease (DC 14), paralysis (1d4+1 rounds, DC 14,
elves are immune to this effect), sneak attack +3dé

STATISTICS

Str 17, Dex 20, Con —, Int 13, Wis 16, Cha 16

Base Atk +5; CMB +8; CMD 23

Feats Point-Blank Shot, Precise Shot, Rapid Shot, Toughness,
Weapon Focus (composite shortbow)

Skills Acrobatics +16, Bluff +10, Climb +14, Disable
Device +8, Escape Artist +16, Intimidate +10, Knowledge
(dungeoneering) +12, Perception +14, Sense Motive +14,
Stealth +16

Languages Common

$Q rogue talents (finesse rogue, ledge walker, weapon
training), trapfinding +3

Combat Gear +7 frost arrows (4), +1 human-bane arrows (3),

potion of inflict light wounds; Other Gear +7 composite

shortbow with 20 arrows, bracers of armor +1, 62 gp




GHOUL HUNTSMASTER

Though most ghouls hunt and kill to satiate their hunger,
a huntsmaster relishes the chase as much as the feast after.

GHOUL HUNTSMASTER (R7
XP 3,200
Ghoul ranger 6
CE Medium undead
Init +5; Senses darkvision 60 ft.; Perception +14

DEFENSE

AC 20, touch 15, flat-footed 15 (+3 armor, +5 Dex, +2 natural)
hp 80 (8 HD; 2d8+6d10+38)

Fort +9, Ref +10, Will +8

Defensive Abilities channel resistance +2; Immune undead traits

OFFENSE

Speed 40 ft.

Melee +17 bite +13 (1d6+3 plus disease and paralysis),
2 +1 claws +14 (1d8+3 plus paralysis)

Ranged mwk composite longbow +13/+8 (1d8+2/x3)

Special Attacks combat style (archery), disease (DC 15),
favored enemy (elves +2, humans +4), paralysis (1d4+1
rounds, DC 15, elves are immune to this effect)

Ranger Spells Prepared (CL 3rd; concentration +6)
1st—longstrider, magic fang

TACTICS

Before Combat The huntsmaster casts longstrider and uses
his wand of greater magic fang on himself as well as on
his animal companion.

Base Statistics Without /ongstrider and greater magic fang,
the huntsmaster’s statistics are Speed 30 ft.; Melee bite +12
(1d6+2 plus disease and paralysis), 2 claws +13 (1d8+2
plus paralysis).

STATISTICS

Str 15, Dex 20, Con —, Int 13, Wis 16, Cha 18

Base Atk +7; CMB +9; CMD 24

Feats Corpse Companion®, Endurance, Improved Natural Attack
(claw), Point-Blank Shot, Rapid Shot, Weapon Finesse,
Weapon Focus (claw)

Skills Acrobatics +13 (+17 when jumping), Climb +13, Disable
Device +13, Perception +14, Stealth +16, Survival +14, Swim +9

Languages Common, Undercommon

$Q favored terrain (underground +2), hunter’s bond (animal),
track +3, wild empathy +10

Combat Gear +7 human-bane arrows (3), +1 seeking arrows (2),
potion of inflict moderate wounds, wand of greater magic
fang (12 charges); Other Gear mwk studded leather, mwk
composite longbow with 50 arrows, 42 gp

CORPSE CAT (R—
XP —
N Small undead
Init +6; Senses darkvision 60 ft., low-light vision, scent;
Perception +5

DEFENSE

AC 20, touch 17, flat-footed 14 (+6 Dex, +3 natural, +1 size)

hp 16 (3d8+3)

Fort +4, Ref +9, Will +2

Immune undead traits

OFFENSE

Speed 50 ft.

Melee +7 bite +10 (1d4+2 plus trip), 2 +7 claws +11 (1d2+2)

TACTICS

Base Statistics Without greater magic fang, the cat’s statistics
are Melee bite +9 (1d4+1 plus trip), 2 claws +10 (1d2+1).

STATISTICS

Str 13, Dex 22, Con —, Int 2, Wis 12, Cha 12

Base Atk +2; CMB +2; CMD 18 (22 vs. trip)

Feats Weapon Finesse, Weapon Focus (claw)

Skills Acrobatics +10 (+18 when jumping), Perception +5,
Stealth +14

$Q tricks (attack [all creatures], come, fetch, guard,

seek, stay, track)




GHOUL COMMANDER

Ghoul commanders have stoked a burning hatred for the
living. A ghoul commander might lead a pack of ghouls or
may serve as a guardian or lieutenant for a more powerful
ghoul monarch.

GHOUL COMMANDER (R 8
XP 4,800

Ghoul antipaladin 7 (Pathfinder RPG Advanced Player’s Guide 118)
CE Medium undead

Init +3; Senses darkvision 60 ft.; Perception +15

Aura cowardice (10 ft.)

DEFENSE

AC 21, touch 13, flat-footed 18 (+6 armor, +3 Dex, +2 natural)
hp 99 (9 HD; 2d8+7d10+52)

Fort +13, Ref +9, Will +15

Defensive Abilities channel resistance +2; Immune disease,
undead traits

OFFENSE

Speed 20 ft.

Melee mwk greataxe +15/+10 (1d12+7/19-20/x3), bite +8

(1d6+2 plus disease and paralysis) or
bite +13 (1d6+5 plus disease and paralysis), 2 claws +13
(1d6+5 plus paralysis)

Ranged mwk composite shortbow +12/+7 (1d6+5/x3)

Special Attacks channel negative energy (DC 17, 4d6), disease
(DC 15), paralysis (1d4+1 rounds, DC 15, elves are immune to
this effect), smite good 3/day (+4 attack and AC, +7 damage)

Antipaladin Spell-Like Abilities (CL 7th; concentration +11)

At will—detect good

Antipaladin Spells Prepared (CL 4th; concentration +8)

2nd—desecrate

1st—disguise self, inflict light wounds (DC 15)

TACTICS

Before Combat The ghoul commander is usually

accompanied by a fiendish dire boar mount. If he is
defending an area, he casts desecrate on the area (these
bonuses are not included in his statistics).

During Combat The commander begins combat by charging in
on his boar. He prefers to attack with his greataxe.

STATISTICS

Str 20, Dex 17, Con —, Int 13, Wis 16, Cha 18

Base Atk +8; CMB +13; CMD 26

Feats Cleave, Improved Critical (greataxe), Power Attack,
Toughness, Weapon Focus (greataxe)

Skills Bluff +11, Intimidate +16, Perception +15, Ride +12

Languages Common, Undercommon

$Q cruelties (fatigued, staggered), fiendish boon (fiendish dire
boar servant), touch of corruption 7/day (3d6)

Combat Gear scroll of inflict serious wounds; Other Gear mwk
breastplate, mwk composite shortbow with 20 arrows, mwk
greataxe, belt of giant strength +2, 79 gp

FIENDISH DIRE BOAR SERVANT CR—
XP —
hp 42 (Pathfinder RPG Bestiary 36, 294)

When ghouls marshal themselves into organized groups,
it is ghoul commanders who shoulder the responsibility
of leadership and command. In “civilized” ghoul cities
and nations, ghoul commanders serve as an elite officer
class, directing and commanding units of more common
ghouls in military maneuvers and on excursions. While
they receive their orders from ghouls higher up the chain
of command, ghoul commanders are responsible for
translating those orders into concrete tactics, and enjoy
great autonomy on the battlefield—so long as their
strategies succeed, at least.



MASKED MURDERER

Some ghouls walk in villages and cities, using disguises
and magic to hide their nature. The masked murderer
strikes from the shadows against the living.

MASKED MURDERER (R 8
XP 4,800
Ghoul bard (dirge bard) 8 (Pathfinder RPG Ultimate Magic 26)
CE Medium undead
Init +7; Senses darkvision 60 ft.; Perception +15
DEFENSE
AC 20, touch 13, flat-footed 17 (+5 armor, +3 Dex, +2 natural)
hp 113 (10d8+68)
Fort +8, Ref +9, Will +11; +4 vs. necromantic effects;

Defensive Abilities channel resistance +2; Immune undead traits

OFFENSE

Speed 30 ft.

Melee bite +10 (1d6+2 plus disease and paralysis),
2 claws +11 (1d6+2 plus paralysis)

Ranged mwk composite shortbow +11/+6
(1d6+2/x3)

Special Attacks bardic performance 24
rounds/day (move action; countersong,
dirge of doom [DC 20], distraction,
fascinate [DC 20], inspire competence +3,
inspire courage +2, suggestion [DC 20]),
disease (DC 17), paralysis (1d4+1 rounds,
DC 19, elves are immune to this effect)

Bard Spells Known (CL 8th; concentration +14)
3rd (3/day)—confusion (DC 19), crushing despair

(DC 19), glibness
2nd (6/day)—allegro“™, fleshy facade®
(DC 18), inflict moderate wounds (DC 18),
mirror image
1st (6/day)—disguise self, expeditious
retreat, hideous laughter (DC 17), ray of
enfeeblement (DC 17), silent image (DC 17)
0 (at will)—detect magic, ghost sound (DC 16),
mage hand, message, prestidigitation
(DC 16), summon instrument

TACTICS

Before Combat This furtive killer disquises herself
as a human while stalking her targets. If at all
possible, she avoids conflict, though her hunger
sometimes gets the best of her.

During Combat If her presence is detected, the
murderer begins combat by casting confusion. She
then starts a bardic performance (typically dirge
of doom). Before she actually enters melee, she
casts allegro to gain additional attacks.

STATISTICS

Str 15, Dex 17, Con —, Int 17, Wis 14,

Cha 22

Base Atk +7; CMB +9; CMD 22

Feats Ability Focus (paralysis), Combat Casting, Improved
Initiative, Weapon Finesse, Weapon Focus (claw)

Skills Bluff +19, Diplomacy +19, Disquise +19, Intimidate +19,
Knowledge (arcana) +16, Knowledge (local) +20, Knowledge
(religion) +15 (+19 to identify undead creatures and their
abilities), Perception +15, Perform (oratory) +14, Perform
(percussion) +19; Racial Modifiers +4 Knowledge (religion)
to identify undead creatures and their abilities

Languages Common, Dwarven, Elven, Undercommon

$Q bardic knowledge +4, haunting refrain (+4 to demoralize,
-2 penalty on saves against bard’s fear effects), secrets of
the grave

Combat Gear +7 thundering arrows (4), potion of invisibility,
scroll of hold person, wand of inflict light wounds (50 charges);
Other Gear +7 chain shirt, mwk composite shortbow with
10 arrows, headband of alluring charisma +2, disguise kit,

10 gp

The masked murderer uses deception to get closer
to her human prey, mingling among them without
arousing their suspicion until it is too late for them

to escape her clutches. Magic, particularly the fleshy

facade spell, allows her to craft her deceptive
appearance, and she knows how to disguise

at least hide her gruesomeness long enough to

get to safety if her magic fails her.

Charm and lies pave the murderer’s way
through society. Typically, she begins
small, making friends with low-class

workers or farmers in taverns and
alleyways, then luring them away to kill
and devour them. This is rarely enough
for a masked murderer, though, and in
time she makes connections among
the elite. This could be to satisfy her
ego, but more often she wants to dine

on the finer morsels of spoiled elites
rather than the tough flesh of hard laborers.
Unfortunately for ghouls, spending so much

time amongtheliving serves only to highlight the
life they traded away for the unending hunger
of their undead existence. Many masked
murderers find themselves conflicted as a
| result, envying the vibrantlives of their prey.
In the end, however, a masked murderer’s
ghoulish hunger always overwhelms any
other emotion she might feel, and
: she hunts her prey with as
‘ much ravenous fervor
as any other ghoul, if
not more.




ANCIENT GRAVEDIGGER

Years of digging up graves have given this ancient ghoul
an affinity for earth magic. Powerful spellcasting ghouls
usually rise to positions of leadership, and in his ghoul
city, this gravedigger is a high-ranking member of the
ruling elite.

ANCIENT GRAVEDIGGER CR 10
XP 9,600

Ghoul oracle 10 (Pathfinder RPG Advanced Player’s Guide 42)

CE Medium undead

Init +4; Senses darkvision 60 ft.; Perception +17

DEFENSE

AC 22, touch 14, flat-footed 18 (+4 armor, +1 deflection, +4 Dex,
+3 natural)

hp 112 (12d8+58)

Fort +8, Ref +8, Will +13

Defensive Abilities channel resistance +2; Immune undead
traits

OFFENSE

Speed 30 ft.

Melee +7 bite +14 (1d6+6 plus disease and paralysis), 2 +71 frost
claws +15 (1d6+6 plus 1dé6 cold, disease, and paralysis)
Ranged rock +13/+8 (2d4+7)
Special Attacks disease (DC 15), paralysis (1d4+1 rounds, DC 15,
elves are immune to this effect)
Oracle Spells Known (CL 10th; concentration +14)
5th (3/day)—flame strike (DC 19), mass inflict light
wounds, stoneskin

4th (6/day)—divine power, inflict critical wounds, summon
monster IV, wall of stone (DC 18)

3rd (7/day)—animate dead, blindness/deafness (DC 17),
dispel magic, inflict serious wounds, meld into stone

2nd (7/day)—darkness, desecrate, hold person (DC 16),
inflict moderate wounds, spiritual weapon, stone call**

1st (7/day)—command (DC 15), entropic shield, inflict light
wounds, liberating command"‘, magic stone, obscuring
mist, shield of faith

0 (at will)—bleed (DC 14), create water, detect magic, detect
poison, guidance, mending, read magic, resistance, spark**

Mystery stone

TACTICS

Before Combat The ancient gravedigger prepares for combat
by quaffing potions of greater magic fang and mage armor.
He uses earth glide and crystal sight to observe foes fighting
his underlings before he attacks.

During Combat The ancient gravedigger prefers to fight at range,
relying on summoned creatures, flame strike, and spiritual

weapon to deal damage while he uses earth glide and
crystal sight to take cover from the fray. If he must
enter melee, the gravedigger fights viciously.

Base Statistics Without greater magic fang and
mage armor, the ancient gravedigger’s statistics are
AC 18, touch 15, flat-footed 14; Melee bite +13 (1d6+5 plus
disease and paralysis), 2 frost claws +14 (1d6+5 plus 1d6 cold,
disease, and paralysis).

STATISTICS

Str 20, Dex 18, Con —, Int 15, Wis 14, Cha 18

Base Atk +8; CMB +13 (+17 trip); CMD 27 (31 vs. bull rush,

33 vs. trip)

Feats Combat Reflexes, Extra Rage, Greater Trip, Improved
Natural Armor, Improved Trip, Power Attack, Quick Draw,
Weapon Focus (claw)

Skills Bluff +16, Diplomacy +19, Intimidate +19, Perception +17,
Spellcraft +17, Stealth +18

Languages Aklo, Common, Draconic, Terran, Undercommon;
tongues (understands only)

$Q oracle’s curse (tongues [Aklo]), revelations (crystal sight,

earth glide, rock throwing, stone stability)

Combat Gear potion of greater magic fang, potion of

mage armor; Other Gear belt of giant strength +2, cloak

of resistance +1, frost amulet of mighty fists, ring of

protection +1, throwing stones (10), onyx gems (worth

1,000 gp total), silver dust (worth 25 gp)




GHOUL MONARCH

These ancient sorcerers have attained their power by using
those around them as puppets. They command mortals and
undead using both their magic and force of personality.

XP 19,200
Ghoul sorcerer 12
CE Medium undead
Init +10; Senses darkvision 60 ft.; Perception +20
DEFENSE
AC 23, touch 17, flat-footed 17 (+4 armor, +1 deflection, +6 Dex,
+2 natural)
hp 176 (14 HD; 2d8+12d6+125)
Fort +10, Ref +12, Will +14
Defensive Abilities channel resistance +2, nondetection;
Immune undead traits; Resist cold 10
OFFENSE
Speed 30 ft., burrow 10 ft.
Melee bite +13 (1d6+1 plus disease and paralysis), 2 claws +13
(1d6+1 plus paralysis)
Special Attacks disease (DC 23), paralysis (1d4+1 rounds, DC 23,
elves are immune to this effect), ravenous frenzy (12/day)
Sorcerer Spells Known (CL 12th; concentration +18)
6th (4/day)—mislead (DC 22), move earth
5th (6/day)—dominate person (DC 21), hungry earth® (DC 21),
suffocation™® (DC 21)

4th (7/day)—beast shape I, black tentacles, dimension
door, fear

3rd (7/day)—gaseous form, lightning bolt (DC 19),
nondetection, stinking cloud (DC 19), vampiric touch

2nd (8/day)—alter self, command undead (DC 18), false life,
feast of ashes**® (DC 18), invisibility, mirror image

1st (8/day)—burning hands (DC 17), grease (DC 17), mage armor,
obscuring mist, ray of enfeeblement (DC 17), silent image

0 (at will)—arcane mark, dancing lights, daze (DC 16), detect
magic, light, mage hand, prestidigitation (DC 16), ray of
frost, read magic

Bloodline ghoul

TACTICS

Before Combat Before combat, the monarch casts false life,
mage armor, and nondetection on herself.

During Combat A ghoul monarch avoids direct confrontation
unless she can fight using dominate person or magic jar. The
ghoul monarch starts combat by casting quickened grease
and hungry earth, trapping as many spellcasters as she can
in the effect. If the monarch has minions, she focuses on
disabling and keeping enemies off guard rather than using
direct damage spells. She targets powerful spellcasters with
suffocation or black tentacles.

Morale A ghoul monarch flees to a safe haven or attempts
to flee by burrowing underground at the first sign she is in
serious danger.

Base Statistics Without false life, mage armor, and
nondetection, the monarch’s statistics are AC 19, touch 17, flat-
footed 13; hp 161; Defensive Abilities channel resistance +2.

STATISTICS

Str 13, Dex 22, Con —, Int 15, Wis 16, Cha 22

Base Atk +7; CMB +8; CMD 25

Feats Eschew Materials, Improved Initiative, Lightning Reflexes,
0ld as Dirt*, Quicken Spell, Sleeper®, Toughness, Warren
Digger®, Weapon Finesse

Skills Bluff +13, Intimidate +23, Perception +20, Spellcraft +19,
Stealth +28

Languages Common, Draconic, Undercommon

$Q bloodline arcana (heal when casting necromancy spells)

Combat Gear potions of inflict moderate wounds (2), scroll
of magic jar, scroll of teleport; Other Gear +2 silken
ceremonial armor, belt of incredible dexterity +2,
headband of alluring charisma +2, ring of protection +1,
stalker’s mask“t, 470 gp




GHOUL BEASTS

Ghouls often raise creatures on a special diet, then turn
them into undead. These include the skaveling (Pathfinder
RPG Bestiary 2 42), the sootwing bat, and the ghoul hound.

SOOTWING BAT

This batlike creature has jagged points at the tips of its wings
and a long, lashing tongue.

SOOTWING BAT
XP 200
CE Tiny undead
Init +1; Senses blindsense 20 ft.; Perception +5
DEFENSE
AC 14, touch 13, flat-footed 13 (+1 Dex, +1 natural, +2 size)
hp 7 (2d8-2)
Fort -1, Ref +1, Will +4
Defensive Abilities channel resistance +2; Immune undead traits
OFFENSE
Speed 5 ft. fly 40 ft. (good)
Melee bite +4 (1d3-3 plus disease and paralysis)
Space 2 1/2 ft.; Reach 0 ft.
special Attacks disease (DC 10), paralysis (1d4+1
rounds, DC 10, elves are immune to
this effect)
STATISTICS
Str 5, Dex 12, Con —, Int 2, Wis 13,
Cha 8
Base Atk +1; CMB +0; CMD 7
Feats Weapon Finesse
Skills Fly +9, Perception +5 (+9
when using blindsense); Racial
4 Modifiers +4 Perception when
using blindsense

ECOLOGY
Environment any land

Organization solitary or colony (4-12)

Treasure none

SPECIAL ABILITIES

Disease (Su) Ghoul Fever: See Pathfinder RPG Bestiary 146.

Ghoul spellcasters use these smaller cousins to skavelings
as familiars. An evil spellcaster can gain a sootwing bat
as a familiar at 5th level by taking the Improved Familiar
feat. A sootwing bat familiar grants its master a +1 bonus
to channel resistance (if the master has any).

GHOUL HOUND

This canine creature has sallow, dead skin stretched tight across
its bones. Its teeth are long and yellowed.

