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ARAMUS, THE BLACK FLAME

S8 dark, twigting column of flames riges ina black wawe. Malevolenl Msatures gare aboul with 8 grim and awful intefligence, fled

with an anci=nk, urld'f'irlg hale.

Annmus Ton Buace Fuame CR 15
51,200 x¢
LE Huge cutsider {elemantal, ewil, extraplanar, fire)

Init +14; Sanses darkvision S04, ; Parception 425
DEFENSE

SPECIAL ABILITIES

Burn (Ex) Aramus's slam attack deals pludgeaning damage plus

ALC 30, touch 1%, flat-footad 19; (410 Dex, +1 dodga, +11
natural, =& siza}
pE30 [ MEL0 -+ 1205
Fort 10, Ref 1%, Will 411
Dafensive Abllities elemantal traits; DR 10/ Immuna fire
Waaknessas vulnerability ta cold

QOFFENSE
Spd 50 ft.

Meles i slams 429 (2dld4+11/1%-20 plus burn]
Spaca 15 ft; Reach 15 .
Spacial Attacks burn, conswma the soul, firelash
Spali-like Abilities [CL 20th)

Ak will—darknass

Afday=—burming hands (DC 12]), create undead, create greater
undead, frahail (DC 14)

1/day—controd wrdead (DO 18), delaved biast frebal (DO
1E], fire storm (DC 1%), greater commang {0C 16], meteor
swarm (DC 20

STATISTICS
Str 22, Dax 30, Con 240, Int 16, Wis 14, Cha 12

Basa Atk +20; CMB +33; CMD 54

Faats Dodge, Improved Critlcal {slam], Improved [nitiativa,
Mability, Power Attack, Spring Attack, Stap Up, Toughness
Skills Bluff +24, Diptomacy +21, Intimidate 421, Knowledge
[histery] +23, Knowledge {planes) +26, Knowledge {raligion)
td3, Perception +2F, Sense Mokive 425, Stealth 4 25
Languages Commen, lgnan

Gaar nona

ECOLOGY

Enwironmant any
Organization solitary
Traasura 19,504 gp

fire damage from Its flaming body. Thaese hit by Aramus's slam
attack also must succead on a Reflax save or catch on fire. The
fire doas 2d12 points of damage per round. The flame bums for
144 rounds. A burming creature can take a move action to puk
aut the flame, Tha save DC is Constitution-based,

Creatures hitting Aramus with natural weapons or unarmed
attacks take fire damage as though hit by Aramus’s attack, and
al=g cabch on fire unkess they succead on a Reflax save

Condamn the Soul (Su) Any corporeal abemration, animal,

dragon, fey, giant, humanold, magical beast, monstrows
humanaoid, ooze, plant, ar vermin that dias as a result from
Aramus’s bum ability retems In 1d4 rounds as a dark-fire
creatura. Aramus iterally consumas the victm's soul, burning
it away, leaving behind a portion of ks own essence, Craatures
that die in such a way cannot return except through a wish or
miracie spell. Those who returm as dark-fire creatures lock as
they did in lifa, though thelr eyes resemble orbs of solid-black
ftames. They are completely under the control of Aramus,
thewgh they can think and act on thair gwn. Aramus can nevar
hawve more than 20 HD worth of dark-fire creaturas at one time

Firalash {Su} As a standard action, Aramus can lash out at a

target with a whip ¢f black flame, making a CMB check against
the @rget's CHD. If successiul, the target s conskdared grapplad
and automatically takes Aramas’s buem damage each round until
freed. Aramus can maintain the grapple as a free action,

Resembling a towering fire elemental composzed of dense, dancing black flames, Aramus is an ancient and terrible entity
of pure hate and bile,

'HISTORY

Mo one knows from what black realm Aramus hails, though it 15 known that the fell entity does not wish to return,
For many years, Aramus had been under the control of the powerful nethermancer Sclus the Fallen, bound to the
Brazier of Bavmaren and forced to do the mortal's bidding. After Solus’s death, the Brazier of Bavmaren was lost for a
millennium and was onky recently discoverad by the cult calling itself the Keepers of the Black Flame. The cruel leaders
of this cult, powerful entities known as the netherlords (q.v.), released Aramus and now worship the creature as a living

god,
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CREATING A DARK FIRE CREATURE

“Dark Fire" Is an acguired template that can be added to any corporeal aberration, animal, dragon, fey, glant,
humanoid; magical beast, manstrous humanold, coze, plant, or vermin {referred to hereafter as the base creabure).

