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Introduction

The Pathfinder Bestiary, and the long line of
monstrous encyclopedia that came before it, do a great
job of attacking the problem of providing game statistics
and mechanical information for a very wide variety of
creatures. There are a lot of strange creatures from fantasy
novels and movies, from ancient mythology, and, as time
went on, from the twisted minds of game designers and
even GMs, for that matter. Anyone today who tried to go
about creating an extensive bestiary of all the different
cool and interesting fantasy monsters could fill three or
four volumes with three hundred monsters each, and still
have a long way left to go, with fans crying out for various
“forgotten” monsters to get some attention. That kind of
breadth doesn’t leave a whole lot of room for depth, and
that’s where Exotic Encounters comes in.

There are all kinds of reasons why you might
not want to use a monster stat-block straight from the
core rules. For one thing, if your players have a habit of
browsing through such books, or are long-time veterans
who know the basic ins and outs of most fantasy staples,
you may need an unusual stat-block just to throw them a
curve ball and teach them that they can’t count on their
out of character knowledge to take all the mystery out of
the game. Alternatively, many GMs can recall a time when
they wanted to make use of a certain monster in their
game, only to find that it was a few CRs too high or low for
what they had in mind.

Exotic Encounters takes a single, iconic monster,
and creates three new variants on that theme. These
variants aren’t simple tweaks, and are more than simply
advancing or removing Hit Dice, though that occurs
as well. Each of these three variations on the monster’s
theme has a specific, flavorful goal in mind, and a role to
play, and their statistics entries are gently massaged in
order to make them fit those roles. Further, each of these
variants comes with brand new specially-crafted special
abilities, which are unique to Exotic Encounters and not
found anywhere else.

This particular installment of Exotic Encounters
focuses on the wraith. While the numerous spectral
undead can be somewhat difficult to keep track of (the
category includes, but is not limited to, allips, banshees,
ghosts, poltergeists, shadows, spectres, and wraiths), each
of the wraiths in this tome is formed when a creature dies
under certain circumstances, and is animated by the rage
or despair surrounding the circumstances of its death.
The first wraith in the book, the plague wraith (CR
7), is created by plague victims who are shut away and
left to die by the healthy. They carry a number of deadly
diseases, including the dreaded wraith’s wasting, which
slowly transforms the victim into a plague wraith himself,
and they can possess the bodies of those suffering from
diseases. The second wraith is the lifedrinker wraith
(CR 9), whose touch instills a deadly curse that blocks
healing, and which can drain the life force from victims in
a 30-ft.-cone. Finally, there is the doom wraith (CR 14),
which spawns large number of standard wraiths from the
creatures it kills, and can leave foes in an apathetic stupor,
though it can be fought by the power of concentrated hope
and goodwill.



Plague Wraith

The creature before you floats effortlessly through
the air. Its body is translucent, and it seems to be made of
little more than tattered and filthy rags and robes. Though
most of its body is obscured, you can see a famished and
almost skeletal frame beneath the robes, covered in pustules,
blisters, and other unsightly blemishes. Its face is obscured
beneath a hood, but a pair of glowing green eyes glares out
accusingly from the darkness within.

RAITH, PLAGUE CR 7

XP 3,200

NE Medium undead (incorporeal)

Init +7; Senses darkvision 60 ft., lifesense; Perception +14
Aura plague wind (30 ft.)

DEFENSE

AC 19, touch 19, flat-footed 15 (+5 deflection, +3 Dex, +1
dodge)

hp 85 (9d8+45)

Fort +8, Ref +6, Will +8

Defensive Abilities channel resistance +2, incorporeal;
Immune undead traits

Weaknesses water aversion

OFFENSE

Speed fly 60 ft. (good)
Melee incorporeal touch +9 (1d6 negative energy plus
wraith’s wasting)

STATISTICS

Str —, Dex 16, Con —, Int 14, Wis 14, Cha 21

Base Atk +6; CMB +9; CMD 24

Feats Ability Focus (possess the unclean), Blind-Fight,
Combat Reflexes, Dodge, Improved Initiative

Skills Diplomacy +14, Fly +7, Intimidate +17, Knowledge
(planes) +11, Perception +14, Sense Motive +14, Stealth +15
Languages Common, Infernal

ECOLOGY

Environment any
Organization solitary, pair, gang (3-6), or pack (7-12)
Treasure none

SPECIAL ABILITIES

Lifesense (Su): A plague wraith notices and
locates living creatures within 60 feet, just as if it possessed
the blindsight ability. Additionally, a plague wraith can
intuitively sense whether or not any living creature that it
detects with its lifesense ability is currently affected by any
diseases, and whether or not they are potential targets for
its possess the unclean ability.