GHOUL HOUND
XP 400
CE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +6
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 13 (2d8+4)
Fort +2, Ref +2, Will +5
Defensive Abilities channel resistance +2; Immune undead traits
OFFENSE
Speed 50 ft.
Melee bite +5 (1d6+6 plus disease, paralysis, and trip)
Special Attacks disease (DC 13), paralysis (1d4+1 rounds, DC 13,
elves are immune to this effect)
STATISTICS
Str 18, Dex 15, Con —, Int 2, Wis 14, Cha 14
Base Atk +1; CMB +5; CMD 17 (21 vs. trip)
Feats Improved Initiative
Skills Perception +6, Stealth +6
ECOLOGY
Environment any land
Organization solitary, guard (2-4 plus 2-4 ghouls), or
pack (4-6 plus 2-4 ghouls)
Treasure none
SPECIAL ABILITIES
Disease (Su) Ghoul Fever: See Pathfinder RPG Bestiary 146.

Ghouls keep ghoul hounds much as humans keep
hunting dogs—some ghouls view these vicious beasts
as little more than tools, while more sentimental ghouls
treat them as favored pets. Ghoul hounds obediently
follow their ghoul masters.

Grathkoll (CR 2): A larger breed of ghoul hound, the
grathkoll can be ridden by a Medium creature. A grathkoll
is a ghoul hound with the giant simple template and a +10
bonus to its base land speed.



ENCOUDTERS

Ghouls are cunning and versatile enemies, and can be used

in many scenarios for an undead-focused campaign.

SECOND-STORY KILLERS (CR 5)

These stealthy serial killers might live near the edge of a
village or large city and terrorize the locals by breaking in
and slaughtering entire families. After a few weeks of terror,
they move on to another village and start the carnage anew.

GHOUL CREEPER (R 3
XP 800

hp 37 (see page 82)

[GHOULS () (R1]
XP 400 each

hp 13 each (Pathfinder RPG Bestiary 146)

GHOUL HUNTING PARTY (CR 10)

This hunting party could be searching for someone in
particular, or might just be out trying to fill the larders.
A hunting party might attack a small caravan near a less
traveled road or even a small village.

XP —
hp 16 (see page 83)

GHOUL COMMANDER (R 8
XP 4,800

hp 99 (see page 84)

GHOUL HUNTSMASTER C(R7
XP 3,200

hp 80 (see page 83)

[GHOULS (4) _ (R1]
XP 400 each

hp 13 each (Pathfinder RPG Bestiary 146)

THE GUILD (CR 10)
A thieves’ guild has a dark secret at its heart. The cost for
crossing this guild is high, and apprentices who wash out

are never seen again. This encounter works best as part of a
series of encounters, and could be paired with the Second-
Story Killers encounter or a selection of rogue stat blocks
from Pathfinder RPG NPC Codex.

GHOUL STALKERS (2 CR 6
XP 2,400 each
hp 74 each (see page 82)

MASKED MURDERER
XP 4,800
hp 113 (see page 85)

GRAVE TROUBLE (CR 12)
This pair of ghoul spellcasters and their bodyguards are

much more than casual thugs. They are likely to be at the
heart of a larger plot or traveling to secure a source of fresh
meat for themselves and their kin. This encounter works well
following the ghoul hunting party detailed above.

ANCIENT GRAVEDIGGER CR 10
XP 9,600

hp 112 (see page 86)

CARRION GOLEMS (4 (R4
XP 1,200 each
hp 42 each (Pathfinder RPG Bestiary 2 136)

MASKED MURDERER CR 8
XP 4,800
hp 113 (see page 85)




I had hunted game as a child in the fair woods around my ancestral home, but
these creatures had the hunt in their blood. How they tracked me across the dry
scrub and barren rock in the constant wind, I cannot say. I can only ascribe such
powers to dark arts no human should know.

In the meandering, craggy canyons they caught up to me, these dog-beasts I
had merely glimpsed before. As they chased me out into the scrublands beyond,
I found I had ridden into their trap! They first felled faithful Cronlym out from
under me. I swear their arrow shafts were a full inch around!

I tumbled off, and found myself unable to stand. My breath rasping, the dust
sticking to the inside of my mouth, I tried crawling for my life. The beasts’
howling laughter tormented me as I inched toward my unlikely salvation...

—Excerpt from Despin’s Savanna Travels, by Qestra Despin




eyond the edge of their enemies’ torchlight, the gnolls’

tittering growls and snickering vocalizations disrupt

the stillness. Occasionally, the light of reflective eyes
dances in the darkness, but it is never enough to give a clear
idea of the gnolls’ number or plan of attack.

Like the hyenas that hunt with them, these pack humanoids
use misdirection, fear, and coordinated attacks to wear down
their prey. With a cackling and irksome confidence, they
murder at aleisurely pace, one spear strike at a time, ripping
flesh and drawing blood until their enemy is too weak to
resist their final onslaught.

Creatures primarily of the burning desert and arid plain,
gnolls know that survival relies on the pack. The matriarch
of the pack enforces simple rules of gnoll cohesion. The
struggle is not from within the pack, but outside of'it. That
which is weaker than the gnoll is food. Rest ensures sufficient
strength for the hunt. Bite off only what you can chew, saving
the rest for the survival of the pack—Dbut always claim your
share. Raise whelps to be strong, and discard the weak.

Any creature that is not part of the pack is nothing more
than moving meat. Even when a gnoll pack serves a powerful
master from outside the pack, it does so with only its own
survival in mind, and it quickly abandons that master if
continued service would be suicidal. Other races might
look down on the gnolls as selfish, lazy, and ultimately
destructive, but gnolls merely cackle at such judgments.
For gnolls, survival is the only morality, and eating one’s
enemies is the ultimate display of power.

It was once believed that gnolls were a scourge of savannas
and deserts alone, but while most gnolls prefer the regions
favored by hyenas, they live and hunt in nearly every climate.
Because gnolls’ survival and pack cohesion rely on the hunt,
if'a pack becomes too large, it splinters. The weaker group
is pushed beyond the borders of its former pack’s hunting
territory, often into regions with different ecologies and
prey. While gnolls are numerous in arid climates, smaller
and more desperate packs roam highlands, lowlands, forests,
taigas, and even the Darklands.

Gnolls are strictly carnivorous, even to the point of
resorting to cannibalism in times of great need, during
religious rituals, or to show their dominance after defeating
a rival. The majority of their meat, however, comes from
the hunt. Nearly any kind of meat can provide sustenance,
but they have a strong preference for the flesh of sentient
creatures. This preference is both practical (as sentient
creatures are a great threat to the pack’s stability and
survival) and bound up with the common gnoll superstition
that consuming a creature allows one to absorb its power.
That said, there is a prevalent taboo among most gnolls
against eating the flesh of the pugwampi (Pathfinder RPG
Bestiary 2144). Their disdain for these fawning fey is so great
that most gnolls believe that eating pugwampi flesh weakens
gnolls and can even curse the entire pack. It is better to kill

them, weave their flesh into pugwampi braids—which at least
have some use—and leave their meat to rot.

Gnoll packs are matriarchal because female gnolls tend to
be larger, more aggressive, and more cunning than males.
Gnolls see this gender disparity as proof of Lamashtu’s
blessing of the gnoll race. Size aside, there are few physical
differences in the appearances of female and male gnolls. On
the average, a gnoll male is around 6 feet in height while the
average gnoll female is closer to 6-1/2 feet, though gnolls of
both genders appear shorter due to their stooping posture.

The gnoll pack is a multilayered structure based on
competing for dominance, with one alpha—typically
the largest and most powerful female gnoll—at its
apex. Rarely, a group of packs can mesh in an even more
complex and ever shifting hierarchy in order to create
a tribe or horde. This happens only when they’re led by
an extremely powerful leader, be it an alpha gnoll or a
bullying outsider who can understand and manipulate
the ever-shifting sands of gnoll dominance.

Gnolls respect power and the ruthlessness to wield it
successfully more than they do birth or station. A gnoll
holds power over a pack because he or she is feared and
revered, and only as long as he or she remains so. Because of
this, when a pack leader dies, becomes infirm, or loses face,
authority changes hands after a brief and bloody scramble
for power between any gnolls with a thirst for power and the
ability to assert dominance. Such scrambles for ascension
often splinter a pack, as failed would-be alphas and their
supporters are chased from the pack. This can create
powerful rivalries between splintered packs, but often the
ejected gnolls leave their pasts behind and pursue the hunt
in new lands, attempting to build a new power base through
increased breeding and rampaging hunts for new prey.

Like hyenas, gnolls are nocturnal. During the day a gnoll
encampment would seem slothful to outside observers,
especially if they saw gnolls only during daylight hours.
Such sightings, along with the fact that gnolls see little
use in building permanent structures, have given gnolls
the reputation for being lazy brutes. At night, though, the
pack becomes a frenzy of murderous activity. Gnolls divide
themselves into raiding parties, each of which scouts prey
in the nighttime hours. When particularly powerful preyis
located, the scouts vocalize to the pack in order to regroup
and attack the prey in a swarming group. While the gnoll
pack is usually interested only in the kill, some packs will
take slaves for a time, using them as manual labor, and as a
stock of food when prey is scarce. More often than not, such
gnoll packs keep slaves while whelps are young, and when
the captives have been sufficiently weakened from abuse,
they’re released as quarry so the whelps can engage in their
first hunt with prey that have lost the ability to fight.

Full statistics for gnolls can be found on page 155 of the
Pathfinder RPG Bestiary.




NEW RULES

The methods, materials, and magic of the gnolls focus on

their pack mentality and their brutal, savage nature.

GNOLL ARCHETYPES

The following archetypes are common among gnolls.

Bouda (Witch)

These strange and often solitary witches have a strong
connection to curses, the evil eye, and hyenas.

Alignment: Because of the dark nature of her magic, a
bouda must be of an evil alignment. If a character with the
bouda archetype ceases to be evil, she loses the ability to use
all alternate class features granted by this archetype (but
still retains all other witch class features), though she’s still
considered to be a bouda when taking further levels in the
witch class. Abouda regains use of all archetype alternate class
features if she atones for her violations (see the atonement spell
on page 245 of the Pathfinder RPG Core Rulebook).

Fetish: A bouda keeps a small fetish: sometimes a carved
idol, other times a necklace adorned with teeth or bones.
Abouda’s spells come from the will of evil spirits residing
in the fetish, and its ability to hold spells functions in a
manner identical to the way a witch’s spells are granted by
her familiar. The bouda must commune with her fetish
each day to prepare her spells and can only prepare spells
stored in the fetish.

At 3rd level, a bouda can use her fetish to deliver touch
spells a number of times per day equal to 1/4 her witch level
(minimum 1). When casting a touch spell, as a free action
she can use this ability. When she does, she can deliver her
spell as aranged touch spell within a range of 30 feet. At 10th
level, she can deliver these spells within a range of 6o feet.
At 15th level and higher, she can deliver these spells within
arange of go feet.

This ability replaces the familiar class feature.

Bouda’s Eye (Su): A bouda’s gaze can bestow ill fortune on
her enemies. This hex can affect a creature within 30 feet that
the bouda can see. The target takes a —2 penalty on one of
the following (bouda’s choice): AC, ability checks, attack rolls,
saving throws, or skill checks. The hex lasts for a number
of rounds equal to 3 + the bouda’s Intelligence modifier. A
successful Will saving throw reduces the duration of the hex
to 1 round. Once per day when the bouda uses this hex, she
can impose two different penalties on the target instead of
just one. If the bouda takes the evil eye hex, it increases the
number of different penalties she can impose on the hex’s
target by 1. At 8th level, the penalties imposed by this hex
increase to —4. This is a mind-affecting effect.

This hex must be taken as a bouda’s 1st-level hex, and
only a bouda can take this hex.

Hyena Shape (Su): At 10th level, a bouda gains the ability to
turn into a hyena or dire hyena and back again a number of
times per day equal to her Intelligence modifier. This ability
functions as beast shape II, except for the following. The effect
lasts for 1 hour per witch level, or until the bouda changes
back. Changing form (to animal or back) is a standard action
that does not provoke attacks of opportunity. At 2oth level, a
bouda can change her form at will. If a bouda dies while in
hyena shape, she does not revert back to her true form.

The bouda does not lose the ability to speak while in animal
form, and can communicate with hyenas and dire hyenas as
ifunder the effects of speak with animals. Furthermore, while
in this form, the bouda gains the benefit of the Natural Spell
feat, even if she does not meet the prerequisites.

This ability replaces the major hex granted at 10th level.

Pack Rager (Barbarian)

Barbarian rages can be a thing of savage beauty, exhibiting
a lethal grace. While such uncontrolled displays of carnage
often disregard group tactics, there are those barbarians
whose rages inspire and spur on their allies during the
ferocious dance of death.

Bonus Feat: At 2nd level and every 4 levels thereafter, the
pack rager can take a bonus teamwork feat. This teamwork
feat must also be a combat feat. This ability replaces the rage
powers gained at 2nd, 6th, 10th, 14th, and 18th level.

Raging Tactician: At 7th level, while a pack rager is
raging, she grants a single teamwork feat she knows to all
allies within 30 feet who can see and hear her. She chooses
the feat at the start of the rage, and cannot change it during
the rage. An ally who moves more than 30 feet away from
the raging pack rager loses access to the feat, but regains it
again each time he moves back within 30 feet of the raging
pack rager. Allies do not need to meet the prerequisites of
these teamwork feats.

At 13th level, the pack rager chooses two teamwork feats
when she enters a rage, and grants her allies the use of both
of those feats when they are within 3o feet of her.

At 16th level, the pack rager grants these teamwork feats
as long as her allies are within 6o feet of her.

At 1gth level, the pack rager chooses three teamwork feats
when she enters a rage, and grants her allies the use of all
three feats when they are within 6o feet of her.

This ability replaces the damage reduction class feature.

GNOLL FEATS

Gnolls have access to the following feats, some of which
enhance the tactics of gnoll packs.

Coordinated Reposition (Teamwork)
You are skilled in coordinating combat positioning with
your allies.

Prerequisite: Step-Up.



Benefit: Whenever an ally with this feat who is threatening
a creature you are threatening takes a 5-foot step, you can
move 5 feet as an immediate action. This movement does
not provoke attacks of opportunity.

Disarm Partner (Combat, Teamwork)
When your ally fails to disarm an opponent within your
reach, you can try to disarm that same foe.

Prerequisite: Base attack bonus +1.

Benefit: When an ally with this feat fails a disarm combat
maneuver check made on his turn against an opponent
within your melee reach, as an immediate action you can
attempt a disarm combat maneuver check against that foe.

Improved Disarm Partner (Combat, Teamwork)
You are ever the opportunist.

Prerequisites: Disarm Partner, base attack bonus +5.

Benefit: When an ally with this feat fails a disarm combat
maneuver check made on his turn against a foe that’s within
your melee reach, you can make an attack of opportunity
against that foe. If that attack of opportunity hits the foe,
you can also attempt a disarm combat maneuver check
against that opponent as part of that attack of opportunity.

Snapping Flank (Combat, Teamwork)

You can make a swift bite attack against a flanked foe.
Prerequisites: Base attack bonus +9, bite attack.
Benefit: Whenever you are flanking with an ally who also

has this feat, as a swift action you can make a bite attack

against the opponent you and your ally are flanking.

Snapping Jaws (Combat)
When enemies get too close, your jaws tear flesh and bone.
Prerequisites: Base attack bonus +1, gnoll.
Benefits: You can use your bite as a natural weapon.
This is a primary attack that deals 1d6 points of damage.

GNOLL EQUIPMENT

The following weapon is a favorite of flinds (see page 100),
but is sometimes used by other gnolls who master its use.

PRICE 9 GP
TYPE exotic
This one-handed weapon is similar
to a nunchaku in that it consists of a
pair of bars linked with heavy chain.
However, a flindbar’s bars are made
of iron and are capped with a ring of spikes or studs. Since it's
much heaver than a nunchaku, it is not a light weapon.

FLINDBAR

GNOLL MAGIC ITEMS

The following magic items are favored by gnolls and flinds.

HUNTER’S NOSE RING e
SLOT head CL 3rd WEIGHT —

AURA faint transmutation

This nose ring seems to be braided from
five platinum strands. It grants its wearer
the scent ability (Pathfinder RPG Bestiary
304) along with a +4 competence bonus
on Perception checks involving smell and

on Survival checks to track using scent.

CONSTRUCTION REQUIREMENTS |___cosT 5,000 GP

Craft Wondrous Item, bloodhound*™, platinum ring worth 250 gp

PRICE
11,000 GP

SLOT head CL 8th

WEIGHT —

AURA moderate abjuration and necromancy

When wrapped around the neck and jaw, this swath of black
cloth lets its wearer see normally in a sandstorm (her vision
isn't reduced, nor does she take the -4 penalty on Perception
checks) and avoid taking nonlethal damage from the storm.
Once per day on command, the shawl’s wearer can emit a
strange cackling. Enemies within 30 feet of the shawl’s wearer
who can hear the cackling must succeed at a DC 16 Will saving
throw or become frightened for 1 round. Those who succeed
at the saving throw are shaken for 1d4 rounds instead. Both
of the cackle’s effects are sonic mind-affecting fear effects.

CONSTRUCTION REQUIREMENTS |___cosT 5,500 GP

Craft Wondrous Item, fear

PUGWAMPI BRAID S
SLOT none CL 8th WEIGHT 1 Ib.

AURA moderate necromancy

This braid, crafted from strips of pugwampi pelts, is 1 inch in
diameter and 12 inches long. It can be carried in the hand like
ariding crop or worn as an adornment.

Once per day with a command word, the owner of the braid
can create a 5-foot-radius aura around the braid for 1 minute.
Creatures other than the owner within the aura must roll twice
and use the lower result whenever a situation calls for a d20 roll.
This is a mind-affecting effect that does not work on humanoids
with the gnoll subtype, animals, or gremlins. A creature under
the effect of a luck bonus is immune to the aura.

CONSTRUCTION REQUIREMENTS | cosT 4,500 GP

Craft Wondrous Item, bestow curse

EXOTIC WEAPON PRICE DMG (S) DMG (M) CRITICAL RANGE WEIGHT TYPE SPECIAL
One-handed melee weapon
Flindbar 9gp 1dé6 1d8 x2 — 6 Ibs. Band P Disarm, trip




GNOLL BARBARIANS

Gnoll barbarians feed off one another’s rage, and use
pack tactics to savage their enemies.

GNOLL RAGEBORN CR3
XP 800
Gnoll barbarian (pack rager) 2 (see page 92)
CE Medium humanoid (gnoll)
Init +1; Senses darkvision 60 ft.; Perception +6

Ranged mwk javelin +5 (1d6+6)
Special Attacks rage (9 rounds/day)

TACTICS

Base Statistics When he’s not raging, the barbarian’s statistics
are AC 18, touch 11, flat-footed 17; hp 41; Fort +9, Will +1;
Melee mwk greataxe +8 (1d12+6/x3), bite +7 (1d6+6); Str
19, Con 16; CMB +7, CMD 18; Skills Climb +6.

STATISTICS

DEFENSE

AC 16, touch 9, flat-footed 15 (+6 armor, +1 Dex, +1 natural,
-2 rage)

hp 49 (4 HD; 2d8+2d12+22)

Fort +11, Ref +1, Will +3

Defensive Abilities uncanny dodge

OFFENSE

Speed 30 ft.
Melee mwk greataxe +10 (1d12+9/x3), bite +4 (1d6+3) or
bite +9 (1d6+9)

Str 23, Dex 13, Con 20, Int 8, Wis 12, Cha 6

Base Atk +3; CMB +9; CMD 18

Feats Coordinated Reposition®, Snapping Jaws®, Step Up

Skills Acrobatics +3, Climb +8, Perception +6, Survival +6

Languages Gnoll

$Q fast movement

Combat Gear potion of cure moderate wounds, alchemist’s
fire (3); Other Gear mwk breastplate, mwk greataxe, mwk
javelins (2), 18 gp

GNOLL PACKLORD CR9

XP 6,400

Gnoll barbarian (pack rager) 8 (see page 92)

CE Medium humanoid (gnoll)

Init +1; Senses darkvision 60 ft.; Perception +10

DEFENSE

AC 18, touch 9, flat-footed 17 (+7 armor, +1 Dex, +2 natural,
-2 rage)

hp 124 (10 HD; 2d8+8d12+58)

Fort +16, Ref +5, Will +7

Defensive Abilities improved uncanny dodge, trap sense +2;
DR 1/—

OFFENSE

Speed 30 ft.