A dark fire creature uses all the base creature's statistics and abilities except as noted here,

Size and Type: The oreature's bype changes to undead and it gains the evil subtypa. Do not recalculate Hit Dice,
base attack bonus, or saves. Size s unchanged,

Armor Class: Natural armor increases by +2 [this stacks with any natural armor bonus the base creatures has),

Damage: A dark fire creature retains all of the attacks and damage of the base creature, but deals an additional 1d&
points of fire damage on all attacks,

Spacial Attacks; A dark fire creature retains all the spacial stbacks of the base creature and gains the following
spacial attack.

Breath Weapon (5u): 30-foot cone of black fire, once every 1d4 rounds, damage 646 fire. & successful Reflax
save (DC 10 + 172 dark fire creature's raclal HD + dark fire creaturs's Con medifier) reduces damage by half,

Spacial Qualities: & dark fire creature has all the spacial qualitbes of the base creakure, plus darkwision out to 120
feet and law=lkght wision.

A dark fire cresture gaings undesd traits.
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BADJA

| The warrior fackng you 15 raughly the size of a halfling, but that's where the resemblance ends. The creabure is covarad with
~goarse, dark fur, with 2 Blaze of white on Its forehead and muzzie, Armad with a vardety of primitive weagons, it snarls something
to you In its barking language.  Apparently, wou're not welcome hears

Baoaa CR3

- BO0 x¢

LM Srmall monstrows humanoaid
Init +1: Senses [ow-Hoht vision, seent: Perception +4

DEFENSE
AC 15, tauch 12, Nat-Toated 14; (+2 Leather armor, +1 Dex, +1
shield, +1 siee)
hp 37 (Ad10+15)
Fort +4, Ref +6, Will +5

DOFFENSE

Spd 20 L.
Melee Battleaxs +5 (1d6+1, Handaxe +4 (1e4+1)

Ranged Jevelin +4 [1d4+13, sling +5 (1d3+1)
Space 10 1l; Reach 10 &

STATISTICS

Str 12, Dex 12, Con 14, Int B, Wis 10, Cha &
Base Atk +3; CMB +3; CMD 14
- Feats Toughness, Weapon Focus (Short sgear ar battheaxe ar
aling}
Skilis Perception +4, Stealth +12, Survival +6 +2 racial
banus an Survivel, +4 ravigl bonwes on Siealth.
Languages Badja, Comman
Gear ather armor, Bght shield, Bad ithes battleaxe and
jaweling or sling and hand axe.

ECOLOGY

Environment Tempearals lorests and plains

Organization hunting parly [2-5}, patrol [3-10), raiding
parly {8-20)

Treasure 790 ga

pounds. The females are slightly smaller, Bath males
and fermales are covered with gray or brown fur with a
white blaze on their foreheads.

The Badja live in primitive forest tribes, in simple wil-
lages comprised of huts, tents, or pit houses, From
time to time, they move their villages in order to
find better hunting or to move away from a threat.

The badja are masterful hunters and are

- at home in the forest. 'While the bad-
|a are guiet and keep to themselves,
they know all that goes on In the for-

cest around them, They generally distrust cutsiders as
some humanoids have raided their villages to steal their pups
im order to raise them as pets or servants. Once a person
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Is able to get past their reticence, they can be guite warm and welcoming. They also can be grateful to people that help
them deal with threats and problems that they may not be able to address on their own.,

Badja atways attack from stealth and are guite adept at setting ambushes and hit and run tactics. They will uswally avoid
combat if they do not have superior numbers and a favorable position, Their groups usually consist of 3 mix of meles
warriors armed with either battieaxes and javeling and ranged combatants armed with slings and handaxes.,

BADJA AS CHARACTERS

Badja characters posses the following racial traits:

+2 Dexterity, +2 Constitution, -2 Intelligence, -2 Charisma: Bad)a are stout and agile, but aren’t guick to adopt new
ideas or to take to strangers.

Small: Badja are Small creatures and gain a +1 size bonus to their AC, a +1 size bonus on attack rolls, and a +4 size
bonus on Stealth checks

Slow Speed: Badja have a base land speed of 20 feet.