Plague Wind (Su): A plague wraith exudes an
aura of disease. Any creature that enters or begins its turn
within 30 feet of a plague wraith is exposed to 1d4-1 of
the following diseases, determined at random: blinding
sickness, bubonic plague, cackle fever, filth fever, leprosy,
mindfire, red ache, shakes, or slimy doom. The disease’s

onset period is bypassed, causing it to have its initial effect
immediately, and the saving throw DC to initially resist the
disease is 19, regardless of what disease it is, though any
subsequent saving throws to resist the disease’s effects use
the disease’s normal saving throw DC. The initial saving
throw DC is Charisma-based.

Possess the Unclean (Su): As a standard action, a
plague wraith can attempt to possess an adjacent corporeal
creature that is suffering from one or more diseases. In
order to use this ability, the target must have at least 1 point
of ability damage or ability drain from a disease. The plague
wraith moves into the target’s square (provoking an attack
of opportunity) and merges its incorporeal body with the
target’s physical body. This ability is similar to a magic
jar spell (caster level 9), except that it does not require a
receptacle. The target can resist this ability with a successful
Will save (DC 21). A creature that succeeds on this saving
throw is immune to the possess the unclean ability of that
particular plague wraith for 24 hours. The saving throw DC
is Charisma-based.

Water Aversion (Ex): A plague wraith cannot enter
clean water, nor do any of its abilities function on creatures
that are submerged in clean water. This restriction does not
apply to water that is dirty, diseased, or otherwise unfit to
drink.

Wraith’s Wasting (Su): Any creature hit by a
plague wraith’s incorporeal touch attack is exposed to the
wraith’s wasting disease (see below).

RAITH’S WASTING

Type disease (injury); Save Fortitude DC 19

Onset 1d4 minutes; Frequency 1/minute

Effect 1d4 Con drain. A creature that suffers at least 5

points of Constitution drain as a result of this disease
becomes incorporeal for as long as he has at least 5 points of
Constitution drain as a result of wraith’s wasting. A creature
that dies while infected with this disease becomes a plague
wraith after 1d4 rounds; Cure 2 consecutive saves.

Ecology

Plague can be a grave danger to small and large
communities alike, and sometimes, when a particularly
virulent or widespread plague occurs, sometimes a fearful
populace will lock the sick in their homes or exile all of the
infected to a ghetto in order to prevent the disease from
spreading. Sometimes, the souls of those who die after
being abandoned and condemned in this way are animated
by their sense of betrayal and hatred at the way that they
were left to die, and they rise again as plague wraiths. These
spectral figures exude a potent cocktail of different diseases,
and quickly leave epidemics in their wake. Some plague
wraiths take great delight in bringing the horrors of disease
to the wealthy and privileged, while others spread their dark
curse indiscriminately.



Lifedrinker Wraith

You feel a sense of palpable dread surrounding you, but
you cannot determine the source. There is a horrible shrieking
sound, and you feel your strength ebbing, but still no foe is in
sight. Suddenly, a horrible figure of living darkness coalesces
as though from nowhere before your eyes, its only discernible
feature a pair of glowing red eyes that smolder at you hatefully.

RAITH, LIFEDRINKER CRo

XP 6,400

NE Medium undead (incorporeal)

Init +10; Senses darkvision 6o ft., lifesense; Perception +17
Aura wretched presence (30 ft.)

DEFENSE

AC 22, touch 22, flat-footed 15 (+5 deflection, +6 Dex, +1 dodge)
hp 114 (12d8+60)

Fort +9, Ref +10, Will +10

Defensive Abilities channel resistance +5, incorporeal, natural
invisibility; Immune undead traits

Weaknesses sunlight powerlessness

OFFENSE

Speed fly 60 ft. (good)

Melee incorporeal touch +15 (4d6 negative energy plus
lifedrinker’s curse)

Special Attack baleful gaze, life drain

STATISTICS

Str —, Dex 22, Con —, Int 14, Wis 14, Cha 21

Base Atk +9; CMB +15; CMD 33

Feats Ability Focus (lifedrinker’s curse), Blind-Fight, Combat
Reflexes, Dodge, Improved Initiative, Flyby Attack

Skills Diplomacy +17, Fly +10, Intimidate +20, Knowledge
(planes) +14, Perception +17, Sense Motive +17, Stealth +21
Languages Common, Infernal

ECOLOGY

Environment any

Organization solitary, pair, gang (3-6), or pack (7-12)
Treasure none

SPECIAL ABILITIES

Baleful Gaze (Sp): Any creature that looks at a
lifedrinker wraith (either with see invisibility or because the
lifedrinker wraith suspends its natural invisibility) must succeed
on a Will save (DC 21) or be affected by the spell bestow curse.
The lifedrinker wraith chooses what specific curse to apply.

A creature that succeeds on this saving throw is permanently
immune to the baleful gaze of that particular lifedrinker wraith.

Lifedrain (Su): As a standard action, a lifedrinker
wraith can drain life force from nearby creatures. This takes the
form of a 30-ft. cone that deals 6d4 points of negative energy
damage to each living creature in the affected area. A successful
Fortitude save (DC 21) negates this damage. For every 2 points
of damage inflicted by this ability, the lifedrinker wraith heals 1
hit point. The lifedrinker wraith can use this ability once every
1d4 rounds.