Melee +17 falchion +17/+12 (2d4+11/18-20), bite +11 (1d6+3) or
bite +16 (1d6+10)

Ranged mwk javelin +11/+6 (1d6+7)

Special Attacks rage (21 rounds/day), rage powers (quick
reflexes, swift foot +5 feet), raging tactician® (30 ft.)

TACTICS

Base Statistics When she’s not raging, the barbarian’s statistics
are AC 20, touch 11, flat-footed 19; hp 104; Fort +14, Will +5;
Melee +1 falchion +15/+10 (2d4+8,/18-20); Ranged mwk
javelin +11/+6 (1d6+5) ; Str 20, Con 17; CMB +14, CMD 25.

STATISTICS

Str 24, Dex 13, Con 21, Int 8, Wis 12, Cha 6

Base Atk +9; CMB +16; CMD 25

Feats Cleave, Disarm Partner®, Improved Disarm Partner®,
Power Attack, Snapping Flank®, Snapping Jaws®, Step Up

Skills Acrobatics +11, Perception +10, Survival +14

Languages Gnoll

$Q fast movement

Combat Gear alchemist’s fire; Other Gear +7 breastplate,

+1 falchion, mwk javelin, amulet of natural armor +1,
cloak of resistance +2, 4 gp



GNOLL SKIRMISHERS

Employing a mix of cunning and brute force, skirmishers
thrive in a pack hierarchy.

GNOLL BRUISER (R3
XP 800
Gnoll fighter 1/rogue 1
CE Medium humanoid (gnoll)
Init +2; Senses darkvision 60 ft.; Perception +5

DEFENSE

AC 14, touch 13, flat-footed 11 (+2 Dex, +1 dodge, +1 natural)
hp 27 (4 HD; 3d8+1d10+9)
Fort +7, Ref +4, Will +1

OFFENSE

Speed 30 ft.

Melee greatclub +6 (1d10+6)
Ranged javelin +4 (1d6+4)
Special Attacks sneak attack +1d6

TACTICS

During Combat A bruiser flanks with its packmates whenever
possible, and takes time to reposition if separated from allies.

STATISTICS

Str 19, Dex 14, Con 15, Int 6, Wis 12, Cha 8

Base Atk +2; CMB +6; CMD 19

Feats Dodge, Mobility, Power Attack

Skills Acrobatics +9, Perception +5, Survival +8

Languages Gnoll

$Q trapfinding +1

Combat Gear potions of cure light wounds (2), alchemist’s
fire (2), tanglefoot bags (2); Other Gear greatclub, javelins (5),
daredevil boots“t

These massive gnolls pound enemies into submission.

GNOLL WARDEN CR 10

XP 9,600

Gnoll ranger (skirmisher) 9 (Pathfinder RPG Advanced Player’s
Guide 128)

CE Medium humanoid (gnoll)

Init +3; Senses darkvision 60 ft.; Perception +15

DEFENSE

AC 22, touch 14, flat-footed 18 (+6 armor, +3 Dex, +1 dodge,
+2 natural)

hp 89 (11 HD; 2d8+9d10+31)

Fort +13, Ref +11, Will +6

Defensive Abilities evasion

OFFENSE

Speed 20 ft.

Melee +7 scimitar +15/+10 (1d6+5/18-20)

Ranged +7 composite longbow +15/+10 (1d8+5/x3)

Special Attacks combat style (archery), favored enemy
(dwarves +2, humans +4), hunter’s tricks 5/day (aiding
attack, hateful attack, trick shot)

STATISTICS

Str 18, Dex 17, Con 15, Int 10, Wis 13, Cha 6

Base Atk +10; CMB +14; CMD 28

Feats Dodge, Endurance, Manyshot, Mobility, Point-Blank
Shot, Precise Shot, Rapid Shot, Shot on the Run, Weapon
Focus (longbow)

Skills Acrobatics +11 (+7 when jumping), Climb +15, Heal +7,
Perception +15, Stealth +14, Survival +15

Languages Gnoll

$Q favored terrain (desert +4, jungle +2), hunter’s bond
(companions), swift tracker, track +4, wild empathy +7,
woodland stride

Combat Gear potion of invisibility, alchemist’s fire (2); Other
Gear +1 scale mail, +1 composite longbow (+4 Str) with
20 arrows, +1 scimitar, amulet of natural armor +1, cloak of
resistance +2, 94 gp

The warden often serves as a gnoll pack’s forward scout,
tracking prey and wearing it down with pursuit before
her packmates swoop in to attack.



GNOLL WAR LEADERS

The alpha of a pack assigns leadership roles as she sees fit.

GNOLL SERGEANT (R4
XP 1,200
Gnoll ranger 3
CE Medium humanoid (gnoll)
Init +2; Senses darkvision 60 ft.; Perception +9

DEFENSE

AC 17, touch 12, flat-footed 15 (+4 armor, +2 Dex, +1 natural)

hp 38 (5 HD; 2d8+3d10+13)

Fort +9, Ref +6, Will +3

OFFENSE

Speed 30 ft.

Melee spear +8 (1d8+6/x3)

Ranged mwk composite longbow +8 (1d8+4/x3)

Special Attacks combat style (archery), favored enemy
(humans +2)

S S

STATISTICS

Str 18, Dex 15, Con 15, Int 8, Wis 12, Cha 6

Base Atk +4; CMB +8; CMD 20

Feats Endurance, Point-Blank Shot, Precise Shot, Rapid Shot,
Weapon Focus (longbow)

Skills Climb +11, Knowledge (nature) +4, Perception +9,
Survival +9

Languages Gnoll

$Q favored terrain (desert +2), track +1, wild empathy +1

Combat Gear potion of cure moderate wounds, tanglefoot bag;
Other Gear mwk chain shirt, mwk composite longbow (+4 Str)
with 20 arrows, spear, cloak of resistance +1

The lowest of gnoll war leaders, sergeants are always
eager to prove their mettle in order to move up in the
dominance hierarchy of the pack.

GNOLL LIEUTENANT CR 6
XP 2,400
Gnoll fighter 5
CE Medium humanoid (gnoll)
Init +1; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 20, touch 11, flat-footed 19 (+7 armor, +1 Dex, +1 natural,
+1 shield)
hp 55 (7 HD; 2d8+5d10+19)
Fort +10, Ref +3, Will +2 (+1 vs. fear)
Defensive Abilities bravery +1
OFFENSE
Speed 20 ft.
Melee +7 scorpion whip +14/+9 (1d4 +9)
Ranged mwk javelin +8/+3 (1d6+5)
Special Attacks weapon training (flails +1)
TACTICS
During Combat The gnoll lieutenant demoralizes foes

and lashes out with his scorpion whip from a distance.
STATISTICS
Str 20, Dex 12, Con 15, Int 6, Wis 10, Cha 12
Base Atk +6; CMB +11; CMD 22
Feats Dazzling Display, Exotic Weapon Proficiency

(whip), Improved Whip Mastery“, Intimidating Prowess,
Power Attack, Weapon Focus (whip), Whip Mastery“c
Skills Intimidate +16
Languages Gnoll
$Q armor training 1
Combat Gear potions of cure light wounds (2), potion of cure
moderate wounds, alchemist’s fire (3), thunderstones (2);
Other Gear mwk splint mail, mwk light steel shield,
+1 scorpion whip“, mwk javelin, cloak of resistance +1, 15 gp

Gnoll lieutenants use intimidation and the crack of their
scorpion whips to push lesser members of the pack into
battle and to demoralize their enemies.



GNOLL DEVOTEES

Gnolls revere Lamashtu above all other gods.

EYE OF LAMASHTU (R5
XP 1,600
Gnoll cleric of Lamashtu 4
CE Medium humanoid (gnoll)
Init +1; Senses darkvision 60 ft.; Perception +3

DEFENSE

AC 18, touch 11, flat-footed 17 (+5 armor, +1 Dex, +2 natural)
hp 31 (6d8+4)
Fort +7, Ref +2, Will +7

Antipaladin Spell-Like Abilities (CL 10th; concentration +11)
At will—detect good

Antipaladin Spells Prepared (CL 7th; concentration +8)
2nd—bull’s strength
1st—doom (DC 12), litany of sloth'¢, protection from good

TACTICS

Before Combat The ravager casts bull’s strength on himself.

Base Statistics Without bull’s strength, the ravager’s base
statistics are Melee +7 human-bane falchion +17/+12/+7
(2d4+7/15-20); Str 19; CMB +15; CMD 25.

STATISTICS

OFFENSE

Speed 20 ft.
Melee mwk falchion +8 (2d4+4,/18-20)
Ranged javelin +5 (1d6+3)
Special Attacks channel negative energy 6/day (DC 15, 2d6)
Domain Spell-Like Abilities (CL 4th; concentration +7)
6/day—copycat (4 rounds), strength surge (+2)
Cleric Spells Prepared (CL 4th; concentration +7)
2nd—death knell (DC 15), dread bolt*™ (DC 15), hold person
(DC 15), invisibility®
1st—bane (DC 14), doom (DC 14), enlarge person® (DC 14),
entropic shield, ray of sickening" (DC 14)
0 (at will)—bleed (DC 13), guidance, resistance, stabilize
D domain spell; Domains Strength, Trickery

STATISTICS

Str 17, Dex 12, Con 10, Int 8, Wis 16, Cha 12

Base Atk +4; CMB +7; CMD 18

Feats Combat Casting, Extra Channel, Improved Channel

Skills Spellcraft +8

Languages Gnoll

Combat Gear potion of cure light wounds, wand of cure light
wounds (50 charges), alchemist’s fire (2); Other Gear mwk
scale mail, javelins (2), mwk falchion, amulet of natural
armor +1, 33 gp

GNOLL RAVAGER CR 11
XP 12,800

Gnoll antipaladin of Lamashtu 10 (Advanced Player’s Guide 118)
CE Medium humanoid (gnoll)

Init +0; Senses darkvision 60 ft.; Perception +1
Aura cowardice (10 ft.), despair (10 ft.)

DEFENSE

AC 21, touch 10, flat-footed 21 (+10 armor, +1 natural)
hp 122 (12 HD; 2d8+10d10+46)

Fort +16, Ref +5, Will +12

Immune disease

OFFENSE

Speed 20 ft.

Melee +7 human-bane falchion +19/+14/+9 (2d4+10/15-20)

Special Attacks channel negative energy (DC 16, 5d6), smite
good 4/day (+1 attack and AC, +10 damage)

Str 23, Dex 10, Con 18, Int 6, Wis 12, Cha 13

Base Atk +11; CMB +17; CMD 27

Feats Cleave, Great Cleave, Improved Critical (falchion),
Iron Will, Power Attack, Weapon Focus (falchion)

Skills Intimidate +16

Languages Gnoll

$Q cruelties (fatigued, nauseated, staggered), fiendish boon
(weapon +2, 2/day), touch of corruption (6/day, 5d6)

Combat Gear potion of cure moderate wounds; Other Gear
+1 full plate, +1 human-bane falchion, belt of mighty
constitution +2, cloak of resistance +1, 125 gp




CHOSEN OF LAMASHTU

Gnoll clerics, devoted to the goddess of monsters, serve the
pack by culling the weak and enforcing pack hierarchy.

XP 19,200

Gnoll cleric of Lamashtu 11

CE Medium humanoid (gnoll)

Init -1; Senses darkvision 60 ft.; Perception +8

DEFENSE

AC 22, touch 10, flat-footed 22 (+10 armor, +1 deflection, -1 Dex,
+2 natural)

hp 95 (13d8+37)

Fort +13, Ref +3, Will +13

DR 10/adamantine (110 hp)

OFFENSE

Speed 20 ft.

Melee +17 falchion +15/+10 (2d4+7/18-20), +1 spear +14/+9
(1d8+5/x3)

Ranged +7 spear +9 (1d8+5/x3)

Special Attacks channel negative energy 7/day (DC 17, 6d6),
might of the gods (+11, 11 rounds/day), scythe of evil
(5 rounds, 1/day)

Domain Spell-Like Abilities (CL 11th; concentration +14)
6/day—strength surge (+5), touch of evil (5 rounds)
Cleric Spells Prepared (CL 11th; concentration +14)
6th—stoneskin®, summon monster Vi
5th—breath of life, righteous might®, slay living (DC 18)
4th—confusion (DC 17), divine power, freedom of
movement, unholy blight® (DC 17)
3rd—bestow curse (DC 16), blindness (DC 16), cure serious
wounds, magic vestment®, vision of hell'™ (DC 16),
wind wall
2nd—aid, blinding ray**¢ (DC 15), bull’s strength®, death
knell (DC 15), hold person (DC 15), sound burst (DC 15)
1st—cause fear (DC 14), enlarge person (DC 14), entropic
shield, forbid action"™ (DC 14), murderous command“"
(DC 14), protection from good®
0 (at will)—bleed (DC 13), detect magic, read magic, stabilize
D domain spell; Domains Evil, Strength
TACTICS
Before Combat The gnoll casts magic
vestment on an ally’s armor or shield and
stoneskin on herself.
During Combat The gnoll provides more allies
for her pack with summon monster Vi, then
uses her spells to empower her allies as they
head into combat.
STATISTICS
Str 18, Dex 8, Con 14, Int 8, Wis 16, Cha 14
Base Atk +9; CMB +13; CMD 23
Feats Cleave, Combat Casting, Extra Channel,
Iron Will, Power Attack, Selective Channeling, Weapon
Focus (falchion)
Skills Perception +8, Spellcraft +10
Languages Gnoll
Combat Gear wand of cure moderate wounds (20 charges);
Other Gear +2 chainmail, +1 falchion, +1 spear, amulet
of natural armor +1, cloak of resistance +1, headband
of alluring charisma +2, ring of protection +1, silver holy
symbol, granite and diamond dust (worth 750 gp), 448 gp

The chosen of Lamashtu are seen as the living
representatives of the Mother of Monsters, and are both
feared and revered by their packmates. In many cases,
these powerful clerics are alphas, though even when
they’re not, they still hold prominent positions, typically
as second-in-command.

Gnoll religion focuses on Lamashtu. Gnoll clerics,
who are almost always female, oversee gory rituals and
sacrifices in the goddess’s name. They believe unholy
magic should not be wasted on everyday things, but that
warfare is worthy of such blessings. Clerics attend the
births of litters and other momentous events, as well as
passing down stories to the young, though a cleric of high
position might force lesser clerics to perform such duties.



GNOLL BOUDA

Within gnoll society, a bouda is a source of power and
mystery. Though she serves as the pack’s advisor, a bouda
often prepares her magic in secret.

XP 25,600

Gnoll witch (bouda) 12 (Pathfinder RPG Advanced Player’s
Guide 65, see page 92)

CE Medium humanoid (gnoll)

Init +5; Senses all-around vision, darkvision 60 ft.; Perception +16

DEFENSE

AC 19, touch 12, flat-footed 18 (+4 armor, +1 deflection, +1 Dex,
+3 natural)

hp 105 (14 HD; 2d8+12d6+54)

Fort +11, Ref +9, Will +14

OFFENSE

Speed 30 ft.

Melee +2 dagger +10/+5 (1d4+3/19-20)

Special Attacks hexes (blight [120 feet], bouda’s eye, disquise
[12 hours], evil eye [-4, 7 rounds], hag’s eye [12 minutes/
day], retribution [4 rounds])

Witch Spells Prepared (CL 12th; concentration +16)
6th—mass suggestion (DC 21), slay living (DC 20)
5th—baleful polymorph (DC 19), cloudkill (DC 19), waves

of fatigue
4th—cape of wasps®™, crushing despair (DC 19), cure serious
wounds, dimension door
3rd—bestow curse (DC 17), countless eyes'™, dispel magic,
stinking cloud (DC 17), vampiric touch
2nd—blindness/deafness (DC 16), burning gaze* (DC 16),
glitterdust (DC 16), see invisibility, touch of idiocy
1st—beguiling gift**® (DC 16), bungle"™ (DC 16), burning
hands (DC 15), mage armor, ray of enfeeblement (DC 15)
0 (at will)—bleed (DC 14), detect magic, putrefy food and
drink**s, touch of fatigue (DC 14)
Patron trickery
TACTICS
Before Combat The gnoll casts countless eyes and mage armor

on herself.

During Combat The bouda’s favorite tactic is to use a spell such
as cloudkill or waves of fatigue against multiple enemies
to soften them up before her packmates attack. She then
singles out enemies for slay living or baleful polymorph.

Base Statistics Without countless eyes and mage armor, the
gnoll’s statistics are Senses no all-around vision; AC 15,
touch 12, flat-footed 14.

STATISTICS

Str 12, Dex 12, Con 15, Int 18, Wis 14, Cha 8

Base Atk +7; CMB +8; CMD 20

Feats Combat Casting, Improved Initiative, Improved
Natural Armor, Iron Will, Lightning Reflexes, Spell Focus
(enchantment), Toughness

Skills Heal +12, Intimidate +16, Knowledge (arcana) +21,
Perception +16, Sense Motive +16, Spellcraft +21, Survival +12

Languages Abyssal, Common, Giant, Gnoll, Orc

sQ fetish, hyena shape

Combat Gear potions of cure moderate wounds (2), scrolls
of black tentacles (2), wand of lightning bolt (20 charges);
Other Gear +2 dagger, amulet of natural armor +1, cloak
of resistance +2, headband of vast intelligence +2, ring of
protection +1, 198 gp

Though she sees after the pack, a bouda is an unknowable
and cryptic being even to gnolls who grew up with her,
for arcane magic remains largely a mystery to gnolls, and
most avoid it. Because a bouda’s expertise seems so alien
and odd, a witch must prove her toughness before she is

accepted as a revered bouda.




FLIND

This powerfully built, hyena-like humanoid is larger than the
average gnoll and has a cunning, cruel gaze.

XP 800
NE Medium humanoid (gnoll)

Init +6; Senses darkvision 60 ft.; Perception +6

DEFENSE

AC 17, touch 12, flat-footed 15 (+3 armor, +2 Dex, +2 natural)
hp 30 (4d8+12)

Fort +7, Ref +3, Will +3

OFFENSE

Speed 30 ft.

Melee flindbar +6 (1d8+6/x2 plus disarm, trip)

Ranged composite longbow +5 (1d8+4/x3)

STATISTICS

Str 18, Dex 15, Con 16, Int 12, Wis 15, Cha 13

Base Atk +3; CMB +7; CMD 19

Feats Improved Initiative, Power Attack

Skills Handle Animal +8, Intimidate +5, Perception +6

Languages Common, Gnoll

$Q weapon familiarity

ECOLOGY

Environment warm plains or deserts

Organization solitary, pair, hunting party (1 flind, 1-4 gnolls
and 1-2 hyenas), band (10-100 gnolls [30% flinds and 50%
noncombatant children], 1 sergeant of 3rd level per 20
adults, 1 leader of 4th-6th level, and 5-8 hyenas), or tribe
(20-200 gnolls [30% flinds and 50% noncombatant children]
plus 1 sergeant of 3rd level per 20 gnolls, 1 or 2 lieutenants
of 4th or 5th level, 1 leader of 6th-8th level, 7-12 hyenas,
and 4-7 hyaenodons)

Treasure standard (studded leather, composite longbow [Str +4]
with 20 arrows, flindbar®, other treasure)

SPECIAL ABILITIES

Weapon Familiarity: Flinds are always proficient with flindbars.

Flinds are slightly larger, more intelligent, and of a stockier
build than gnolls, and it’s a common misconception that
flinds are an entirely separate race. Though interbreeding
may one day make them so, flinds are actually the product
of controlled breeding practices by the dominant females
of gnoll packs.

The slyest and largest female gnolls sanctified by the
chosen of Lamashtu are paired with the most savage males,
and a little more than half the time, the resulting litter
includes at least one flind. The flind pup is often female.
A breeding female flind produces only flinds, though
flinds’ litters tend to be smaller than those of normal
gnolls. Male flinds who breed with female gnolls produce
a litter with a flind about three quarters of the time.

More capable of focus, cunning, and planning than
gnolls, flinds are typically found in leadership roles
within gnoll bands and tribes, and frequently lead hunting
parties. Like gnolls, flinds use ambush tactics and often
make slaves of surviving foes, yet a flind is more likely to
go on the offensive when the odds are closer to even. Flinds
still prefer the advantage of attacking in numbers—they
just don’t need the advantage to be overwhelming. In
addition to using intimidation against enemies, flinds
embrace flanking tactics and specialized uses of their
unusual weapon, the flindbar.