Scent: Badja can detect approaching enemies, sniff out hidden foes, and track by sense of smell. They can identify
familiar odors just as humans do familiar sights,

Forest Born: Badjas receive a +2 bonus on Survival checks.

Languages: Badjas begin play speaking Badja and Comman. Badja with high Intelligence scores can choase any of
the following: Elven, Gnoll, Gnome, Goblin, Ore, and Sylvan,

Favored Class: The favored class of 2 badja is either barbarian or ranger, This choice must be made at 1st level and
cannot be changed.
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BLADED BATTLECL ANK

It is & fast mawing creature af right steal and brass, moving with meore grace and agllity than saems possibla foe a massive thing

of gears and pistons. 1ts arms terminate an curding, wickadly sermabed blades that spin ang tum ke 8 dagger in the hands of skilled
kn I'J_-rinjht-':r Sdlent, ematianless, & maves towards Its chesen prey, aqual parts grace and murdear,

BLapep BaTTLECLANK

3,200 x»

N Lenge Conshruct

Init +4; Senses darkyvision GO0, Parception +6

DEFENSE

AC 23, touch 13, flat-Toated 19; [+4 Dex, +10 natural, -1 size}

hp 75 (3d10)

Fort +3, Ref +7, Will =4

Defensive Abilities Agile Dodgs, Construct Traits, DR 5/Admantine

OFFENSE

Spd 30 ft.

Melee 2 bladas +13 (1d8+4-+Blaeding, 19-20)
Space 10 ft; Reach 10 .

Special Attacks Bleading attack

STATISTICS

Str 1B, Dex LB, Con -, Int 15, Wis -, Cha 12
Base Atk +5; CHMB =14; CMD 23

Special Qualities Construct Traits
Languages None

Gear nons

ECOLOGY

Environment any

Crgenization solitary of sguad (2-5}
Treasure standard

SPECIAL ABILITIES

Agile Dodger (EX) The Bladed Battieclenk is designed for battiefisld
mability; € _ﬂEti a +4 racial banus o AC Ell',IEHIIS". alttack of
copartunity.

Bleeding Attack {EX) The serrated and toothed edges of the Bladed
Battleclank's aimn blades leave Bahind hideaus wounds; «ach hit
cowses the victim o blead 8t 1/round,

One of many types of Battleclanks designed by a long-forgotten kingdom and sometimes copied by more modern
nations, the Bladed Battleclank is intended to move fast and strike hard, lashing at a foe with its powerful built-in blades.
It lacks intellizence, but has instincts which are part of its construction - it wilf generally seek out the least armored
enemy it can perceive, provided that doing so is possible. It's Agile Dodger ability helps it to close the gap quickly, despite
its immense zize. It can be truly terrifying to see a machine the size of an ogre move with the agility of a halfiing.
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The hideous creature reaches towards you, a grey humanold fish that seems te hop more than walk

E

Deer One CR 2

GO0 xp

LE Small Monstrous humanoid
(aquatic)

Init +7; Senses Blindsight 30°
Darkyision &0°; Perception +6

DEFEMSE

AC 17, touch 14, flat-footed 14;
[(+3 Dex, +3 natural, +1 size)
hp 9 (2d10-2)

Fort -1, Ref +6, Will +4

DFFENSE

Spd 20 ft., swirm 40 ft.

Melee Talon +3 (1d3) or
starknife +6 {1d4/x3)
Ranged starknife +6 {1d4/%3)
Special Attacks Blood Franzy,
rake {2 talons, +3 143)

STATISTICS

S5tr 10, Dex 17, Con 8, Int 14,
Wis 13, Cha 9

Base Atk +2 CMB +1; CMD 14
Feats Improved Initiative,
Weapon Finesse

Skills Intimidate +4, Knowledge
(nature) +4, Perception +&,
Stealth +8, Survival +6, Swim
+13 {+4 to Perception and
Stealth checks underwater); +8
racial bonus te Swim checks.
Languages Agquan, Comman
50 Amphibicus

ECOLOGY

Environment Aguatic

Organization Solitary, small

band {1-4), colony {100-150 plus
100% non-combatants plus one

3rd level sergeant for every 50

adults, one medium-size anciant

che of 7th leveal or more)

Treasure MPC gear {2 or 3 starknives)

B A IT

Blood Frenzy (EX) Once per day a Desp One that takes damage in combat can fly inte a frenzy in the
following round, clawing or stashing madly until either it or its oppenent is dead. It gains +2 Strength, +2
Constitution, and -2 Armor Class. A Deep One cannot end its frenzy voluntarily.