Flinds assign gnolls lower in the pack hierarchy the
task of crafting flindbars (see page 93). Flinds are very
particular about these weapons, and a gnoll who fails to
properly weight and polish a flindbar can expect a savage
mauling from the flind who demanded the weapon.

A flind is roughly 7 feet tall and weighs between 280
and 315 pounds. Flinds have brindled or spotted fur, and
are primarily russet in color with patches of black.



ENCOUDTERS

Most encounters with gnolls occur when a traveling band

stumbles into their territory, with the most terrifying
encounters occurring at night.

HUNTING PARTY (CR 5)

This small group of gnoll warriors often wanders the
fringes of the territory looking for small prey and threats
to the pack. The gnolls retreat or call for allies if they’re

hard pressed.
XP 800

hp 49 (page 94)

[GNOLLS ()~ (R1]
XP 400 each

hp 11 each (Pathfinder RPG Bestiary 155)

WILD PACK (CR 5)

This lone gnoll has thrown in with a pack
of hyenas, becoming their alpha. The
group hunts with savage ferocity.

XP 400

hp 11 (Pathfinder RPG Bestiary 155)

HYENAS (3 CR1
XP 400 each
hp 13 (Pathfinder RPG Bestiary 179)

FLIND PACK (CR 7)

A flind has decided to create her own pack and has taken
some powerful males with her.

(FUND (R3]
XP 800
hp 30 (see page 100)

GNOLL BRUISERS (3 CR3
XP 800 each
hp 27 each (see page 95)

NIGHT TERRORS (CR 10)

This hunting party patrols the hunting area of a gnoll pack
looking for and eliminating intruders into their domain.

XP 1,600 .

hp 31 (see page 97)

\
GNOLL BRUISERS (2 (R3
XP 800 each

hp 27 each (see page 95)

GNOLL PACKLORD CR9
XP 6,400
hp 124 (see page 94)

WARDEN AND THE WITCH (CR 14)

On a quest far outside the pack’s normal hunting
grounds, the warden and the bouda seek out knowledge
or are on a mission to assassinate a far-flung enemy seen
in a witch’s vision.

XP 25,600
hp 105 (see page 99)
XP 9,600

hp 89 (see page 95)




Goblins chew and goblins spit!
Goblins eat up every bit!
Chop the man and squash him flat,
Wear his head-hair as a hat!

Goblin traps will do the trick!

| Goblin poisons make you sick!

Torch the horse and burn the town,
Goblin tricks are best around!

—Goblin song recorded by Akora Bluefeather,
from Eat, Burn, Steal: A Naturalist’s Observation of Goblin Society




oblin society is defined by anarchy, cowardice, and

malice. Goblins are shortsighted, focused solely on

the now; they’re all but incapable of planning more
than a few days in advance. Unless they can find more
prosperous folk to steal from—including other goblin
tribes—they live a hard life of scrounging bugs and hunting
small game to fill their hungry bellies. Wherever goblins
travel, they leave a path of destruction and mayhem in
their wake. Adaptable to many environments, they can
change and evolve within a human’s life span—a few
generations for goblins—to become better at surviving
in a given environment, which makes fighting them even
more difficult the next time around.

Comfortable with living in garbage and oblivious to the
concepts of sanitation and hygiene, goblins are easy to track
by scent. Unfortunately for loot-crazed adventurers, goblins
rarely have anything worthwhile to claim; their “treasures”
might be a polished tin cup, a handful of red rocks, or a
stick that intoxicates you when you chew it. Even the chief’s
treasure, stolen away from other goblins and hidden about
the tribe’s lair, is rarely worth more than a few gold coins.

Though goblins are as agile as rats, they’re strangely
accident-prone. In battle, their attacks are often as dangerous
to themselves and their allies as to their enemies. When
properly motivated by a powerful chieftain, an iron-fisted
bandit, or a hobgoblin warlord, alarge gang of goblins can
cross the line from dangerous nuisance to true threat, but
this is more a factor of strength in numbers than skill or
training. Smarter masters use goblins as distractions or to
cause havoc, relying on their activities to cover up a more
devastating attack from a different direction. Settlers and
adventurers who are familiar with goblins recognize that
when these pests act uncharacteristically brave, competent,
and loyal, something unusual is going on.

Goblins grow quite rapidly, and are considered adults
at 5 years of age. Abundant breeding, fast maturation, and
adaptable physiology give goblins the ability to thrive in
nearly any climate. In times of abundance, goblins multiply
even faster than normal, resulting in overpopulation
and the eventual escalation of raiding. Goblin parenting
consists primarily of making sure young goblins get
food and don’t wander too far. Until they're old enough
to walk freely among the rest of the tribe, goblin young
are often restrained with chains, ropes, and crude cages.
Violence among young goblins is quite common and even
encouraged by their tribes. Entertainment in the form of
toddler goblin fights is not unheard of, and they may be
armed with small knives, scavenged armaments, or just
their own juvenile teeth and claws.

Goblins who reach physical maturity are expected to be
able to feed themselves; those who can’t are left to starve.
The abilities to hunt, to steal, and to bully weaker folk
lead to positions of influence and power within the tribe.

Their species-wide illiteracy (born of a superstition that
writing steals the words out of your head) means even the
few goblins with a talent for magic or alchemy have little
opportunity to learn about these subjects. As a result,
practitioners of these difficult arts are often both awed
and feared. Some goblins have a special knack for crafting
weapons and mechanical objects used in the act of murder
or destruction, though not many have the patience or skill
with machines that kobolds do.

From an early age, goblins develop an obsession with fire.
Goblins need little excuse to start a bonfire in celebration
of anything, and goblin practical jokes often involve setting
fire to other goblins or their possessions. Religious rituals,
celebrations, funerals, and feasts all involve huge bonfires—
and when goblins go to war, they bring fire with them.

Goblins have a deeply entrenched hatred for both dogs
and horses, going far beyond their normal hatred for all
things that kill goblins. Horses and dogs for their part seem
to understand this at some instinctive level, and bite or
otherwise lash out at goblins at every opportunity. Humans
learned early in their interactions with goblins how to take
advantage of this mutual aversion; most small villages near
goblin territory have dogs chained on their outskirts to
bark warnings and attack any goblins trying to sneak past.

Though superstitious by nature, goblins have no unifying
faith. Some tribal leaders might worship a given demon or
devil, but said creature is likely to be a complete fabrication
the goblin believes is real. Others might worship a stump
that looks like a face, an animal skeleton found in a cave,
or a spooky wind. A tribe may adopt new gods and discard
the old ones when a new leader rises to power.

Goblins have few cultural traditions and no oral history
beyond the reminiscences of the eldest members of the
tribe, but they are enthusiastic singers, and a good goblin
song can spread from tribe to tribe over thousands of
miles and last for generations. Goblin music is primitive
and crude by most standards, usually describing some real
or imagined victory in the tribe’s past in graphic detail.

Goblin lairs are usually simple caves with nesting areas
made of skins and dead grass; the more advanced “villages”
are a disaster of ramshackle homes often built in ruins or
shipwrecks, or out of refuse. Goblins show no interest in
farming, and their crafting extends primarily to crudely
converting other communities’ trash into weapons and
armor, such as the crude swords called “dogslicers.”

Like cockroaches, once goblins gain a foothold on the
fringes of society, they're extremely difficult to wipe
out completely. Some communities deliberately look the
other way when goblins infiltrate their refuse heaps, but
a community that grows too complacent soon finds pets
and even children in goblin cook pots.

Full statistics for goblins can be found on page 156 of
the Pathfinder RPG Bestiary.




NEW RULES

Most goblin innovations and advancements stem from

their adaptability to new environments, willingness to
experiment on themselves by trying to consume anything
that might possibly be edible, and tolerance for disgusting
living conditions.

GOBLIN VARIANTS

Goblins evolve quickly—within a few generations—in
response to environmental pressures such as complete
darkness or an abundance of food, creating variant
specimens of the race.

Oversized Goblins: A few goblins attain a much larger
size than their kin. No one is exactly sure why they grow
to be giants among their kind, but it’s probably due to a
combination of luck, diet, and constant access to food.
These goblins are monsters among their own kind, not
justin height, but also in girth and in strength. If not cast
out for eating all of the tribe’s food, oversized goblins often
become the bosses of their tribes, and the most powerful of’

them become chiefs.

Oversized goblins are Medium size, and grow to 4 to
5 feet tall. They tend to be particularly obese, weighing
between 225 and 275 pounds. Instead of the normal racial
ability score modifiers for goblins, oversized goblins gain
a +2 bonus to Strength, a +2 bonus to Dexterity, and a —2
penalty to Charisma.

GOBLIN ARCHETYPE

The following archetype is available to goblins.

Winged Marauder CAlchemist)

Goblin alchemists have created a mixture of pheromones
that they use to manipulate and entice giant vultures
or dire bats to do their bidding. These goblins strap
harnesses to the chests of these flying animals and hang
beneath them, dropping flaming alchemical solutions on
the helpless folks below.

Class Skills: A winged marauder gains Acrobatics,
Handle Animal, and Ride as class skills. These replace
Disable Device, Sleight of Hand, and Use Magic Device as
class skills.

Flying Beast Tamer (Ex): At 1st level, a winged marauder
acquires a flying mount as an animal companion. This
works as the druid animal companion class feature,

. except the marauder must select a dire

| Dat (Pathfinder RPG Bestiary 30) or giant
X vulture (Pathfinder RPG Bestiary 3312). The
/ marauder’s effective druid level is equal

’ to his alchemist level. A marauder and
his companion don’t gain the share spells
ability. This ability replaces the mutagen and
persistent mutagen class features.
Discovery: A winged marauder can select
the following additional discovery.
Sipping Pet (Ex): As a standard action, the
marauder can administer a dose of a liquid (such
as an extract, infusion, potion, or an alchemical
liquid like antitoxin) to his animal companion,
even ifthe companion is unconscious. The alchemist
must be adjacent to or riding the companion to use
this ability. An alchemist must have the infusion
discovery to select this discovery.

GOBLIN ORACLE CURSE

The following oracle curse is available to goblins.

Infested: Insects, spiders, grubs, and other vermin
plague you constantly. They crawl in your hair, fill your
clothes, and fly or crawl into your mouth, nose, and ears.
You take a —4 penalty on Diplomacy checks, and when you
first meet someone, the person’s initial attitude toward you
starts one level lower than normal. Animals shy away from
you—ryou take a —4 penalty on Handle Animal checks. You
gain a +2 bonus on Fortitude saves versus poisons from



insects, scorpions, and spiders, as well as the distraction
ability of swarms of such creatures. At 5th level, you add
vomit swarm**¢to your list of spells known. At 7th level, your
bonus on poison and distraction saves increases to +4, and
you gain DR 10/— against all swarm damage. At 13th level,
you add swarm skin**¢ to your list of spells known. At 17th
level, you become immune to the swarm damage and the
distraction ability of insect, scorpion, and spider swarms.

GOBLIN WITCH HEX
The following witch hex is available to goblins.

Mud Witch (Su): A witch with this hex can assume the form
of viscous brown mud. The witch’s type changes to ooze and
she is able to squeeze through even the smallest cracks, but
she can’t make attacks or cast spells with verbal, somatic,
material, or focus components while in this form, and she
loses her supernatural abilities. If the witch has a touch spell
ready to use, that spell is discharged harmlessly when she
uses this hex. While the witch is in mud form, her speed
becomes 10 feet and she gains a swim speed of 20 feet. The
witch gains DR 1o/slashing and cold resistance 10. At 10th
level, while the witch is in mud form, her speed increases to
20 feet and her swim speed increases to 4o feet. She can use
this ability for a number of minutes per day equal to her level.
The duration doesn’t need to be consecutive, but it must be
spent in 1-minute increments. This hex affects only the witch.
The witch must have the swamp hag hex"™ to select this hex.

GOBLIN EQUIPMENT

The following equipment is available in goblin tribes with
flying mounts.

PRICE varies
FLYING STRAPS WEIGHT 10 1o
Flying straps 10 GP
Flying straps, masterwork 80 GP

These crude straps are used to secure a goblin or other
small creature to the underside of a dire bat (Pathfinder RPG
Bestiary 30) or giant vulture (Pathfinder RPG Bestiary 3 284).
These straps count as an exotic riding saddle. If the mount fails
a Fly check, there’s a 50% chance the straps break and the rider
falls. Masterwork flying straps count as an exotic military saddle,
and don’t have a chance to break if the mount fails a Fly check.

GOBLIN SPELLS

The following spells are more common among goblin
spellcasters than among other races.

BOUNCY BODY

School transmutation; Level alchemist 1, bloodrager 1,
sorcerer/wizard 1, witch 1

Casting Time 1 standard action

Components V, S

GOBLIN FORMULA BOOKS

Goblins are illiterate, so goblin alchemists are unable
to use conventional formula books. Instead, a goblin
alchemist’s formula book is filled with smears of various
fluids, pictures representing materials needed, and other
scent-, taste-, or pictograph-based representations of
his formulae. Goblin alchemists can learn each other’s
formulae as easily as other alchemists learn language-
based formulae.

A literate alchemist can learn formulae from a goblin
alchemist’s book, but he must spend 1 day studying a formula
(instead of 1 hour), and the Spellcraft DC to successfully
learn it is equal to 20 + the formula’s level (instead of 15
+ the formula’s level). This otherwise works like copying a
formula from another alchemist’s formula book.

Goblins cannot learn formulae from scrolls or language-
based books, but can be taught a new formula by an
alchemist or wizard who spends 1 day verbally explaining it.

T P T e e PRI S e e i e T

Range touch

Target creature touched

Duration 10 minutes/level

The target’s flesh becomes flexible and rubbery. It gains a +2
circumstance bonus on grapple combat maneuver checks and
Escape Artist checks, as well as to its CMD against combat
maneuver checks to grapple. Anytime the target would take
falling damage, it treats falls as 20 feet shorter (minimum 0) for
the purpose of determining damage. In addition, if the target
falls against a hard surface, it can attempt an Acrobatics check
(DC = the distance fallen) to attempt to bounce upward; success
means the creature bounces upward half the distance fallen.

MUD BUDDY

School conjuration (creation); Level druid 2, sorcerer/wizard 2,

witch 2
Casting Time 1 standard action
Components V, S, M (1 pint of water)

Range close (25 ft. + 5 ft./2 levels)

Target 5 cubic feet of earth or mud

Duration 1 hour/level (D) (see text)

You create a Small minion out of mud, and it obeys your
commands. The mud buddy has AC 12, 10 hit points, Strength 5,
and a speed of 30 feet. It can perform any tasks an unseen
servant can, plus any similar tasks its Strength allows (it’s able
to lift up to 50 pounds), but instead of walking on water, it gains
a swim speed of 30 feet.

You can command a mud buddy to move up to 5 feet and trip
an opponent (CMB = your caster level + your spellcasting ability
score modifier). After the trip attempt is resolved, the spell ends.

When the spell ends, the mud buddy reverts to a patch of
wet earth.




GOBLIN RIDERS

Goblins love riding ferocious mounts into battle.

GOBLIN OUTRIDER (R1
XP 400
Goblin ranger 2
NE Small humanoid (goblinoid)
Init +4; Senses darkvision 60 ft.; Perception +6

DEFENSE

AC 20, touch 15, flat-footed 16 (+3 armor, +4 Dex, +2 shield, +1 size)
hp 19 (2d10+4)
Fort +4, Ref +7, Will +1

OFFENSE

Speed 30 ft.

Melee mwk dogslicer +5 (1d4+1/19-20)

Ranged shortbow +7 (1d4/x3)

Special Attacks combat style (mounted combat), favored
enemy (humans +2)

TACTICS

During Combat The goblin outrider uses its bow or alchemist’s
fire, then switches to Power Attack to increase its damage
and Ride-By Attack to keep away from melee opponents.

STATISTICS

Str 13, Dex 18, Con 13, Int 10, Wis 12, Cha 6

Base Atk +2; CMB +2; CMD 16

Feats Power Attack, Ride-By Attack

Skills Acrobatics +3, Handle Animal +3, Perception +6, Ride +10,
Stealth +14, Swim +3; Racial Modifiers +4 Ride, +4 Stealth

Languages Goblin

$Q track +1, wild empathy +0

Combat Gear potion of bull’s strength, potions of cure light
wounds (2), alchemist’s fire (4), tanglefoot bags (2);
Other Gear studded leather, heavy wooden shield, mwk
dogslicer't, shortbow with 20 mwk arrows, tindertwigs (7),
giant gecko mount (Pathfinder RPG Bestiary 3 186), 2 gp

GRIZZLED RIDER CR5
XP 1,600
Goblin ranger 6
NE Small humanoid (goblinoid)
Init +4; Senses darkvision 60 ft.; Perception +10
DEFENSE
AC 22, touch 15, flat-footed 18 (+5 armor, +4 Dex, +2 shield, +1 size)
hp 47 (6d10+10)
Fort +6, Ref +9, Will +3
OFFENSE
Speed 30 ft.
Melee mwk horsechopper +5 (1d8+3/x3)
Ranged mwk composite shortbow +12/+7 (1d4+2/x3)
Special Attacks combat style (mounted combat), favored
enemy (elves +2, humans +4)
Ranger Spells Prepared (CL 3rd; concentration +4)
1st—longstrider, resist energy
TACTICS
During Combat The grizzled rider prefers to stay out of melee,
using Rapid Shot to attack enemies multiple times while
staying away from dangerous opponents.
STATISTICS
Str 14, Dex 18, Con 13, Int 10, Wis 12, Cha 6
Base Atk +6; CMB +7; CMD 21
Feats Endurance, Mounted Archery, Point-Blank Shot, Power
Attack, Rapid Shot, Ride-By Attack
Skills Climb +7, Handle Animal +7, Perception +10, Ride +16,
Stealth +20, Survival +10, Swim +7
Languages Goblin
$Q favored terrain (forest +2), hunter’s bond (companions),
track +3, wild empathy +4
Combat Gear potion of bull’s strength, potion of cure moderate
wounds, +1 flaming arrows (5), alchemist’s fire (2), tanglefoot
bags (2); Other Gear +1 chain shirt, +1 buckler, mwk
composite shortbow with 20 arrows, mwk horsechopper't,
giant gecko mount (Pathfinder RPG Bestiary 3 186), 81 gp

Goblin riders usually ride goblin dogs, wolves, or worgs, but
might also ride exotic creatures like giant geckos.



GOBLIN ROGUES

Goblins adore theft, and are adept at slinking about
undetected. Goblin sneaks are master ambushers and
spectacular hiders. The most talented also incorporate
their racial love of fire into their tactics.

GOBLIN SNEAK CR1

XP 400

Goblin rogue 2

NE Small humanoid (goblinoid)

Init +4; Senses darkvision 60 ft.; Perception +6

DEFENSE

AC 18, touch 15, flat-footed 14 (+3 armor, +4 Dex, +1 size)

hp 16 (2d8+4)

Fort +2, Ref +7, Will +1

Defensive Abilities evasion

OFFENSE

Speed 30 ft.

Melee mwk dogslicer +5 (1d4/19-20), dogslicer +4 (1d4/19-20)

Ranged shortbow +6 (1d4/x3)

Special Attacks sneak attack +1d6

TACTICS

During Combat A sneak tries to ambush opponents so it can
make sneak attacks, then uses Acrobatics to flank.

STATISTICS

Str 11, Dex 19, Con 14, Int 8, Wis 12, Cha 8

Base Atk +1; CMB +0; CMD 14

Feats Two-Weapon Fighting, Weapon Finesse

Skills Acrobatics +8, Climb +4, Disable Device +8, Escape
Artist +8, Perception +6, Sleight of Hand +8, Stealth +12,
Swim +4

Languages Goblin

$Q rogue talents (finesse rogue), trapfinding +1, weapon
familiarityAre

Combat Gear potion of cure light wounds, potion of jump,
potion of feather fall, alchemist’s fire (4), smokesticks (2),
thunderstones (4); Other Gear studded leather,
dogslicer's, mwk dogslicer’t, shortbow with 20 arrows,

18 gp

GOBLIN FIRESTARTER CR 4
XP 1,200
Goblin rogue 5
NE Small humanoid (goblinoid)
Init +9; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 20, touch 17, flat-footed 14 (+3 armor, +5 Dex, +1 dodge,
+1 size)
hp 36 (5d8+10)
Fort +3, Ref +9, Will +2
Defensive Abilities evasion, trap sense +1, uncanny dodge
OFFENSE
Speed 30 ft.