Rake (EX) A Deep One can rake twice while swimming.




Deer One Hyorio CR 1
400 xp

Halfling Warrior 1

LE Small humanaoid {halfling)

Init +1,; Senses low-light vision Perception +0

DEFENSE
AC 18, touch 12, flat-footed 17, (+5 armor, +1
Dex, +1 shield, +1 size)

hp 7 {1d10+1}%; Fast healing 1/rd

Fort +3, Ref +2, Will +1

Defensive Abilities +2 saves against fear

QEFENSE
Spd 20 fL.

Melee rapier +2 (1d4+1, 18-20/x2)
Ranged shortbow +2 {1d4-1)
Special Attacks Blood Frenzy

STATISTICS
5tr 9, Dex 12, Con 10, Int 11, Wis 11, Cha

1z

Base Atk +1 CMB -1; CMD 10

Feats Weapon Finesse

Skills Acrobatics +4, Swim +3; +2 racial banus
on Acrobatics, Climb and Perception checks,
Languages Comman

5Q Amphiblous

Gear Scale mall, buckler, rapler, short bow with
20 arrows

ECOLOGY

Environment Aguatic

Organization Solitary, small band [1-4],
coleny (100-150 plus 100% non-combatants
plus one 3rd level sergeant for every 50 adults,
one medium-size ancient ane of 7th level or
more)

Treasure MPC gear {2 or 3 starknlves)

The Deep Ones are horrible creatures that live in the sea. They seem related to Halflings and can interbreed with them:
the spawn of such unions are Deep One hybrids that slowly evalve into a full-fledged Deep One at middle age

Scholars believe that Deep Ones are sterile unlfess they mate with Halflings. &= such, a typical Deep One colomy will estab-
lish a relationship with a Halfling community, usually in a mmarsh or swamp near the edge of the sea. The Deep Ones trade
goods and artifacts to the Halflings in return for the oocasional dalliance,

Such Halfling communities seem "wrong” to other Halflings and “swamp dweller” is an extremely offensive Halfling in-
sult, as it carries the connotation that one consorts with demaons.

Deep Ones get zlong with Sahwagin, l2ading some to believe that there is a biclogical kinship. This is reinforced by the
fact that Deep Ones grow as they get older; the most anclent of the Deep Dnes is sald to be Gargantuan in height and
millenmia old. The truth of such stories is unknown



The beast skulks down the passageway. Its broad shoulders and features mark it as an ape, but it walks
8s upright as a man, and Its eyes burn with an Intelligence greater than that of any ape...

Man-Are
2,400 xr

CN Large monstrous humanaeld

Init +3; Senses low-light vision, scent;
Perception +4

CR &G

DEFENSE

AC 16, touch 13, flat-footed 13; (+3 Dex, +3
natural)

hp 71 (8d10+27)

Fort +2, Ref +6, Will +&

QEFENSE

Spd 30 ft., climb 20 ft.
Melee 2 slams +12 (1d8+5), bite +12 {1d8+7)
Space 10 ft. Reach 10 ft.

Special Attacks Powerful charge (slam,
2d8+10)

STATISTICS

Str 20, Dex 16, Con 14, Int 5, Wis 10, Cha 3
Base Atk +5 CMB +14; CMD 27

Feats Dodge, Improved Grapple, Improved
MNatural Attack, Toughness

Skills Perception +4, Stealth +6&

Languages Common

¥
Environment Jungle

Organization Solitary or company {2-5)
Treasure varies

The man-apes reportedly come from some remate southern jungle. In civilized lands, the can occasionally be found as
the pet for some noble, wizard, or wealthy merchant, Though they are at times dressed in fine clothes as part of a cruel

jokes, they can also be trained to perform simple tasks and can be potent guardians. Howewver, they are not very reliable,
being smart enough to rebel against the weaker beings that attempt to dominate them.