Melee mwk dogslicer +8 (1d4/19-20), mwk dogslicer +8
(1d4/19-20)

Ranged shortbow +9 (1d4/x3)

Special Attacks sneak attack +3d6

TACTICS

During Combat A firestarter avoids melee, instead making sneak
attacks with its bow and using alchemist’s fire or flaming
arrows to start fires, cause panic, and trap opponents. It saves
its goblin skull bomb for a weak opponent, hoping to kill that
foe and craft a new goblin skull bomb from the corpse.

STATISTICS

Str 11, Dex 20, Con 14, Int 8, Wis 12, Cha 8
Base Atk +3; CMB +2; CMD 18
Feats Dodge, Improved Initiative, Two-Weapon Fighting,
Weapon Finesse
Skills Acrobatics +13, Climb +8, Disable Device +13, Escape Artist
+13, Perception +9, Sleight of Hand +13, Stealth +17, Swim +8
Languages Goblin
$Q rogue talents (finesse rogue, surprise attack), trapfinding +2,
weapon familiarity”re
Combat Gear +7 flaming arrows (5), goblin skull
bomb", potion of cure moderate wounds, potion
of jump, alchemist’s fire (4), smokesticks (2),
thunderstones (2); Other Gear mwk studded
leather, mwk dogslicers't (2), shortbow
with 20 arrows, tindertwigs (4),

64 gp




GOBLINS WARRIORS

Goblin warriors are the backbone of every goblin tribe,
serving as hunters, raiders, and warlords.

GOBLIN COMMANDO (R 2
XP 600
Goblin fighter 3
NE Small humanoid (goblinoid)
Init +8; Senses darkvision 60 ft.; Perception +2

DEFENSE

AC 20, touch 14, flat-footed 17 (+6 armor, +3 Dex, +1 size)
hp 24 (3d10+3)

Fort +4, Ref +5, Will +0 (+1 vs. fear)

Defensive Abilities bravery +1

OFFENSE

Speed 30 ft.

Melee mwk horsechopper +7 (1d8+1/x3)

Ranged mwk composite shortbow +9 (1d4+1/x3)

STATISTICS

Str 13, Dex 18, Con 13, Int 10, Wis 8, Cha 10

Base Atk +3; CMB +3; CMD 17

Feats Combat Reflexes, Improved Initiative, Power Attack,
Weapon Focus (horsechopper)

Skills Intimidate +6, Perception +2, Ride +4, Stealth +11; Racial
Modifiers +4 Ride, +4 Stealth

Languages Goblin

$Q armor training 1

Combat Gear +7 flaming arrows (2), potion of cure moderate
wounds; Other Gear chainmail, mwk composite shortbow
with 20 arrows, mwk horsechopper't, 80 gp

A goblin commando is a cut above a typical goblin warrior—
braver, cleverer, and more persuasive. He uses fear and
threats to keep other goblins in line.

GOBLIN CHIEF CR9

XP 6,400

Oversized goblin fighter 10 (see page 104)

NE Medium humanoid (goblinoid)

Init +7; Senses darkvision 60 ft.; Perception +11

DEFENSE

AC 22, touch 13, flat-footed 19 (+9 armor, +3 Dex)

hp 89 (10d10+30)

Fort +10, Ref +7, Will +7 (+3 vs. fear)

Defensive Abilities bravery +3

OFFENSE

Speed 30 ft.

Melee +7 horsechopper +17/+12 (1d10+9/19-20/x3)

Ranged composite longbow +14/+9 (1d8+5/x3)

Special Attacks weapon training (polearms +2, bows +1)

TACTICS

During Combat The goblin chief orders his minions to

attack, readies his +7 horsechopper, and tries to trip any

approaching enemies. He tries to keep enemies at a distance

so he can take advantage of his weapon’s reach.

STATISTICS

Str 18, Dex 16, Con 14, Int 10, Wis 12, Cha 6

Base Atk +10; CMB +14 (+16 trip); CMD 27

Feats Combat Reflexes, Greater Trip, Greater

Weapon Focus (horsechopper), Improved

Critical (horsechopper), Improved Initiative, Iron Will,
Power Attack, Step Up, Tripping StrikeA*®, Weapon Focus
(horsechopper), Weapon Specialization (horsechopper)

skills Intimidate +6, Perception +11, Ride +4, Stealth +9; Racial
Modifiers +4 Ride, +4 Stealth

Languages Goblin

$Q armor training 2

Combat Gear potions of cure light wounds (3), potion of
fly, potion of invisibility; Other Gear mwk full plate,
+1 horsechopper, composite longbow with 20 arrows, campfire
bead™, cloak of fangs™, necklace of fireballs (type 1), 2,119 gp

A massive brute, the goblin chief gets the best food and

treasure that the tribe collects. Some lesser goblins test
their mighty chief by returning from a raid empty-handed
but full-bellied—this almost always ends poorly for them.




GOBLIN VULTURE PILOT

A goblin who controls the sky commands the
respect of the tribe, due to her ability to drop beehives,
bombs, and other unpleasant items onto enemies.

GOBLIN VULTURE PILOT
XP 800
Goblin alchemist (winged marauder) 4 (Pathfinder RPG
Advanced Player’s Guide 26, see page 104)
NE Small humanoid (goblinoid)
Init +4; Senses darkvision 60 ft.; Perception +8

DEFENSE

AC 21, touch 15, flat-footed 17 (+4 armor, +4 Dex, +2 natural,
+1 size)

hp 38 (4d8+17)

Fort +5, Ref +8, Will +2; +2 against poison

OFFENSE

Speed 30 ft.

Melee dagger +3 (1d3-1/19-20)

Ranged bomb +9 (2d6+3 fire plus catch fire)

Special Attacks bomb 7/day (2d6+3 fire and catch fire, DC 15,
10-ft. radius)

Alchemist Extracts Prepared (CL 4th)
2nd—false life, touch injection“
1st—bomber’s eye**®, bouncy body*, shield, true strike

Before Combat The vulture pilot drinks a bouncy body extract,
a false life extract, and a potion of barkskin, then feeds a
potion of barkskin to her vulture companion.

During Combat The pilot uses her bombs to scatter opponents
on the ground, tanglefoot bags to hold tasty prizes in place,
and alchemical splash weapons as the situation warrants.

Base Statistics Without barkskin and false life, the vulture
pilot’s statistics are AC 19, touch 15, flat-footed 15; hp 29.

STATISTICS

Str 8, Dex 18, Con 13, Int 16, Wis 12, Cha 6

Base Atk +3; CMB +1; CMD 15

Feats Brew Potion, Mounted Archery, Mounted Combat,
Throw Anything

Skills Acrobatics +8, Climb +3, Craft (alchemy) +10, Handle
Animal +2, Perception +8, Ride +12, Stealth +16; Racial
Modifiers +4 Ride, +4 Stealth

Languages Common, Giant, Gnoll, Goblin

$Q alchemy (alchemy crafting +4, identify potions), discoveries
(explosive bomb, sipping pet®), poison use, swift alchemy

Combat Gear potions of barkskin (2), potions of cure light
wounds (2), acid (2), alchemist’s fire (2), tanglefoot
bags (2); other Gear mwk mithral chain shirt, dagger,
sunrods (2), 293 gp

GIANT VULTURE CR—
XP —

Giant vulture animal companion

N Medium animal

Init +3; Senses low-light vision; Perception +7

DEFENSE

AC 19, touch 13, flat-footed 16 (+3 Dex, +6 natural)

hp 26 (4d8+8)

Fort +6, Ref +7, Will +3, +4 vs. disease

Defensive Abilities evasion

OFFENSE

Speed 10 ft., fly 50 ft. (average)

Melee bite +5 (1d8+3)

TACTICS

Base Statistics Without barkskin, the giant vulture’s statistics
are AC 17, touch 13, flat-footed 14.

STATISTICS

Str 14, Dex 16, Con 14, Int 2, Wis 15, Cha 7

Base Atk +3; CMB +5; CMD 18

Feats Flyby Attack, Power Attack

Skills Fly +10, Perception +7

$Q tricks (attack, come, defend, down, guard, stay)

Gear flying straps®

Strapped to her giant vulture companion, the goblin vulture
pilot is a peerless scout and saboteur. Enemies find goblin
vulture pilots tough to pin down as they lob explosive bombs
from the air. Vulture pilots are braver, more disciplined, and
more patient than most goblins, as they have to sneak into
giant vulture nests to steal eggs, resist the temptation to eat
those eggs, and raise the hatchlings to be loyal mounts. Many
pilots die in flying accidents; the lucky ones often discover
how to craft extracts of bouncy body, levitate, or similar effects
to help them survive the inevitable crashes.

Goblin vulture pilots take great pride in their abilities,
and often wear their mounts’ feathers as headdresses or
paint themselves with guano as marks of status.




GOBLIN FROG-TALKER

The terrors of the swamp, frog-talkers frighten even the
bravest goblin warriors with their eerie powers.

GOBLIN FROG-TALKER CR5
XP 1,600

Goblin witch 6 (Pathfinder RPG Advanced Player’s Guide 65)
NE Small humanoid (goblinoid)

Init +3; Senses darkvision 60 ft.; Perception +7

DEFENSE

AC 19, touch 15, flat-footed 16 (+4 armor, +1 deflection, +3 Dex,
+1 size)
hp 47 (6d6+24)
,r Fort +5, Ref +6, Will +7

OFFENSE

Speed 30 ft.

Melee dagger +2 (1d3-2/19-20)

Ranged javelin +7 (1d4-2)

Special Attacks hexes (evil eye [-2, 6 rounds], misfortune
[1 round], mud witch®, poison steep, swamp hag™)

Witch Spells Prepared (CL 6th; concentration +9)
3rd—blink, lightning bolt (DC 16), spit venom*™ (DC 16)
2nd—feast of ashes**® (DC 15), frost fall*c (DC 15), invisibility,

vomit swarmA®®

1st—command (DC 14), mage armor, obscuring mist, sleep
(DC 14)

0 (at will)—dancing lights, daze (DC 13), detect magic, touch
of fatigue (DC 13)

Patron deception

TACTICS

Before Combat The frog-talker casts mage armor.

During Combat A frog-talker uses blink and invisibility to avoid
melee opponents, and attacks with hexes and ranged spells.

Base Statistics Without mage armor, the frog-talker’s statistics
are AC 15, touch 15, flat-footed 12.

STATISTICS

Str 6, Dex 17, Con 14, Int 16, Wis 12, Cha 8

Base Atk +3; CMB +0; CMD 14

Feats Brew Potion, Extra Hex, Toughness

Skills Craft (alchemy) +9, Intimidate +8, Perception +7, Ride +7,
Spellcraft +12, Stealth +17, Swim +1; Racial Modifiers
+4 Ride, +4 Stealth

Languages Common, Giant, Goblin, Orc

$Q witch’s familiar (frog)

Combat Gear potion of air bubble', potions of alter self (2),
potions of cure moderate wounds (3), potion of fly, potions
of ghostly disguise (2), potion of hex ward, alchemist’s
fire (2), antitoxin (2), smokesticks (2), tanglefoot bags (2);
Other Gear dagger, javelin, cloak of resistance +1, ring of
protection +1, delicious poisoned food (1 1b.), 79 gp

Frog-talkers are among the most feared of all goblins;
most don’t even want to be on the good sides of these
witches. Frog-talkers are cruel and fearless masters. It's
said the frog-talkers bathe in mud and leeches every
fortnight to renew their dedication to their patron, the god
of filth and blood—and based on their pale complexions
and emaciated frames, few doubt it. These mysterious
witches often live alone, or surround themselves with
acolytes and terrified goblin minions given to them by
superstitious chieftains.

No two goblins will give you the same answer about
why they fear frog-talkers. Some legends claim that the
frog-talkers aren't real goblins, but swamp ghosts in
disguise. Others claim that they’re indeed goblins, but
controlled by hideous brain-leeches that have wriggled
into their ears. And still others say that worshiping the
filth god is scary enough on its own.

Regardless of what their origins may be, frog-talkers
are powerful spellcasters who vomit up swarms of swamp
creatures to do their bidding and fry disobedient minions
with sizzling lightning. The only mortal creatures a frog-
talker seems to truly respect are (naturally) frogs, and
most keep a frog or toad on their person at all times. But

the most worrying aspect of frog-talkers is that they
don’t appear to feel fear—an otherwise omnipresent
aspect of goblin life.



GOBLIN STICKYLORD

Even crazier than normal goblins, goblin stickylords love
to glue victims in place before igniting them.

GOBLIN STICKYLORD CR 6
XP 2,400

Goblin alchemist 7 (Pathfinder RPG Advanced Player’s Guide 26)
NE Small humanoid (goblinoid)

Init +6; Senses darkvision 60 ft.; Perception +10

DEFENSE

AC 24, touch 17, flat-footed 18 (+5 armor, +6 Dex, +2 natural,
+1 size)

hp 49 (7d8+14)

Fort +7, Ref +12, Will +3; +2 vs. fire, +4 vs. poison

Resist fire 5

OFFENSE

Speed 30 ft.

Melee heavy mace +4 (1d6-2)

Ranged light crossbow +12 (1d6,/19-20)

Special Attacks bomb 10/day (4d6+3 fire, DC 16)

Alchemist Extracts Prepared (CL 7th)
3rd—heroism, resinous skin'¢ (DC 16)
2nd—alchemical allocation**® (2), barkskin, see invisibility
1st—disguise self, expeditious retreat, reduce person

(DC 14), shield, targeted bomb admixture'

TACTICS

During Combat The goblin patiently quaffs his
mutagen, casts buff spells on himself, and then
proceeds to bomb his enemies.

STATISTICS

Str 6, Dex 22, Con 13, Int 16, Wis 10, Cha 8

Base Atk +5; CMB +2; CMD 18

Feats Brew Potion, Fire Tamer*®¢, Flame
Heart**, Point-Blank Shot, Precise Shot,
Throw Anything

Skills Craft (alchemy) +13, Disable Device +16,
Heal +4, Intimidate +6 (+8 vs. goblins),
Knowledge (arcana, nature) +7, Perception +10,
Ride +10, Sleight of Hand +11, Spellcraft +11,
Stealth +21, Survival +4, Use Magic Device +5

Languages Aklo, Aquan, Goblin, Undercommon

$Q alchemy (alchemy crafting +7, identify potions), discoveries
(precise bombs [3 squares], tanglefoot bomb'", wings'"),
mutagen (+4/-2, +2 natural, 70 minutes), poison use, swift
alchemy, swift poisoning

Combat Gear potion of fly, potion of fox’s cunning, potion
of invisibility, wand of freedom of movement (2 charges),
tanglefoot bags (8); Other Gear +7 mithral chain shirt, heavy
mace, light crossbow with 20 bolts, cloak of resistance +1,
universal solvent (2), 11 gp

Goblin stickylords are a decidedly bizarre breed of goblin

alchemists. Unlike normal goblin alchemists, who focus

on spreading around as much fire and flame as possible,
stickylords have learned the value of locking enemies in
place and then burning them.

In order to make their gluey concoctions, goblin
stickylords explore every aspect of adhesion, combining
mundane materials like glue, pitch, and less pleasant
substances with magic. These unique reagents are often
harvested by lesser goblin minions—the better to keep the
powerful stickylord from getting covered in bee stings or
drowning in mud. (Sadly for these minions, stickylords
need test subjects, so even faithful service is no guarantee
that they won't be stuck to a stump in order for a stickylord
to try out a new formula—or practice aiming.)

On the battlefield, stickylords use their tanglefoot
bomb discovery to stick enemies to the ground while the

bomb’s clinging fire does its job. Many command lesser
alchemists or teams of pyromaniacs armed with fire
arrows and alchemist’s fire, who are ready to lob their
projectiles once the stickylord can get the enemy to stop
moving around.

Despite their obsession, goblin stickylords are careful
to always carry powerful solvents, as even the best of

them wind up glued in place on occasion.




Melee 2 claws +9 (1d3+5)
MuTﬂnT GOBLID Ranged composite shortbow +7 (1d4+5/x3)
Special Attacks breath weapon (20-ft. line, 3d4 acid damage,
This goblin has a bizarre amalgamation of asymmetrical Reflex DC 14 half, usable every 1d4 rounds), rage (10 rounds/
parts, including dragonfly wings, a partial arm, and scales. day), rage powers (superstition +2)

STATISTICS
Str 21, Dex 17, Con 18, Int 8, Wis 12, Cha 6

MUTANT GOBLIN

XP 800 Base Atk +3; CMB +7; CMD 18
Mutant goblin barbarian 3 Feats Improved Initiative, Power Attack
} NE Small humanoid (goblinoid) Skills Fly -4, Intimidate +4, Perception +7, Ride +6, Stealth +13,
;‘ Init +7; Senses darkvision 60 ft.; Perception +7 Swim +10; Racial Modifiers +4 Ride, +4 Stealth
DEFENSE Languages Goblin
| AC 16, touch 12, flat-footed 13 (+3 Dex, +4 natural, -2 rage, +1 size) $Q fast movement, mutations (breath weapon, claws, fast
; hp 37 (3d12+12); fast healing 1 healing, wings)
Fort +7, Ref +4, Will +4; +2 vs. magic Combat Gear potion of bull’s strength, potion of cure serious
Defensive Abilities trap sense +1, uncanny dodge wounds, potion of displacement, potion of protection from
OFFENSE arrows, acid (2), alchemist’s fire (2), smokestick, tanglefoot
' Speed 40 ft., fly 30 ft. (clumsy) bag; Other Gear composite shortbow with 20 arrows, 94 gp
i
| }Lj?(. y, Creating a Mutant Goblin
L% 1 :

“Mutant goblin” is an acquired template that can be added
to a goblin (referred to hereafter as the base creature). A

mutant goblin uses the base creature’s statistics and special

abilities except as noted here.

CR: Same as the base creature + 1.

Armor Class: Natural armor bonus increases by 4.

Mutations: A mutant goblin gains four of the following
mutations, determined randomly when it gains the template.
For every 5 Hit Dice it has (5, 10, and so on), it gains another
random mutation. (Other possible mutations include tusks,
a spiked tail, and gills.)

Breath Weapon (Su): The goblin can spew a line of foul acidic
blood from its mouth (20-foot line, Reflex DC =10 + 1/2 Hit
Die + its Constitution modifier for half damage, 1d4 points
of acid damage per HD, usable every 1d4 rounds). If it has 5
or more HD, the range increases to 30 feet and the damage
increases to 1d6 points of acid damage per HD.

Claws (Ex): The goblin’s hands become claws. It gains a
natural claw attack for each hand that deals damage appropriate
to its size, and gains the grab ability with its claws.

Extra Arm (Ex): The goblin gains an extra arm with a
functional hand, as the vestigial arm"™ discovery. If’it
gains this mutation again, it gains another arm.

Fast Healing (Ex): The goblin gains fast healing 1. Ifit
has 5 Hit Dice or more, this increases to fast healing 2. If the
creature has 10 HD or more, this increases to fast healing 5.

Venomous Bite (Ex): The mutant goblin grows large fangs,
gaining a poisonous bite as a natural attack that deals damage
appropriate to its size. The poison functions like wyvern
poison, except its DCis 10 +1/2 HD +its Constitution modifier.

Wings (Ex): The goblin gains dragonfly wings, granting
it a fly speed of 30 feet with clumsy maneuverability.

Abilities: Str +4, Int —2.




ENCOUDTERS

Most goblins are encountered while they are searching for

food and things to burn. Rarely, a group might be open to
trade or negotiation.

FORAGING PARTY (CR 3)

These goblins are hunting for food—probably by laying an
ambush on the open road.

XP 400
hp 19 (see page 106)
XP 135 each

hp 6 each (Pathfinder RPG Bestiary 156)

FROG-TALKER RETINUE (CR 7)

These scouts act as escorts or bodyguards for a frog-talker.

GOBLIN FROG-TALKER CR5
XP 1,600

hp 47 (see page 110)

XP 400 each

hp 16 each (see page 107)

MURDER GANG (CR 7)

These goblins are planning something that requires stealth.

They're just as likely to use fire to distract others from their
true purpose as they are to use it to cover up evidence
of what they’ve done.

GOBLIN FIRESTARTERS (2 R4
XP 1,200 each

hp 36 each (see page 107)

GOBLIN VULTURE PILOT CR3

GOBLIN OUTRIDERS (2
XP 400 each
hp 19 each (see page 106)

WORGS (4
XP 600 each
hp 26 each (Pathfinder RPG Bestiary 280)

GOBLIN COURT (CR 11)

A goblin chiefis rarely encountered without his advisors.

GOBLIN CHIEF CR9
XP 6,400
hp 89 (see page 108)

GOBLIN FROG-TALKER C(R5
XP 1,600

hp 47 (see page 110)

GRIZZLED RIDERS (3 CR5
XP 1,600 each
hp 47 each (see page 106)

XP 800 X -

hp 38 (see page 109)

ADVANCED SCOUTS (CR 8)

This group of mounted goblins can
be an elite scout force, a goblin chief
with bodyguards, or scouts in advance
of a goblin army.

XP 1,600

hp 47 (see page 106)




HOBGOBLINS

“I played dead with all my might as the hobgoblin troops stalked about the
battlefield, slitting the throats of the few badly injured soldiers who had survived
the conflict. The brutes let out a shout each time another warrior was finished
, off, and a sergeant tallied the casualties.
[ “Then a horn sounded from over the rise, where our camp still burned. The
i hobs looked toward the sound, and all stood to face their general as the arrogant
fiend paraded through the camp atop his yzobu, dragging our poor captain
behind the beast by two stout straps tied to his wrists. Each hobgoblin let out a
roar as the general passed with his battered prize.
“!Still conscious after this long a trip! We got us a stout one here. What do you
think, troops? Slave... or target practice?””

—Sergeant Kolina Sandrine




mong goblinkind, hobgoblins are generally considered
the most civilized representatives, although the cruelty,
destruction, and tyranny they perpetrate don't create
amutually beneficial society. Few species are so singularly
dedicated to battle as the militaristic hobgoblins, whose
entire culture and society are built around proving their
martial superiority and fostering conflict wherever they go.

Hobgoblins possess the intelligence and sophistication
their goblin cousins lack, and overcome their physical
shortcomings when compared to bugbears by working
efficiently in groups. Each tribe forms a small militia that
raids towns and villages, an upstart army with ambitions
of becoming a much greater force and sacking ever-larger
settlements. Most of these roving bands of raiders are
eventually rooted out by larger military and law enforcement
forces or powerful parties of adventurers, but occasionally
a hobgoblin commander realizes her vision of leading a
large, regimented army comprising legions of hobgoblins
from dozens of tribes, and marching to war against even
the most militarily advanced and well-defended enemies.

Beyond spreading war through their own military
conquests and incursions, hobgoblins also encourage
other races and cultures toward more militant and war-
mongering practices. Individual hobgoblins often integrate
themselves into those cosmopolitan cities where they can
find acceptance, almost always taking on violent jobs or
assuming roles that allow them to sate their hunger for
bloodshed. They might serve as intimidating enforcers for
an underground crime syndicate, inspiring combatants in
the bloodstained sands of the arena pit, or hired mercenaries
in a military organization. In rare instances, a hobgoblin
might even serve as a military strategist for a general or ruler
who recognizes that the hobgoblin’s innate ruthlessness and
the harsh training he’s received since childhood can present
aunique advantage on the battlefield. In such instances, the
hobgoblin advisor attempts to lead his liege ever toward war
rather than away from it, even if he must lie or deceive in
order to achieve the desired result.

Hobgoblins are generally wary of magic, especially arcane
magic (which they refer to as “elf magic”). Instead, they
prefer alchemy. Like an echo of goblins’ obsession with
fire, hobgoblins practice destructive alchemy that focuses
on thrown splash weapons.

Typical hobgoblins stand only a few inches shorter than
the average human, but what they lack in height they make
up for in natural brawn. Most hobgoblins have gray skin,
which darkens to a mossy green when exposed to the sun
for extended periods of time. They often wear the clothes
and armor of other humanoids they have defeated in battle
or otherwise subjugated, adjusting such gear to fit their
long arms and short legs.

Hobgoblins are born live after a gestation period of 6
months. Most hobgoblins are single births, though twins

are not unheard of. Hobgoblin mothers tend to their infants’
needs for only a few weeks, after which the child is forcibly
weaned and raised in a nursery with its peers. A hobgoblin
child grows much faster than its human counterpart, and
is generally able to walk, speak basic Goblin, and fend for
itselfat about 6 months of age. Hobgoblin youths start their
martial training when only a few years old. Such harsh
conditions breed hardy soldiers, and those children who
don’t survive are seen as the necessary cost of building a
strong and efficient army.

Hobgoblins rarely live to old age, as their violent lifestyle
generally leads to death on the field of battle. Those who
survive a career of war typically retire from active duty when
they reach middle age, and either assume leadership roles
within the hobgoblin military or serve as political advisors
to a general or warlord. Even then, the inevitable weaknesses
that come with old age eventually come to the notice of
hobgoblins of lower standing, who take the opportunity
to usurp their elders’ roles. Such coups are generally not
violent, but a hobgoblin removed entirely from the sphere
of war generally falls ill within a few years and dies long
before his body would otherwise give out.

For all hobgoblins’ violent and destructive tendencies, their
society is a true meritocracy, albeit a harsh and dangerous
one for those who fail to prove their worth. All hobgoblins,
regardless of age, gender, or pedigree, are granted exactly
as much respect and authority as they earn through their
martial prowess. Hobgoblins are ambitious and driven by an
overwhelming urge to fight and spread war, but those who
fill roles other than strictly military positions—blacksmiths,
cooks, messengers, quartermasters, stable hands, and so
on—understand that even their meager tasks are vital to
the functioning of the larger army. Those hobgoblins who
earn positions of power and influence must continue to
prove their worthiness, as the slightest signs of weakness are
exploited by the next person inline, ensuring that the army
and hobgoblin society as a whole are always the strongest
and most efficient they can be.

As a race, hobgoblins have the ability to build lasting
settlements and a stable culture—they simply believe
it’s easier and more efficient to force those weaker than
themselves to tend to their needs. Viewing themselves as
superior to all other humanoids (including other goblinoids),
hobgoblins take members of other races as slaves; they treat
such slaves cruelly and regard them as having less value than
even a bent and rusted blade. Captured enemy combatants
are only rarely forced to serve in a hobgoblin army, as
hobgoblins prefer the loyalty of their own kind. Hobgoblins
also find it easier to take cultural innovations that they find
useful from subjugated races than to create their own, for
why make something new when it’s already there?

Full statistics for hobgoblins can be found on page 175 of
the Pathfinder RPG Bestiary.




NEW RULES

The following section details an archetype, pieces of

equipment, and several feats favored by hobgoblins.

HOBGOBLIN ARCHETYPE

The following archetype is common among hobgoblin
alchemists, who wish to maximize their destruction.

Grenadier CAlchemist)

Grenadiers train to exercise their talents in the thick
of battle, even when not under the influence of their
mutagens. They learn methods of combining weapon
attacks with their alchemical magic, and sacrifice
skill with poisons in order to become more adept at
using alchemical bombs or using alchemical items in
conjunction with their martial skills. As an unusual side
effect of their skill at handling bombs and alchemical
items with increased speed, grenadiers master the ability
to drink potions, elixirs, and mutagens quickly and
without exposing themselves to peril while doing so. A
grenadier has the following class features.

Martial Weapon Proficiency: At 1st level, a grenadier
picks one martial weapon and becomes proficient in its
use. This ability replaces Brew Potion.

Alchemical Weapon (Su): At 2nd level, a grenadier
can infuse a weapon or piece of ammunition with a
single harmful alchemical liquid or powder, such as
alchemist’s fire or sneezing powder, as a move action.
This action consumes the alchemical item, but transfers
its effect to the weapon in question. The alchemical
item takes full effect on the next creature struck by the
weapon, but does not splash, spread, affect additional
targets, or benefit from any other effects that specifically
affect splash weapons. Any extra damage added is not
doubled on a critical hit. The alchemical treatment causes
no harm to the weapon treated, and wears off 1 minute
after being applied if no blow is struck. Infusing a new
alchemical item also removes the effect of any alchemical
liquid or powder previously applied with this ability. At
6th level, a grenadier can use her alchemical weapon
ability as a swift action. At 15th level, this ability becomes
a free action. This ability replaces poison resistance.

Precise Bombs (Ex): At 2nd level, a grenadier gains the
precise bombs alchemist discovery as a bonus discovery.
This ability replaces poison use.

Directed Blast (Su): At 6th level, a grenadier can detonate
a bomb so that it splashes in a 20-foot cone rather than
affecting a radius. The cone starts at the alchemist and
extends away from her in the direction she chooses. The
alchemist designates one creature in the squares affected
by the cone to be the target of the bomb and makes her

attack roll against that creature; all other squares in the
cone take splash damage. Ifthe alchemist has the explosive
bomb discovery and throws an explosive directed blast, the
cone of splash damage is 30 feet long instead of 20 feet.
This ability replaces swift poisoning.

Staggering Blast (Su): At 10th level, a grenadier’s bombs
become particularly overwhelming when they explode.
Whenever a grenadier confirms a critical hit with a bomb,
the creature directly struck by that bomb is staggered for
1d4+1 rounds. A successful Fortitude saving throw (DC
equals the bomb’s Reflex save DC to avoid splash damage)
reduces the duration to 1 round. The effects of this ability
stack with a frost bomb’s staggering effect, but not with the
effects of the Staggering Critical feat. Additional critical
hits with bombs add to any duration remaining from
previous ones. This ability replaces poison immunity.

HOBGOBLIN FEATS

Members of hobgoblin armies, as well as those members
of the race who seek to spread war through influence,
subterfuge, and sabotage, often take the following feats.

Bred Commander

You possess a long pedigree of ruthless generals and
military tacticians, and an army under your command is
more difficult to rout as a result.

Prerequisite: Hobgoblin.

Benefit: When serving as a commander using the mass
combat rules presented in Chapter 4 of Ultimate Campaign,
you can add your class level to your army’s Morale checks
in place of your Charisma modifier.

Chain Challenge
You feed off the rush of victory over your enemies, and
channel that fervor into battle.

Prerequisites: Challenge class feature, character level 7th.

Benefit: When the target of your challenge ability is
killed or knocked unconscious, you can declare a new
challenge target within 30 feet as an immediate action.
This action must be taken immediately upon your initial
challenge target’s defeat, and you can’t take it later if
you are unable to act at the time. If you declare a new
challenge using this feat, it doesn’t count against your
total daily uses of challenge. You can chain together
a number of challenges beyond the first equal to your
Charisma bonus (minimum 1).

Commander of Goblinkind

You employ ruthlessness and malice to command other
races of goblinoids to do your bidding.

Prerequisites: Cha 13, hobgoblin.

Benefit: You receive a +5 competence bonus on
Knowledge (local) checks and Charisma-based skill checks



regarding other goblinoids. If you have the Leadership
feat, treat your leadership score as 2 higher when taking
followers or a cohort with the goblinoid subtype.

Motivated March

Years of forcing your slaves and soldiers to march far
beyond the limits of their endurance have made you an
excellent taskmaster.

Benefit: When traveling overland, you and a number
of allies equal to 10 times your character level reduce the
amount of nonlethal damage taken as a result of a forced
march by half. Creatures benefiting from this feat can
delay the fatigued effect of a forced march for a number
of hours equal to your Charisma modifier (minimum 1). A
creature that delays this effect becomes exhausted instead
of fatigued when the condition takes effect.

Spirit of the Corps (Combat, Teamwork)

You find inspiration in your fellow soldiers, trusting that
your shared training and dedication will bring you victory
on the battlefield.

Benefit: Whenever you are within 10 feet of an ally
benefiting from a spell or effect that grants a morale
bonus on a particular type of roll, once during that effect’s
duration, you can apply that morale bonus on a roll you
make of that type. For instance, if an ally with this feat
is benefiting from heroism, once during the duration of
the spell you could gain a +2 morale bonus on one saving
throw, attack roll, or skill check. You can use this feat only
once per round, and only once per spell or effect.

Warmonger
You are adept at instigating wars among those you advise
or antagonize.

Prerequisites: Cha 13, hobgoblin.

Benefit: You gain Bluff'and Diplomacy as class skills. In
addition, you receive a +4 competence bonus on Bluff and
Diplomacy skill checks when using either skill to convince
another character to go to war against or attack another
creature or group.

HOBGOBLIN EQUIPMENT

Hobgoblins tend to use equipment that aids them in
battle, such as the following specialized gear designed by
hobgoblin alchemists and war engineers.

PRICE 5 GP

ALCHEMICAL SLING BULLET WEIGHT 11b.

Used by hobgoblin alchemists to equip their comrades,
these spherical glass vials can each be filled with 1 dose of
an alchemical splash weapon, allowing them to be used as
ammunition for a sling. On a hit, an alchemical sling bullet
shatters, affecting the target with the alchemical solution

within. This deals only the splash weapon’s damage (if
any), not the damage a sling bullet would normally deal.
This attack resolves against the target’s normal AC (rather
than touch AC) as with a standard sling bullet, and uses the
sling’s range. An alchemical sling bullet does not deal splash
damage to squares adjacent to the target. If an attack roll
with an alchemical sling bullet misses, the bullet and its
alchemical contents are destroyed, and do not risk detonating
in another square.

Filling an alchemical sling bullet is a standard action that
provokes attacks of opportunity, and you must succeed at a
DC 15 Craft (alchemy) or Sleight of Hand check to avoid spilling
the alchemical item on yourself. On a failed check, the splash
weapon explodes in your square as though you were targeted
by the item (including any splash effects on adjacent squares).

PRICE 12 GP

BOMBCHUCKER

WEIGHT 1 Ib.

This curved wicker basket is worn
like a glove over one hand. The
basket extends approximately 2
feet in a steady curve, allowing
you to launch a thrown splash
weapon at incredible speeds and
over long distances. Using a bombchucker increases the range
increment of any thrown splash weapon by 10 feet. Loading
a bombchucker requires a free hand, as the hand wielding
the bombchucker can’t be used for any other purpose. A
bombchucker doesn’t get in the way of preparing and throwing

a bomb created with the bomb class feature.
PRICE 50 GP

W WEIGHT —

This foul-tasting alchemical concoction grants those that
imbibe it ferocity for a short period of time. This functions as
the universal monster rule of the same name, and lasts for 1
hour from the time you ingest the solution. Crafting this item
requires a successful DC 20 Craft (alchemy) check.

PRICE 100 GP

WEIGHT 3 Ibs.

You can use this rocket can deliver
simple auditory and visual signals
to an army from a distance. When
used during mass combat, a signal
rocket allows a commander to
change strategy track (Pathfinder
RPG Ultimate Campaign 239) with a higher degree of success
than normal. A commander can launch a signal rocket while
changing a strategy track by more than 1 step to grant his army
a +5 circumstance bonus on its Morale check to implement
his orders. Crafting this item requires a successful DC 15 Craft
(alchemy) check.




HOBGOBLIN OVERSEERS
Trusted with a small amount of authority, each sergeant
or battlefield zealot commands and keeps tabs on fewer

than a dozen warriors.

HOBGOBLIN BATTLEFIELD ZEALOT CR 2
XP 600
Hobgoblin cleric 2/fighter 1
LE Medium humanoid (goblinoid)
Init +2; Senses darkvision 60 ft.; Perception +2
DEFENSE
AC 16, touch 12, flat-footed 14 (+3 armor, +2 Dex, +1 shield)
j hp 25 (3 HD; 2d8+1d10+6)
; Fort +7, Ref +2, Will +5
OFFENSE
Speed 30 ft.
Melee bastard sword +4 (1d10+2/19-20)
Ranged light crossbow +4 (1d8/19-20)
l Special Attacks channel negative energy 3/day (DC 13, 1d6)

Domain Spell-Like Abilities (CL 2nd; concentration +4)
5/day—battle rage (+1), strength surge (+1)

Cleric Spells Prepared (CL 2nd; concentration +4)
1st—cure light wounds, magic weapon®, sanctuary (DC 13),

shield of faith

0 (at will)—guidance, light, stabilize, virtue
D domain spell; Domains Strength, War

STATISTICS

Str 14, Dex 14, Con 15, Int 8, Wis 15, Cha 10

Base Atk +2; CMB +4; CMD 16

Feats Combat Casting, Improved Channel, Power Attack

Skills Craft (alchemy) +3, Heal +10, Spellcraft +3, Stealth +5

Languages Common, Goblin

Combat Gear potion of cure moderate wounds, scrolls of cause
fear (3), wand of cure light wounds (35 charges), alchemist’s
fire (4), tanglefoot bags (2); Other Gear mwk studded leather,
buckler, bastard sword, light crossbow with 20 bolts, healer’s
kit, silver unholy symbol, spell component pouch, 228 gp

Zealots generally use their magic to aid their allies and
provide healing, knowing that keeping their tougher allies
in good health makes for a stronger army.

HOBGOBLIN SERGEANT (R 2

XP 600

Hobgoblin fighter 3

LE Medium humanoid (goblinoid)

Init +2; Senses darkvision 60 ft.; Perception +2

DEFENSE

AC 17, touch 12, flat-footed 15 (+4 armor, +2 Dex, +1 shield)

hp 33 (3d10+12)

Fort +6, Ref +3, Will +3 (+1 vs. fear)

Defensive Abilities bravery +1

OFFENSE

Speed 30 ft.

Melee mwk longsword +6 (1d8+2/19-20) or
flail +5 (1d8+2)

Ranged mwk longbow +6 (1d8/x3)

STATISTICS

Str 15, Dex 14, Con 16, Int 13, Wis 10, Cha 8

Base Atk +3; CMB +5; CMD 17

Feats Cleave, Iron Will, Motivated March®, Power Attack

Skills Climb +7, Intimidate +4, Perception +2, Ride +7, Stealth +7

Languages Common, Giant, Goblin

$Q armor training 1

Combat Gear potion of bull’s strength, alchemist’s fire (2),
caltrops, smokestick; Other Gear mwk chain shirt, mwk light
wooden shield, flail, mwk longbow with 20 arrows, mwk
longsword, 187 gp

Sergeants are versatile warriors; they're capable of engaging
in battle up close or at range, and smart and tough
enough to lead the army’s rank-and-file troops.



HOBGOBLIN LEADERS

Veteran soldiers become leaders of hobgoblin warbands.
Some inspire their troops, but most lead by the lash.

HOBGOBLIN LIEUTENANT (R4
XP 1,200
Hobgoblin ranger 5
LE Medium humanoid (goblinoid)
Init +2; Senses darkvision 60 ft.; Perception +9

Melee +7 bastard sword +13/+8 (1d10+5/19-20) or
spear +10/+5 (1d8+4/x3)

Ranged shortbow +9/+4 (1d6/x3)

Special Attacks weapon training (heavy blades +1)

STATISTICS

DEFENSE

AC 17, touch 12, flat-footed 15 (+5 armor, +2 Dex)
hp 47 (5d10+15)
Fort +8, Ref +7, Will +3

OFFENSE

Speed 20 ft.

Melee 2 mwk sickles +8 (1d6+3)

Ranged longbow +7 (1d8/x3)

Special Attacks combat style (two-weapon), favored enemy
(elves +2, humans +4)

Ranger Spells Prepared (CL 2nd; concentration +3)
1st—lead blades*™, longstrider

STATISTICS

Str 16, Dex 15, Con 16, Int 10, Wis 12, Cha 8

Base Atk +5; CMB +8; CMD 20

Feats Combat Reflexes, Double Slice, Endurance, Two-Weapon
Fighting, Weapon Focus (sickle)

Skills Acrobatics +5 (+1 when jumping), Climb +9, Intimidate +7,
Perception +9, Stealth +12, Survival +9, Swim +9

Languages Common, Goblin

$Q favored terrain (plains +2), hunter’s bond (companions),
track +2, wild empathy +4

Combat Gear oils of magic weapon (4), potion of cure
moderate wounds, alchemist’s fire (2); Other Gear
+1 hide armor, longbow with 20 arrows, mwk
sickles (2), cloak of resistance +1, 57 gp 4

In addition to leading squadronms,

hobgoblin lieutenants are assigned elite

missions that call for stealth—particularly

scouting missions and sabotage.

HOBGOBLIN FORERUNNER
XP 2,400
Hobgoblin fighter 7
LE Medium humanoid (goblinoid)
Init +2; Senses darkvision 60 ft.; Perception -1
DEFENSE
AC 19, touch 12, flat-footed 17 (+7 armor, +2 Dex)
hp 71 (7d10+28)
Fort +8, Ref +5, Will +4 (+2 vs. fear)
Defensive Abilities bravery +2
DEFENSE
Speed 30 ft.