In their native habitat, they are kings of the jungle. There is even a rumor of an ancient and ruined city populated by
the man-apes. Some argue that the creatures obviously moved into the abandoned city, but there is an anclent tale of a
proud race that defied a god who cursed them to live from then onin a crude parody of their former selves

In combat, the man-apes will attempt to charge in to dominate their opponent and start a grapple so that they may
bite the cpponent, Most man-apes do not generally use weapons, but some have been Enown ta use primitive clubs or

wieapons taken from fallen foes, In chvilized lands, man-apes have no treasure of their own, In their own lands, they may
have crude treasures or valuables that they have taken from others,

Man-Apes as Cohort
A character with the Leadership feat may elect to have a man-ape as-a cohort o a follower, The man-ape's challenge rat-
ing minus tw is wsed in comparisen to the character's leadership level,



NETHERLORD

CTerritde and mysterious, the shadowy figure glides forward ke an awful phantom, Mo words usher forth from its gray, sickly lips
One eve is but 2 dark onyx, dull and gleamiess, andg the other contaings ne humaor or mirth. Black leathers wrap tightly about his
ashen-colored skin, and oray, keose-fitting robas ssem to move gantly as iF by an unseen wind. Rings pierca the fiesh of his face,
and jewealry adoms his abnormally lang, stender fingers. Qne af these b gantly brushes, and when he does, shadows erupt from the
ficar at his fect, crawling ower him ke serpents. When they collapsed back into the ground, be is gone, leaving behind anly a chilling
memory of this silent and mysteripus fioo.

- MrrHenLonn
9,600 wr
CE Medigm hymanaid
Init +8&; Senses Porcaption +17

DEFENSE

CAC 24, tauch 21, flat-footed 13; (+5 deflection, 45 Dex, +1
dodga, +3 natural)

hp 127 (1548 + GO}

Fort +%, Ref +3, Will +14

Defansive Abilities firg resistance 10; Immune cold; SR 20

Weaknesses acm dependency

OFFENSE
Spd 30 /.
Meles bone staff +15/+10 [1d6-1 ples necrotic blast)
Spacial Attacks dark mattar, nacretic blast, soul shatbar,
Spall-Lika Abilities (CL 10th]

At will—cawss fear (X 18}, chill touch (D 18), command

wndead (DT 1%), doath knelt (DC 19), ghowt fowch (C 19)

1/ dey—cincle of death (D 23), creste wedead, prenvation (DG
A1), evebite (DC 21, harm (DR 23}, infict mass mederate
woinds (D0 23]

2fday—animate dead (I 21), bestow curse (DC 21, bifght (DC
221, contagian (DC 21), fear {DC 21, shay fkeing (0 225

STATISTICS

Str &, Dax 19, Con 18, Int 20, Wis 17, Cha 15

Base Atk +11; CMB +10; CMD 30

Feats Improved Initiative, Tran Will, Magical &ptitude, Skill Facus
[Knowledge [arcanal), Skill Facus (Knewladan [planas]}, Shkall
Focus (Spalloraft), Weapon Finesso

Skills Climb +%, Craft (ring making) +15, Heal +13, Knowledga
[arcanal +13, Knowlsdas (geography] +10, Knowledgo
[histery} +10, Knowledge (local} +10, Knowledge {nature) + 140,
Knowledge {planes] =13, Knowledge (religion) +190, Percaption
+17, Ride +t4, Speligraft +17, Stealth +11, Sunval +13, Usa
Magic Dovics +11

Languages Common

54 necramantic masteny, onye o, swallowed by darknass

Gaar bona staff (light woapon, 1dé), varicus rings worth a total of
1,000 gp {already factored mto its treasure)

ECOLOGY
Enwironmaent any

- Drganization Scolitary
Treasure 5,450 gp
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SPECIAL ABILITIES

Dark Matter {Su) &5 a standard action, the netherord can refease 2 wave of dark, necrate enargy. Amy [ving creature within a
H0-faot radius must succeed at a O 19 Fortitude sava or suffer 4db+15 points of damage, Undead in the radies heal the same
amaount.

Gam Dependancy (Su] Each of the netherlord’s supamatural abilitias i5 ted to o jewel ancrusted rng it wears. IF tha ring Is
remowvnd or destroyed, the netherdard bases access to that abilty until @ naw ring is craftad. The rings do net grant any powars to
any other creature than the nathardard,

Necromantic Mastary (3u) Any spedl from the necromancy schaool has its DC increasad by 4 when cast by the netherlard.

Nacrotic Blast {Su) anytime the netheriord strikes a target with its bone staff, the target automatically suffers an extra 246 paints
of damaga.