Str 16, Dex 14, Con 15, Int 10, Wis 8, Cha 14

Base Atk +7; CMB +10; CMD 22

Feats Exotic Weapon Proficiency (bastard sword), Iron Will,
Mounted Archery, Mounted Combat, Ride-By Attack, Skill
Focus (Ride), Toughness, Weapon Focus (bastard sword)

skills Handle Animal +12, Ride +13, Stealth +4

Languages Common, Goblin

$Q armor training 2

Combat Gear potion of cure serious wounds; Other Gear +7
chainmail, +1 bastard sword, shortbow with 20 arrows,
spear, cloak of resistance +1, heavy horse (combat trained),
military saddle, scale mail barding, 62 gp

Hobgoblin forerunners are masters of mounted combat,
and lead the charge at the front of hobgoblin armies. They
sometimes use yzobus as mounts (see page 124).




HOBGOBLIN BOMBARDIER

Hobgoblins who have high intelligence or find themselves
drawn to destruction, flames, and experimentation often
take on the role of bombardiers in the military.

HOBGOBLIN BOMBARDIER CR7

XP 3,200

Hobgoblin alchemist (grenadier) 8 (Pathfinder RPG Advanced
Player’s Guide 26, see page 116)

LE Medium humanoid (goblinoid)

Init +4; Senses darkvision 60 ft.; Perception +16

DEFENSE

AC 18, touch 14, flat-footed 14 (+4 armor, +4 Dex)

hp 71 (8d8+32)

Fort +9, Ref +10, Will +2

OFFENSE

Speed 30 ft.

Melee mwk short sword +8/+3 (1d6+1/19-20)

Ranged bomb +12/+7 (4d6+2 fire)

Special Attacks alchemical weapon (swift action), bomb 14/day
(4d6+2 fire, DC 16), directed blast

Alchemist Extracts Prepared (CL 8th)
3rd—fly, haste
2nd—barkskin, cat’s grace, false life, invisibility, resist energy
1st—bomber’s eye’*°, expeditious retreat, shield, true strike (2)

TACTICS

During Combat The bombardier hurls bombs at enemies, or
uses directed blast if the foes are grouped closely together.
He uses unstable accelerants with the bombs that seem
most likely to hit. He saves most of his alchemical items
to use with the alchemical weapon ability if he gets stuck
fighting in melee range. In this circumstance, he drinks his
mutagen before attacking.

STATISTICS

Str 12, Dex 18, Con 16, Int 14, Wis 10, Cha 8

Base Atk +6; CMB +7; CMD 21

Feats Point-Blank Shot, Precise Shot, Throw Anything,
Toughness, Weapon Focus (bomb)

Skills Craft (alchemy) +15, Heal +7, Knowledge (arcana) +11,
Knowledge (engineering) +8, Knowledge (nature) +11,
Perception +16, Spellcraft +13, Use Magic Device +6

Languages Aklo, Common, Goblin, Sylvan

$Q alchemy (alchemy crafting +8, identify potions), alternate
racial features, discoveries (concussive bomb [4d4+2 sonic
plus deafness], fast bombs, precise bombs [2 squares],
smoke bomb, stink bomb), mutagen (+4/-2, +2 natural,

80 minutes), swift alchemy

Combat Gear wand of cure light wounds (40 charges), acid (3),
alchemist’s fire (4), smokesticks (2), tanglefoot bags (2),
unstable accelerant?®¢ (3); Other Gear +2 leather armor,
bombchucker®, mwk short sword, eyes of the eagle, 30 gp

SPECIAL ABILITIES

Alternate Racial Features (Ex) The bombardier has the engineer
racial traitin place of sneaky, granting him a +2 bonus on
Craft (alchemy) and Knowledge (engineering) checks. He also
employs the hobgoblin alternate favored class option for his
alchemy levels, granting him four additional uses of his bomb
ability each day. Both of these racial options can be found on
page 121 of the Pathfinder RPG Advanced Race Guide.

These alchemists focus their race’s penchant for fire into
more productive and efficient means of destruction than
mere torches or bonfires. Instead, they hone the craft of
concocting bombs, mutagens, and extracts. Though they
possess the means of enhancing their physical prowess,
many bombardiers forgo imbibing their mutagens prior
to battle, believing that increasing one’s weaknesses, even
for potential gain in other areas, is a tactical mistake. When
the situation calls for it, however, they drink mutagens
to increase their physical stamina or ranged accuracy,
preferring to decrease their perception and influence
before compromising their mental faculties.



HOBGOBLIN BATTLE PRIEST

Serving as spiritual leaders and sources of inspiration to the
corps of a hobgoblin army, battle priests factor prominently
in the hobgoblin arts of war. They tend to devote less effort
toward healing and curing their allies’ ailments than they
do to imparting powerful effects to soldiers in preparation
for battle.

HOBGOBLIN BATTLE PRIEST CR 8

XP 4,800

Hobgoblin cleric

LE Medium humanoid (goblinoid)

Init +0; Senses darkvision 60 ft.; Perception +3

DEFENSE

AC 18, touch 10, flat-footed 18 (+8 armor)

hp 71 (9d8+27)

Fort +9, Ref +4, Will +10

OFFENSE

Speed 20 ft.

Melee +71 morningstar +9/+4 (1d8+3)

Ranged mwk heavy crossbow +7 (1d10/19-20)

Special Attacks channel negative energy 6/day (DC 19,
5d6), staff of order (4 rounds, 1/day), weapon master
(9 rounds/day)

Domain Spell-Like Abilities (CL 9th; concentration +12)
6/day—Dbattle rage (+4), touch of law

Cleric Spells Prepared (CL 9th; concentration +12)
5th—flame strike® (DC 18), righteous might
4th—blessing of fervor*®S, cure critical wounds,

divine power®
3rd—blindness/deafness (DC 16), cure serious wounds,
dispel magic, magic circle against chaos®, prayer
2nd—aid, bear’s endurance, death knell (DC 15), lesser
restoration, sound burst (DC 15), spiritual weapon®

1st—bless, entropic shield, magic weapon®, remove fear (2),
shield of faith
0 (at will)—bleed (DC 13), detect magic, guidance, stabilize
D domain spell; Domains Law, War
TACTICS
During Combat The battle priest casts righteous might

immediately, trusting that it will protect her and make her a
beacon for her allies, then casts blessing of fervor to bolster
her allies. After that, she begins to antagonize her foes,
typically starting by casting blindness/deafness against
an enemy commander.

STATISTICS

Str 14, Dex 10, Con 14, Int 10, Wis 16, Cha 16

Base Atk +6; CMB +8; CMD 18

Feats Combat Casting, Heavy Armor Proficiency, Improved

Channel, Selective Channeling, Toughness
Skills Heal +15, Knowledge (religion) +12,
Spellcraft +12, Stealth -2
Languages Common, Goblin

Combat Gear wand of cure moderate wounds (10 charges),
acid (2), alchemist’s fire (2), antitoxin; Other Gear +7 splint
mail, +1 morningstar, mwk heavy crossbow with 20 bolts,
cloak of resistance +1, headband of alluring charisma +2,
spell component pouch, unholy symbol, 24 gp

Battle priests’ augmentations to their allies’ strength,
stamina, precision, and speed are vital to many hobgoblin
tactics, and as such the clerics often serve as trusted advisors
to commanders, consulting to determine what magical
support would best serve the tactical situation.

Like all hobgoblins, battle priests live for the adrenaline
rush of open warfare, and during the heat of a skirmish
they often turn their attention away from their allies—it
is the task of the soldier to survive and drive his enemy
before him, and a battle priest sees it as coddling weakness
to tend to wounds among those soldiers not strong enough
to grasp their own victory. Rather, battle priests employ
their magic to debilitate their foes, channeling
the wrath of their gods of war upon those
who oppose them. '




HOBGOBLIN PARAGON

Though hobgoblins are innately drawn to combat and
conflict, not all find a place as faceless members among
the ranks of a military unit. Some seek to perfect their
own bodies to become a one-person squadron, the
pinnacle of martial mastery, and a temple to perfected
technique and dedicated skill. These hobgoblins are
austere, cruel, and completely confident in their ability.

HOBGOBLIN PARAGON CR 10
XP 9,600

Hobgoblin monk 11
j LE Medium humanoid (goblinoid)
i Init +8; Senses darkvision 60 ft.; Perception +2

DEFENSE

AC 22, touch 20, flat-footed 17 (+2 armor, +1 deflection, +4 Dex,

+1 dodge, +2 monk, +2 Wis)

hp 119 (11d8+66)
| Fort +13, Ref +13, Will +11; +2 vs. enchantments
Defensive Abilities improved evasion; Immune

disease, poison

OFFENSE
Speed 60 ft.

Melee +7 unarmed strike +14/+9 (1d10+5) or
+1 unarmed strike flurry of blows +14/+14/+9/+9/+4
(1d10+5)
Ranged mwk javelin +13 (1d6+4)
Special Attacks flurry of blows, stunning fist (11/day, DC 17)
TACTICS
Before Combat The paragon drinks her potion of bear’s

endurance, potion of bull’s strength, and fervor juice.
During Combat Obsessed with martial prowess and proving
herself superior to her enemies, the paragon seeks out
a challenging opponent to square off against in one-on-
one combat. If faced with many foes of equal ability, she
rushes from one to another, using Spring Attack to get their
attention and draw them to her.
Base Statistics Without bear’s endurance and bull’s strength,
the paragon’s statistics are hp 97; Fort +11; Melee +7
unarmed strike +14/+9 (1d10+3) or +1 flurry of blows
+14/+14/+9/+9/+4 (1d10+3); Ranged mwk javelin +13
(1d6+2); Str 14, Con 14; CMB +13; CMD 30.
STATISTICS
Str 18, Dex 18, Con 18, Int 10, Wis 14, Cha 8
Base Atk +8; CMB +15; CMD 32
Feats Combat Reflexes, Dodge, Improved Initiative,
Improved Unarmed Strike, Mobility, Spring Attack, Stunning
Fist, Toughness, Vital Strike, Weapon Finesse, Weapon Focus
(unarmed strike)
Skills Acrobatics +18 (+41 when jumping), Escape Artist +18,
Intimidate +13, Stealth +22
Languages Common, Goblin

$Q fast movement, high jump, maneuver training, ki

pool (7 points, cold iron/lawful/magic), slow fall 50 ft.,
wholeness of body (11 hit points)
Combat Gear potion of bear’s endurance, potion of bull’s
strength, potion of cure serious wounds, alchemist’s fire (2),
fervor juice®; Other Gear mwk javelins (3), bracers of armor +2,
cloak of resistance +2, ring of protection +1, amulet of mighty
fists, 7 gp

Many hobgoblin paragons join specialized teams of
fellow hobgoblins within larger armies, though they live
isolated lives, apart from their regimented kin, rather
than feeling a true camaraderie. A large number of them
instead travel the world, participating in tournaments of
martial skill, from gladiatorial arenas to competitions
in distant monasteries practicing foreign techniques.
Others pursue more mercenary endeavors, selling their
talents to the highest bidder so long as their contract
involves dishing out pain to the weak or the unworthy.
Whether as lone bodyguards of corrupt merchants or
politicians, or high-ranking enforcers of the criminal
underworld, a hobgoblin paragon willing to serve a
well-paying master has no trouble finding employment
wherever she might seek it.



HOBGOBLIN COMMANDER

The commanders of hobgoblin armies are among the most
formidable warriors and military tacticians the world over.

HOBGOBLIN COMMANDER CR 12
XP 19,200

Hobgoblin samurai 13 (Pathfinder RPG Ultimate Combat 18)

LE Medium humanoid (goblinoid)

Init +4; Senses darkvision 60 ft.; Perception +0

DEFENSE

AC 24, touch 11, flat-footed 24 (+9 armor, +1 deflection, +1 natural,
+3 shield)

hp 141 (13d10+65)

Fort +13, Ref +6, Will +8

Defensive Abilities greater resolve, honorable stand 1/day,
resolve 7/day

OFFENSE

Speed 20 ft.

Melee +7 shock katana +18/+13/+8 (1d8+4/15-20 plus 1d6

electricity) or

mwk naginata +17/+12/+7 (1d8+4/x4)

Ranged mwk composite shortbow +14/+9/+4 (1d6+3/x3)

Special Attacks banner +3/+2, challenge (+13, DR 4/—, 5/day),
demanding challenge

TACTICS

During Combat The commander challenges an enemy leader

and fires flaming burst arrows from horseback until the initial
target is dead, then uses Chain Challenge to challenge another.

STATISTICS

Str 16, Dex 10, Con 16, Int 12, Wis 10, Cha 15

Base Atk +13; CMB +16; CMD 27

Feats Chain Challenge®, Improved Critical (katana), Improved
Initiative, Iron Will, Mounted Archery, Mounted Combat,
Toughness, Vital Strike, Weapon Focus (katana)

Skills Diplomacy +18, Handle Animal +18, Intimidate +18,
Knowledge (history) +17, Ride +9, Stealth -3

Languages Common, Goblin, Infernal

$Q mount (horse), mounted archer, order of the warrior
(honor in all things 3/day, way of the samurai), weapon
expertise (katana)

Combat Gear +7 flaming burst arrows (8), potion of cure

serious wounds; Other Gear +2 iron lamellar*t, +1 heavy
steel shield, +1 shock katana“t, mwk composite shortbow

(+3 Str) with 10 arrows, mwk naginata’t, amulet of natural
armor +1, cloak of resistance +2, ring of protection +1, 201 gp

COMMANDER’S WARHORSE (R—
Horse animal companion
N Large animal
Init +3; Senses low-light vision, scent; Perception +15
DEFENSE
AC 28, touch 12, flat-footed 25 (+4 armor, +3 Dex, +12 natural,
-1 size)

hp 93 (11d8+44)
Fort +10, Ref +10, Will +6

OFFENSE

Speed 50 ft.
Melee bite +13 (1d4+6), 2 hooves +8 (1d6+3)
Space 10 ft.; Reach 5 ft.

STATISTICS

Str 22, Dex 17, Con 17, Int 2, Wis 12, Cha 6

Base Atk +8; CMB +15; CMD 28 (32 vs. trip)

Feats Diehard, Endurance, Iron Will, Light Armor Proficiency,
Power Attack, Run, Toughness

skills Perception +15

$Q combat trained, tricks (attack, come, defend,
down, fetch, guard, heel, seek, stay, track, work)

Gear leather lamellar barding“¢




AU

This four-legged animal with a long-horned, bovine head looks

like a cross between a horse and a long-haired yak.

XP 400
N Large animal

Init +1; Senses low-light vision, scent; Perception +6
Aura stench (DC 13, 10 rounds)

DEFENSE

AC 13, touch 10, flat-footed 12 (+1 Dex, +3 natural, -1 size)
hp 13 (2d8+4)

Fort +5, Ref +4, Will +1

OFFENSE

Speed 40 ft.

Melee gore +3 (1d8+3)

Space 10 ft.; Reach 5 ft.

Special Attacks stampede, trample (1d6+3, DC 13)
STATISTICS

Str 14, Dex 13, Con 14, Int 1, Wis 12, Cha 5

Base Atk +1; CMB +4; CMD 15

Feats Weapon Focus (gore)

Skills Perception +6

ECOLOGY

Environment cold hills and plains

Organization solitary, pair, or herd (3-30)

Treasure none

SPECIAL ABILITIES

stampede (Ex) A stampede occurs if three or more creatures
with stampede make a trample attack while remaining
adjacent to each other. While stampeding, the creatures can
trample foes of their size or smaller, and the trample’s save
DC increases by +2.

An yzobu is a herd animal found in cold hills, plains, and
mountains. It stands roughly the height of a horse, but has a
bulkier frame. Its head is more bovine, with a pair of thick,
slightly curved horns protruding from the sides of its flat
forehead and four smaller prongs jutting from the top. The
fur of an yzobu is long and shaggy, protecting it from the
harsh winters of its habitat. This pelt accumulates a pungent
secretion from the yzobu’s body that gives it a strong odor
that those unaccustomed to the creatures find sickening.
Like the hobgoblins who use them as mounts and
beasts of burden, yzobus (called “battle yaks” by their war-
mongering handlers) live in complex social groups. These
immense herds can number in the thousands, and present
quite a problem to ranchers, explorers, and pioneers who
encounter them while traversing the open
plains and hills where the yzobus graze.
A single herd can range over a spread of
tens of thousands of square miles in a year,
devouring all the grass and small vegetation
in the region, trampling what they can't eat,
and forcing other creatures—including humanoids—
to move elsewhere or suffer the same fate.
Yzobus are extremely aggressive, and fight ruthlessly
to defend even the weakest member of their herd,
making them difficult pests to deal with, and even
more difficult to train for service or war. Hobgoblins
have grown skilled at the process, and keep a fair number
of tamed yzobus. They breed these with wild yzobus every
few generations to keep them fierce.

Yzobu Companions
An yzobu can be taken as an animal companion or mount
by cavaliers, druids, hunters, and rangers.
Starting Statistics: Size Medium; Speed 4o ft.; AC +1
. _ matural armor, Attack gore (1dG); Ability Scores
Str 14, Dex 12, Con 12, Int 2, Wis 11, Cha 4;
Special Qualities low-light vision, scent.
7th-Level Advancement: Size Large; AC
+3 natural armor; Attack gore (1d8); Ability
Scores Str +8, Dex -2, Con +4; Special
Qualities stampede, stench, trample.



ENCOUDTERS

Hobgoblins’ regimented society, ambitious bloodlust, and

ruthless obsession with war make them challenging foes.

SCOUTING PARTY (CR 5)

This small band of low-ranking soldiers travels ahead
of a larger force looking for any resources that the
army can use, weaknesses in the enemy’s defenses, and
advantageous terrain.

HOBGOBLIN LIEUTENANT (R4
XP 1,200

hp 47 (see page 119)

XP 200 each

hp 17 each (Pathfinder RPG Bestiary 175)

ARMY COMPANY (CR 6)

This military unit is the building block of a hobgoblin
army. Several companies make up a battalion, several
battalions make a legion, and several legions form a corps.

HOBGOBLIN BATTLEFIELD ZEALOT CR 2
XP 600

hp 25 (see page 118)

HOBGOBLIN SERGEANT CR 2
XP 600

hp 33 (see page 118)

HOBGOBLINS (6 CR1/2
XP 200 each

hp 17 each (Pathfinder RPG Bestiary 175)

DIPLOMATIC ENVOY (CR 10)

While diplomacy is rarely attributed to hobgoblins,
they nevertheless send forth small units to parley
with enemies before battle—or to instigate wars. f

XP 4,800

hp 71 (see page 121) ”~
XP 2,400

hp 71 (see page 119)

XP 600 each

hp 33 each (see page 118)

ELITE STRIKE FORCE (CR 11)

Typically sent on the most sensitive missions, elite forces
of hobgoblin soldiers can single-handedly turn the tides of
deadlocked conflicts. Their military precision is renowned,
and their ability to succeed at assassinations, sabotage, and
reconnaissance deep behind enemy lines makes them as
important as entire battalions of foot soldiers.

HOBGOBLIN BOMBARDIER CR7
XP 3,200
hp 71 (see page 120)

HOBGOBLIN FORERUNNERS (2 CR 6
XP 2,400 each
hp 71 each (see page 119)

HOBGOBLIN LIEUTENANTS (4 CR4
XP 1,200 each
hp 47 each (see page 119)




“You don’t think much of 'em to begin with. Little dragon-things—almost cute,
in an ugly dog sort of way. You walk into the tunnel, and they scamper away,
scared to death of the big bad humans. I admit, I laughed at them. “This is going
to be an easy one,” I said. Can you imagine?

“It wasn’t until we got farther in that the accidents started. The cave-in. The
missing gear. Tripping over our own feet when the torches went out.

“We didn't really understand what was happening until we hit the acid sprayer.
We managed to save half of Gorkesk’s face—the pretty half; if you can believe it!—
but after that we decided we weren’t getting paid enough, and turned back.

“That was our fatal mistake. With every step, the traps we'd unknowingly passed
over on the way in revealed themselves, in fire and stone and bloody steel...”

—Trivelga “One-Eye” Omeron, retired delver




reatures of deep, dark places, kobolds are masters of

tunneling, mining, and setting traps. They despise

those that would take advantage their relative physical
weakness or steal the precious ores they mine, and thus
devote themselves to creating elaborate mechanical defenses
for their lairs. Adventurers attempting to storm a kobold den
rarely see an actual kobold until after they’ve been assaulted
by a wide variety of cleverly engineered cruelties.

All kobolds claim to be related to dragons, yet while
it’s true that kobold scale colors often match those of
chromatic dragons, dragons themselves don't reciprocate
this feeling of kinship. A kobold who manages to convince
a dragon of her worth often serves it as a clever trap-maker
or flunky, in exchange for the honor and protection the
dragon’s presence affords.