Onyx Eye (Su) The netharlord wears a black omys that functions as a gem of broa seeing in place of one of its eves. If the om s
remoaed, it loses this povar,

Soul Shatter {Su) Every 1d4 rounds as a standard actign, tha netherdord can target anag living creature within 50 fect and blast
its soul with pura necratic anargy. The tergot muest sucosed at a DC 21 Fortstude save or suffer 406+15 points of damage and be
stunned for 184 rounds

- Swallowed by Darkness (Su) IF the netherlord is naar a shadew, it can greater tefepert, por the speil.

The nethariord resemides a human malke, its 2kin a pale, corpse-lke gray. Plercing hang from its face, and jeweled rings adem its
fingers. [t wraps dark leathers and rebes about itself like a funeral shrowd.

HISTORY

Mo ana knows from whence the netherlards came. Thankfully rare, they anly appear whean Turtharing the aqem:la of bheir mystarious
and awful purpose.

Sevaral years ago, they found and fraed Aramus the Black Flama from its etermal priscn-—the Braziar of Bavmaren, and now woership
the foul entity as their living gad. They rule aver & secret society celling itself the Keapars of te Biack Flame, which i€ dedicated to
spreading the power and Influence of their dark lard.
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SCORPION GUARD

CThe guards stepped forward on their insectile legs to challenge us. They were as lange a5 horse and had the torsos of men above tha
body of a scorpion. Thay wara clad in branze, caricd sharp swords, and were ferce to look upon,

Scorrion Guarn CR S8

LM Large Fey

Initi 7, Sansas ipw-light vision; Parcegtion +17

DEFENSE

AC 23, bauch 13, Aat-faaked 19; [+5 breastplate, +3 Dex, +4
natural, +1 shield, -1 size}

hp 100 (1346+55)

'-,.FM‘I: +7, Ref +11, Will +10

OFFENSE

Spd 40 L.

Meles Longswerd +19 [1d8+6), 2 pincars +15 (1dB+32), sling +15

{1d6+2 plus poisan
Ranged Longbow +17 (1d8+5])
Space 10 L, Reach 5 it

Special Attacks prab, paison

STATISTICS

Str 20, Dext 16, Con 16, Int 12, Wis 14, Cha &
Base Atk +13: CMB +19 [+4 grapple]: CMD 32

- Feats Alertness, Improved Initialive, Intimidating Prowess,
Muttiattack, Powsar Attack, Toeghness, Weapon Focus
{langsword )

Shills Climb + 18, Diplomacy +12, Intimidata + 17, Fercaption
+17, Sense Motive +17, Stealth +16,

Languages Cazlastal, Common, Draconic
Gear breastplate, shield, +1 longsword, and langbaw

ECOLOGY

Environmant Warm hills and dasarts
Organization Selitary or pair
Treasura 1044 ap plus gearn

SPECIAL ABILITIES

Scorpion guards are elite soldiers among the fey,
They have the torso of a human, armored and
armed with sword and shield. Their body is that
of @ great scorpion, with colors ranging from red
to black. They are often assigned to guard im-
portant persons and locations. Scorpion guards
are exceedingly diligent at following instructions,
never leaving their posts.

In combat, scorpion guards will remain at their
posts using bows until their opponents are within
range of a charge. The scorpion guards will then
enter into melee, using their claws to grab an
opponent and hold them immaobile while the
scorpion guard continues to attack the opponent
with its sword. While doing this, the scorpion
puard will continue to use its sting and remaining
pincher to attack other opponents,

Scorpion Guard in Mythology

In Akkadian mythalogy, including the Epic of
Gilgamesh, the scorpion guards were created by
Tiamat for use in a war with younger gods. They
are also described as guarding the approach to

Frightful Prasance (EX) The sight of a scorplen guard s unset- the sun god’s underworld home.

tling to fees. Activating this ability is a free action and is usually
combined with an attack. Opponents within 30 feet who witness
the actien may bocome frightaned or shaken for S5dé raunds uniess
they succesd on B8 Willl 2ave (DL 15). This abilily anly &ffects crea-
turas with fewer HIL Dice or lavels than the scorplon guard. An ap-
poment that succesds on the saving throw s immuns to that same
scorplon guard’s frightful presence for 24 hours. Frightful presence
is @ mind-affacting fear affect,

Grab (EX) [If o scorplon guard hits with one of it pincer attacks,
it deals normal damage and sttemipts to start & grapple a% a free
action without provaking an attack of opportunity. The ogpa-

nmnt must bae at least one sice cabegory smaller than tha scorpéan
guard. The scarpion guard may altack an opponent held in its
pinicers with ks sword,

Paison (EX) sting, level 8, save Fort 19, freguency 10 minutas
[5), effect 1d4 Con drain, cure 2 consecutive saves,
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SILVERFISH

Tre small fish's minaral-laced skin flashes brightly with reflected sunlight, 1t giides above the surface of the water in the mannar of a

tard, then plunges bensath e waves,

SILVERFISH CR1/8B
50 xe
N Diminutive ammal {agqeatic}

Init +2; Sensas low-lght vision; Percepbon =2

DEFENSE
ALC 17, bouch 17, flat-foated 16; {+2 Dex,
+1 dodoe, +4 siga)

hp & [1d8-2}

Fort +, Ref +4, Will «0
OFFENSE
Spd 20 ft. swim, ghde 20 ft
Meles mzor Ain +4 (1]
Spaca 0 ft.; Reach .
Spacial Attacks razor gluic

STATISTICS
Str 4, Dax 15, Con &, Int 1, Wis 11, Cha 2
Base Atk +0; CMB =3; CMD 10

Feats Dodge

Skills Swam=4

50 glide

ECOLOGY

Environmant temperake and tropical acoans
Organization schoal {3-20} ar swarm

SPECIAL ABILITIES
Glide (Ex) Silverfish can fly abowve the water's surface up to
an alttude of 20 feat for bao rounds.

Razor Glide (Ex]) A ghwding silverfish can maka a ragoer attack
against one creature in each square its maves through while
gliding.

Litverfish are small schooling fish that live in temperate
and tropical oceans, Wing-like fins enable them to glide far
significant distances over the water's surface, It is assumed
this ability lets them escape predators, but that has never
been established. The edges of these fins are made of hard
minerals absorbed from the water and naturally honed

as sharp as steel razors. Creatures in the way of a gliding
silverfish can be injured by these fins. Maturalists speculate
the fins are a second defense against predators, but as
often as not silverfish harm creatures simply in their way.
Lane silverfish are not much maore than a nuisance. Unwary
fishermen are sametimes injured when a silverfish leaps
from the water and across their boat,

The silverfish swarm is deadly, Whole crews and vessels
have been decimated by masses of silverfish suddenly rising
from the ooean like an aguatic plague of locwst. Such a mass
can scour a ship's deck of sailors, as well as shred rigging
and sails. There are reports of silverfish swarms numbering
in thie mitlions and stretching for hundreds of yards.

SILVERPISH SWARKM
BOD xp

M Tiny animal {aguatic, swarm)

Init +Z; Senses [ow-light vision; Perception +&

DEFENSE

AC 15, touch 15, flat-footed 12; (+2 Dex, +1 dodoe, +2
siza)

hp 18 (4dg]

Fort +4, Ref 6, Will +1

Immune swarm braits

OFFENSE

Spd 20 ft, swim, glide 20 ft.

Melee swarm [2dé)

Space 10 f1,; Reach O ft,

Special Attacks distraction (DT 12), swarm razer glide

STATISTICS

Str 4, Dax 15, Com 11, Int 1, Wis 11, Cha 2
Base Ath +1; CMB +2; CHMD 12

Feats Alertness, Dodgo

Skills Perception +&, Swim +&

5Q glicde

ECOLOGY

Envirenment temperate and tropacal soeans
Traasure none

SPECIAL ABILITIES

Glide (Ex) Silverfish swarm can fly above the water's
surface up to an altitude of 20 Feet for two rounds.
Swarm Razor Glide (Ex) & gliding silwerfish swarm
damages all creatures in squares it movas through whike
gliding,



SOKURAH CYCLOPS

& lumberng regtillian glant approaches. ts body is coverad in scalzs and It has a single large aye set above its wide, fiat nose,
A wickad hom, like that of & ringcerous, juts from its forehead. The creature runs toward you with ks body arching dowrveard,
podnting ks horn towards you 35 B charges

Soguman Crouors CR 10

2,600 x»

CE Large monstrous humanaid

Init +5; Sanses Darkvision 60 f,; Parcopbion +8/+4

AC 22, touch 10, flat-foaked 21; [+1 Dex, +12 natural, -1
size}

hp 124 (13410+52)