When humanoids and kobolds mix, often as a result of
mining operations, kobolds often get a reputation as thieves
and nuisances because of their tendency to appear at night
and abscond with anything the humans leave lying around.
Anything from farming equipment to small animals is seen
as fair game to kobolds, who argue that such confiscation is
not theft, but rather simply making good use of items the
humans clearly don’t value properly.

As creatures of deep caverns and shadowed forests, kobolds
have difficulty with light, and even a torch is uncomfortably
bright to their eyes. Hence, though they are not naturally
nocturnal, they rarely venture to the surface during the day.

Kobold settlements are elaborate affairs. Though
the lairs are relatively small—generally comprising a
few caverns that serve as living quarters, larders, and
workshops—each lair is surrounded by a complex web of
tunnels and crawlspaces, all packed with ingenious traps.
To kobolds, the best battle is the one they never have to
fight at all, so creating new traps is a constant (if somewhat
paranoid) policy and pastime in kobold society.

Tied into this paranoia is kobolds’ treatment of egg
chambers. The average kobold has no idea where his
tribes’ eggs are stored until hatching—preventing him
from revealing the location even under coercive or magical
interrogation. Only the tribe’s chieftain and the kobolds
assigned to watch over the eggs know the truth, ensuring
that if the tribe’s complex is eventually overrun (seen as
an inevitability by the fatalistic kobolds), enough eggs will
survive to raise a new generation.

Kobolds’ resentment of larger races burns fiercest toward
dwarves, gnomes, and other races who tend to mine the
mineral veins the kobolds consider theirs. Once a kobold
tribe begins digging out precious metals or gems in an
area, its members feel that anyone else digging in the
same area is a thief. Even if a kobold mining operation
accidentally breaks into an established dwarven city, the
kobolds’ sense of manifest destiny would likely lead them
to see the dwarves as the interlopers.

Yet the resentment kobolds feel toward other races is
nothing compared to their animosity toward other kobold
tribes that intrude on their mining operations or partake of
the food sources their tribe considers its own. The resulting
wars are fierce, bloody, and swift, with both tribes attempting
to slay as many opponents as possible until one chief dies.
Once a tribe has lost its chief; the losing tribe’s demoralized
survivors become slaves to the victorious tribe, and are sent
into the mines to harvest out all the minerals they can for
their new masters. Ifadventurers manage to make it through
atribe’s traps, it’s inevitably these same slaves who are armed
and sent to confront the threat, generally with little hope of
winning the ensuing battle. Though some might wonder
why kobolds condemned in this way don’t turn on their
masters, the sad truth is that those who want to rebel are
usually cut down before their attempt gets off the ground.

Most kobold tribes are led by a single chieftain, whose
authority is rarely questioned. If a kobold tribe is ruled by a
non-kobold, such as a young dragon, a kobold chief’is still
in charge of carrying out the ruler’s instructions and seeing
to day-to-day administration. Chieftainship is usually
decided through combat, though accidents involving traps
are tacitly considered fair game.

Kobolds worship the dragon gods, and in many cases
dragons themselves, seeing little difference between all-
powerful deities and (to them) essentially all-powerful
dragons. The dragons themselves tend to enjoy the constant,
obsequious worship of their lesser cousins—though
the occasional solitude-loving dragon may decide that a
kobold supplicant makes a better meal than a servant—
and kobolds’ naturally ordered and hierarchical society
makes it easy for a creature at the top to command them.

Although kobolds feel a particular kinship with
chromatic dragons and have less affinity for metallic
ones, kobold scale colors are not nearly as personality-
defining as those of true dragons, though some tribes
have superstitions and other beliefs about scale color.
Color is inconsistent in kobold genes, and parents of one
color may give birth to children of several different scale
hues, leading to a full spectrum of the chromatic tones
that have little or no correlation to abilities.

The few metallic-colored kobolds are an exception
to this rule. Though no more good-inclined than their
fellows, these metallic kobolds are seen as special or
marked by some higher power, and often go on to become
great chiefs or shamans. Of course, this marking is a
double-edged sword, as not every chief wants a potential
usurper hanging around, and even those tribes who seek
honestly to make use of their “blessed” members may
subject them to a battery of dangerous tests in order to
ascertain what powers these individuals might possess.

Full statistics for kobolds can be found on page 183 of
the Pathfinder RPG Bestiary.




NEW RULES

Kobolds use a wide variety of tricks and techniques to repel

invaders. Below are some new rules displaying the height
of kobold defensive tactics and technology.

ROBOLD ARCHETYPES
The following archetypes are available to kobolds.

Alchemical Trapper CAlchemist)
Because kobolds rely on traps to soften up enemies, kobold
alchemists learn to turn bombs into traps. When such
alchemists are preparing defenses against larger creatures
that might enter their tunnels and attempt to exterminate
them, their skills mean the difference between life and death.
Bomb Trap (Su): At 2nd level, an alchemical trapper can
use one of her bombs to make a trap. Setting a bomb trap is
a full-round action that provokes attacks of opportunity. A
bomb trap fills a single 5-foot square and cannot be placed in
the same area as any other trap. The alchemical trapper needs
the same materials required for making a bomb. The DCs for
Perception checks to notice the trap, Disable Device checks
to disable it, and saving throws to avoid it are equal to the
DC for the alchemical trapper’s bombs. All bomb traps have
location triggers and do not reset. The alchemical trapper can
use any one discovery that applies to a bomb when making a
bomb trap. The bomb trap lasts 10 minutes for each alchemist
level the trapper possesses. If the bomb trap is not disabled
or exploded within that time frame, the trap becomes inert.
Creating a bomb trap uses one of the alchemical trapper’s
bombs per day. This ability replaces the discovery at 2nd level.
Trapfinding (Ex): At 4th level, an alchemical trapper
can find and disable traps, as the rogue class feature of the
same name. This ability replaces the discovery at 4th level.

Dragon Yapper (Bard)
Kobolds’ yammering songs distract opponents in combat,
hindering their ability to attack.

Bardic Performance: A dragon yapper gains the following
types of bardic performance.

Yapping Song (Su): A dragon yapper can use performance
to annoy those that hear it, causing them to take a —1
penalty on attack and damage rolls (minimum 1) and a
-1 penalty on saves against fear effects and charm effects
as long as the dragon yapper continues performing.
This penalty increases by 1 at 5th level and every 6 levels
thereafter. Yapping song is a mind-affecting ability that
uses audible components, but is not language-dependent.
This performance replaces fascinate.

Frightful Song (Su): A dragon yapper of 8th level or higher
can amplify his voice to sound like an actual dragon. Enemies
within 30 feet become shaken unless they succeed at a Will

save (DC 10 +1/2 the dragon yapper’s level + the dragon
yapper’s Charisma modifier). A successful save renders
targets immune to this ability for 24 hours. Frightful song
is amind-affecting ability, and a fear effect that uses audible
components. This performance replaces dirge of doom.

Versatile Performance (Ex): A dragon yapper must choose
sing at 2nd level.

ROBOLD COMPANIONS

Each of these animal companions has a different starting
speed, attacks, ability scores, and special qualities. As you
gain levels, your companion grows in power as well. It
gains the same bonuses that are gained by other animal
companions, as noted on Table 3-8: Animal Companion
Base Statistics on page 52 of the Pathfinder RPG Core Rulebook.
Each companion gains an additional bonus, usually at 4th
or 7th level, as listed with each choice. A kobold cavalier
can select either of these companions as a mount instead
of'a dog or pony.

Cave Salamander
Starting Statistics: Size Medium; Speed 4o ft.; AC +2
natural armor; Attack bite (1d6); Ability Scores Str 13,
Dex 12, Con 13, Int 1, Wis 12, Cha 4; Special Qualities
darkvision 6o ft.

4th-Level Advancement: Ability Scores Str +2, Con +2;
Special Qualities combat training (see the Handle Animal
skill on page 97 of the Core Rulebook).

Riding Python
Starting Statistics: Size Medium; Speed 30 ft.; AC +1
natural armor; Attack bite (1d6); Ability Scores Str 11,
Dex 14, Con 13, Int 1, Wis 10, Cha 4; CMD (can’t be tripped);
Special Qualities blindsight 60 ft.

4th-Level Advancement: Ability Scores Str +2, Con +2;
Special Qualities combat training (see the Handle Animal
skill on page 97 of the Core Rulebook).

ROBOLD TRAPS
The following traps are available to kobolds. At the GM’s
discretion, other races can also make use of these traps.

DRAGONFIRE TRAP CR1
Type mechanical; Perception DC 25; Disable Device DC 15
EFFECTS
Trigger location; Reset none
Effect cone of fire (2dé6 fire damage, Reflex DC 20 half);

multiple targets (all targets in a 15-ft. cone)

ENSNARING DIRT TRAP CR1
Type mechanical; Perception DC 20; Disable Device DC 20
EFFECTS
Trigger location; Reset manual




Effect ensnaring dirt (target is entangled until the target Green: Entangle®, gust of wind.
succeeds at a DC 25 Strength or Escape Artist check); Reflex Red: Burning hands', pyrotechnics.
DC 25 negates White: Burning hands' (deals cold damage instead of fire),
fog cloud.
Special: You can use this feat instead of Draconic
Type mechanical; Perception DC 25; Disable Device DC 20 Breath#®¢ or Draconic Glide*®¢ to qualify for the Draconic
EFFECTS Paragon®*¢ feat. If you have this feat and Draconic Paragon,
Trigger location; Reset none you can use the spell-like ability marked with a dagger (f)
Effect falling bag of acid (3d6 acid damage, Reflex DC 20 half) twice per day.
Slurk Rider (Combat)
Type mechanical; Perception DC 20; Disable Device DC 20 You are skilled at riding slurks into battle.
EFFECTS Prerequisite: Kobold.
Trigger location; Reset manual Benefit: You are able to control, guide, and communicate
Effect 20-ft.-deep pit (2d6 falling damage); dragon dung (Atk with slurks (Pathfinder RPG Bestiary 2 251), as if they
+10, creature stinks of dragon dung, -4 on all Stealth checks understood Draconic. You can also spend a standard action
for 24 hours, -8 on Stealth checks if detecting creature has to manipulate the nodules on the slurk’s back to activate its
the scent ability); Reflex DC 20 negates; multiple targets (all slime ability. Both you and the slurk can activate this ability
targets in a 10-ft.-square area) during the same round.

Type mechanical; Perception DC 25; Disable Device DC 20

EFFECTS

Trigger location; Reset repair

Effect Atk +10 melee (1d6+7); multiple targets (all targets
within a 20-foot line)

Type mechanical; Perception DC 20; Disable Device DC 20
EFFECTS

Trigger location; Reset repair

Effect Atk +15 ranged (1d8+6 plus black adder venom)

Type mechanical; Perception DC 25; Disable Device DC 25

EFFECTS

Trigger location; Reset repair

Effect Atk +10 melee (1d6+6); rotting badger (nauseated for 1d3
rounds, Fort DC 20 negates); multiple targets (all targets within
10 feet must attempt to save against the rotting badger)

ROBOLD FEATS

The following feats are unique to kobolds.

Draconic Magic

Your draconic aspect manifests as magical might.
Prerequisites: Draconic Aspect**¢, kobold.
Benefit: You gain a group of spell-like abilities -

based on the color of your dragon aspect. Each spell-like ability -

can be used once per day, and the DC of any of these spell-

like abilities is 10 + 1/2 your Hit Dice + Charisma modifier.
Black: Corrosive touch"™-1, darkness.
Blue: Minor image, shocking grasp?.



ROBOLD FIGHTERS

Kobold warriors are more prudent than brave. They
usually opt to attack from hiding with ranged weapons,
and move into melee only when absolutely necessary—
such as when the chiefdoesn’t give them any other option.

KOBOLD SNIPER CR1/2
XP 200

Kobold fighter 1

LE Small humanoid (reptilian)

Init +3; Senses darkvision 60 ft.; Perception +4

DEFENSE

AC 18, touch 14, flat-footed 15 (+3 armor, +3 Dex, +1 natural,
+1 size)

hp 12 (1d10+2)

Fort +3, Ref +3, Will +1

Weaknesses light sensitivity

OFFENSE

Speed 30 ft.

Melee short sword +1 (1d4-1/19-20)

Ranged mwk light crossbow +6 (1d6/19-20)

STATISTICS

Str 9, Dex 17, Con 12, Int 10, Wis 12, Cha 8

Base Atk +1; CMB -1; CMD 12

Feats Point-Blank Shot, Precise Shot

Skills Acrobatics +3, Craft (trapmaking) +2, Perception +4,
Profession (miner) +3

Languages Common, Draconic

$Q crafty

Combat Gear alchemist’s fire; Other Gear studded leather,
mwk light crossbow, short sword

KOBOLD BLADE CR3

XP 800

Kobold fighter 4

LE Small humanoid (reptilian)

Init +4; Senses darkvision 60 ft.; Perception +2

DEFENSE

AC 22, touch 15, flat-footed 18 (+6 armor, +4 Dex, +1 natural,
+1 size)

hp 30 (4d10+4)

Fort +4, Ref +5, Will +1 (+1 vs. fear)

Defensive Abilities bravery +1

Weaknesses light sensitivity

OFFENSE

Speed 30 ft.

Melee mwk rapier +11 (1d4+2/18-20)

Ranged mwk light crossbow +10 (1d6/19-20)

STATISTICS

Str 10, Dex 18, Con 10, Int 13, Wis 10, Cha 8

Base Atk +4; CMB +3 (+5 dirty trick); CMD 17 (19 vs. dirty trick)

Feats Combat Expertise, Improved Dirty Trick”*®, Weapon
Finesse, Weapon Focus (rapier), Weapon Specialization (rapier)

Skills Craft (trapmaking) +3, Intimidate +6, Knowledge
(dungeoneering) +8, Perception +2, Profession (miner) +2,
Stealth +13

Languages Common, Draconic

$Q armor training 1, crafty

Combat Gear elixir of fire breath, potion of cure moderate

wounds; Other Gear mwk breastplate, mwk light crossbow

with 10 bolts, mwk rapier




ROBOLD SORCERERS

Kobolds see sorcery as proof of their draconic heritage.

KOBOLD SCALECASTER CR 1/2
XP 200

Kobold sorcerer 1

LN Small humanoid (reptilian)

Init +7; Senses darkvision 60 ft.; Perception +3

DEFENSE

AC 15, touch 14, flat-footed 12 (+3 Dex, +1 natural, +1 size)

hp 7 (1d6+1)

Fort +0, Ref +3, Will +3

Weaknesses light sensitivity

OFFENSE

Speed 60 ft.

Melee 2 claws -2 (1d3-3)

Ranged light crossbow +4 (1d6,/19-20)

Special Attacks claws (1d3-3, 5 rounds/day)

Sorcerer Spells Known (CL 1st; concentration +3)
1st (4/day)—burning hands (DC 13), charm person (DC 13)
0 (at will)—dancing lights, detect magic, flare (DC 12), ray

of frost

Bloodline draconic (gold)

STATISTICS

Str 4, Dex 16, Con 10, Int 10, Wis 13, Cha 15

Base Atk +0; CMB -4; CMD 9

Feats Eschew Materials, Improved Initiative

Skills Craft (trapmaking) +2, Perception +3, Profession (miner) +3,
Stealth +11, Use Magic Device +6

Languages Draconic

$Q bloodline arcana (fire spells deal +1 damage per die), crafty

Combat Gear scroll of mage armor, scroll of vanish**, caltrops,
silversheen; Other Gear light crossbow, 54 gp

KOBOLD GUILECASTER

XP 1,600

Kobold sorcerer 6

LE Small humanoid (reptilian)

Init +2; Senses darkvision 60 ft.; Perception +1

DEFENSE

AC 18, touch 13, flat-footed 16 (+4 armor, +2
Dex, +1 natural, +1 size)

hp 35 (6d6+12)

Fort +3, Ref +4, Will +4

Weaknesses light sensitivity

OFFENSE

Speed 30 ft.

Melee quarterstaff +2 (1d4-2)

Bloodline Spell-Like Abilities (CL 6th;
concentration +9)
6,/day—trap rune (DC 16)

Sorcerer Spells Known (CL 6th; concentration +9)
3rd (4/day)—lightning bolt (DC 16)

2nd (6/day)—create pit**¢, mirror image, scorching ray
1st (7/day)—alarm, charm person (DC 14), mage armor,
magic missile, ray of enfeeblement (DC 14)
0 (at will)—arcane mark, daze, detect magic, open/close,
prestidigitation (DC 13), resistance, spark*"®
Bloodline koboldA®¢

STATISTICS

Str 6, Dex 14, Con 12, Int 13, Wis 8, Cha 16

Base Atk +3; CMB +0; CMD 12

Feats Combat Expertise, Eschew Materials, Improved Feint, Skill
Focus (Craft [trapmaking])

Skills Bluff +15, Craft (trapmaking) +15, Perception +1, Profession
(miner) +1, Use Magic Device +15; Racial Modifiers +2 Craft
(trapmaking), +2 Perception, +2 Profession (miner)

Languages Draconic, Dwarven

$Q bloodline arcana (+2 to spell DC if target is denied Dex bonus

to AC), crafty, trap sense +2

Combat Gear antitoxin, thunderstone; Other

Gear quarterstaff, circlet of persuasion,

masterwork artisan’s tools, 15 gp




ROBOLD RIDERS OFFENSE

The boldest kobolds enjoy riding bizarre beasts into battle. Speed 20 ft.
Melee mwk lance +4 (1d6/x3)
KOBOLD MONSTER WRANGLER CR1 Special Attacks challenge (+2, +1, 1/day)

XP 400 STATISTICS
Kobold cavalier 2 (Pathfinder RPG Advanced Player’s Guide 32) Str 11, Dex 16, Con 10, Int 8, Wis 10, Cha 13
LE Small humanoid (reptilian) Base Atk +2; CMB +1; CMD 14
Init +3; Senses darkvision 60 ft.; Perception +2 Feats Paired Opportunists, Slurk Rider
DEFENSE Skills Craft (trapmaking) +1, Handle Animal +9, Intimidate +6,
AC 22, touch 14, flat-footed 19 (+5 armor, +3 Dex, +1 natural, Perception +2, Profession (miner) +2, Ride +4

+2 shield, +1 size) Languages Common, Draconic
hp 17 (2d10+2) $Q crafty, mount (cave salamander or slurk®?), order of the lion
Fort +3, Ref +3, Will +0 (lion’s call), tactician (1/day, 4 rounds, standard action)

i Weaknesses light sensitivity Combat Gear /iquid ice**®, potion of cure light wounds; Other

Gear mwk scale mail, mwk heavy steel shield, mwk lance,
10 gp

KOBOLD BATTLE MASTER (R 6
XP 2,400
Kobold cavalier 7
LE Small humanoid (reptilian)
Init +5; Senses darkvision 60 ft.; Perception +13
DEFENSE
AC 23, touch 12, flat-footed 22 (+8 armor, +1 Dex, +1 natural,
+2 shield, +1 size)
hp 57 (7d10+14)

Fort +7, Ref +4, Will +4;
+2 bonus vs. paralysis
and sleep

Resist electricity 5

- Weaknesses light sensitivity
OFFENSE
Speed 20 ft.

Melee +7 lance +11/+6 (1d6+2/x3), mwk short sword +10/+5
(1d4+1/19-20)

Special Attacks banner +2/+1, breath weapon (30-ft. line,
2d6 electricity damage, Reflex DC 14 half, usable every 1d4
rounds), cavalier’s charge, challenge (+7, +2, 3/day)

STATISTICS

Str 12, Dex 12, Con 12, Int 12, Wis 13, Cha 8

Base Atk +7; CMB +7; CMD 18

Feats Draconic Aspect**® (blue), Draconic Breath**¢, Improved
Initiative, Mounted Combat, Shield Wall**%, Weapon Focus (lance)

Skills Craft (trapmaking) +3, Handle Animal +9, Perception +13,
Profession (miner) +3, Ride +5, Stealth +9, Swim +5

Languages Common, Draconic

$Q crafty, expert trainer +3, mount (cave salamander), order
of the dragon (aid allies), tactician (2/day, 6 rounds,
standard action)

Combat Gear dust of dryness; Other Gear +1 banded mail,
mwk heavy steel shield, +7 lance, mwk short sword, cloak of
resistance +1




ROBOLD TRICKSTERS

Kobold tricksters are experts at crafting deadly traps—
both 