Fort +8, Ref +3, Will +8

Spd 50 ft,

Meles 3 clows +19 (146+7) and gorg +19 (141047
Ranged rock +49 [2d&+7)

Space 10 ft.; Reach 10 ft,

Spacial Attacks Powerful charga (+21 {4d8+10)

Str 25, Dex 12, Con 14, Int &, Wis 10, Cha &

Base Atk +13; CMB +20; CMD 11

Faats Awesome Blow, Improved Bull Rush, Improved
[nitiathre, Intimidating Prowiess, Powar Attack,

Skills Climb +15, Intimidats +14, Percaption +8, Stealth +9,
Survival +%

Languages Giant

59 Poor Depth Perception

ECOLOGY

Environmant temparats grasslands

Organization Lsually solitary, sometimes a small band (1-4)
or g bribe [5-10 plus 199% non-combatants, led by a 16 HD
alpha malz),

5
Poor Dapth Parception (Ex) A sckurah cyclops has
~gnly one cye and has trouble determining distanca, & sakurah
cyclops suffers a -4 penafty to ranged attacks and sight-based
Parception checks,

The sokurah cyclops is an interesting creature; its bady is designed to hunt smaller prey. While it stands erect,
the sokurah eyclaps charges by hunching over with its head near the ground. Its single eye makes it easier to
see and follow flesing prey and its horn is perfectly positioned to impale its viclims.

The same advantages that enable a sokurah cyclops to take down smaller prey make it more difficult to do
ranged attacks. The sokurah cyclops single eye makes it difficult to judge direction and makes the creature less
coordinated averall.

The sokurah cyclops is intelligent and seas giants as cousins. Most giants, however, want little to do with
the “wild” Sokurah eyclaps, although hill giants appreciate the sokurah cyclops’ hunting ability.




SOUL KNIGHT

A knight In battered armor approaches you, holding a shield in one hand and a battleaxe In another. The
visor on the helm is open, but thers Is no one inside.

Soul KnicHr CR 3

BOD xp

NE medium undead

Init +2; Senses Darkvision 60ft.; Perception +3
JAura Fear (30 )

DEFENSE

AC 21, touch 11, flat-footed 20; (+8 armor, +1
~dodge, +1 shield)

hp 22 (4dB8+4)

Fort +2, Ref +3, Will +4

DR 5/bludgecning; Immune undead traits

DEFENSE
Spd 30ft.
Melee Battleaxe +6 (1d8+3)

STATISTICS

Str 16, Dex 14, Con —, Int £, Wis 10, Cha 12
Base Atk +3 CMB +6; CMD 18

Feats Dodge, Power Attack

Skills Intimidate +5, Perception +3

50 Animated dead

i
Environment &ny
Organization Palr or small unit {6-10)
Treasure varicus

SPECIAL ABILITIES

Fear Aura{Su) The scul knight projacts a fesr aura

that functiens like the fear spell within a 30 {1

radius of the soul knight, Affected creatures may ol

make a DC 13 Will save to resist the effect. Use of 5{‘*“4" 8
this ability is a free action, ‘

Soul knights are sults of armar animated by the spirit of a warrior. Unlike skeletons or zombles, nathing is left of the war-
rior but kis arms and armor (although bits and pieces of the corpse may soll be inside the armor, depending on the age
of the soul knight}.

Because the spirit is bonded to the armor and not the corpse, the only way to defeat a soul knight is ta destray the ar-
mar. Thus, slashing and plercing weapans have little effect.

While the example soul knight is eqguipped with half- plate, shield and battle axe, soul knights can be created with any
arms and armaor (50 long as it is 3 full suit). Soul knights may only use meles weapons.

Creating a Soul Knight

A soul knight can be created with the corpse of an evil warrior through the use of a create undead spell. The caster must
be at least 12th level. A full suit of armaor is required, as the spirit animates the armor (50 a suit of half plate would work,
but a breastplate and greaves would not}. The armor must include a helmest, gauntiets, and boots.




ALSO AVAILABLE

THE FIRST SUPPORT PRODUCT AVAILABLE FOR THE PATHFINDER
ROLEPL AYING GAME, FEATLUEING 3 NEW RACES, 8 NEW CLASSES, GAME
MASTER TOOLS INCLUDIMNG A EANDOM ADVENTLIRE GENEEATCOER, A
MONSTER MODIFIER. AND NEW RULES GOVERNING CHASES, MORALE,
STUNTS AND MORE!
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