Lifedrinker’s Curse (Su): Any living creature hit by
a lifedrinker wraith’s incorporeal touch attack must succeed on

a Fortitude save (DC 23) or suffer a curse of inevitable doom.
Affected creatures do not heal naturally, and regain only 1/4
as many hit points from magical healing as they normally
would. This effect lasts indefinitely, and can be removed with
break enchantment or more powerful magic. Additionally,
the lifedrinker wraith is able to siphon away the lost healing
that would be gained by the last creature to be affected by its
lifedrinker’s curse ability, and it regains all the hit points that
the target does not heal as a result of this ability (including
the target’s natural healing and 3/4 of any magical healing
the target is subject to), regardless of the lifedrinker wraith’s
distance from the target. The lifedrinker wraith can only siphon
hit points in this way from the last creature it affected with its
lifedrinker’s curse ability, and if it uses the ability on another
creature, it begins siphoning hit points from that creature,
instead.

Lifesense (Su): A lifedrinker wraith notices and
locates living creatures within 6o feet, just as if it possessed the
blindsight ability.

Natural Invisibility (Ex): A lifedrinker wraith is
invisible at all times, even when attacking. As this ability is
inherent, it is not subject to the invisibility purge spell, though
creatures viewing the lifedrinker wraith with see invisibility, or
similar effects, perceive it as an inky blackness. Against foes that
cannot pinpoint it, the lifedrinker wraith gains a +20 bonus on
Stealth checks when moving, or +40 when standing still. These
bonuses are not included in the statistics above. The lifedrinker
wraith can suppress or resume this ability as a move action, if
desired.

Sunlight Powerlessness (Ex): A lifedrinker wraith
caught in sunlight cannot attack and is staggered.

Wretched Presence (Su): A lifedrinker wraith emits
an aura of despair and hopelessness. Any creature that enters
or begins its turn within 30 feet of a lifedrinker wraith must
succeed on a Will save (DC 21) or suffer a -2 morale penalty
on attack rolls, saving throws, ability checks, skill checks,
and weapon damage rolls for 1 hour. This is a mind-affecting
emotion effect. The saving throw DC is Charisma-based.

Ecology

These fell creatures are much rarer than other wraiths,
as they have no way to propagate on their own. They are most
often created deliberately by powerful necromancers who use
them to guard their lairs, but they can also occur naturally,
usually as a result of someone being abandoned to die a violent
death by one of his or her trusted friends or allies.

Many lifedrinker wraiths have been driven mad by
centuries of servitude or by the circumstances of their death,
and attack with reckless abandon, attempting to snuff out
all life that they encounter. Those lifedrinker wraiths that
maintain more of their sanity, however, take advantage of their
lifedrinker’s curse ability to weaken its foes, then wait one or
more days, striking the death blow once its victims are ragged
from their inability to heal.



Doom Wraith

The creature before you floats through the air
as though it were not quite real. It appears to be vaguely
humanoid, although it is translucent. It is clothed in tattered
robes that are darker than the darkest night, but its skin
beneath is a cold, unnatural shade of blue. The figure’s face is
obscured by a hood, except for two azure flames which dance
in the darkness that serves as its face. As it turns towards you,
you feel a certain sense of doom creep over you.

RAITH, DOOM [

XP 38,400

NE Medium undead (incorporeal)

Init +7; Senses darkvision 120 ft., lifesense 120 ft.; Perception
+22

Aura aura of oblivion (30 ft.)

DEFENSE

AC 25, touch 25, flat-footed 21 (+7 deflection, +3 Dex, +1
dodge, +4 profane)

hp 195 (17d8+119)

Fort +12, Ref +8, Will +12

Defensive Abilities channel resistance +8, incorporeal;
Immune cold, undead traits

Weaknesses positive thoughts vulnerability, sunlight
vulnerability

OFFENSE

Speed fly 60 ft. (good)

Melee incorporeal touch +15 (8d6 negative energy plus
apathetic touch)

Special Attack create spawn

STATISTICS

Str —, Dex 16, Con —, Int 14, Wis 14, Cha 25

Base Atk +12; CMB +15; CMD 34

Feats Ability Focus (apathetic touch), Blind-Fight, Combat
Reflexes, Dodge, Improved Initiative, Flyby Attack,
Skills Diplomacy +24, Fly +7, Intimidate +27, Knowledge
(planes) +19, Perception +22, Sense Motive +22, Stealth +23
Languages Common, Infernal

ECOLOGY

Environment any

Organization solitary, pair, gang (3-6), or pack (7-12)
Treasure none

SPECIAL ABILITIES

Aura of Oblivion (Su): A doom wraith constantly
drains the life force of all living creatures within 30 feet of
it. Whenever a creature enters or begins its turn within this
area, it must succeed on a Fortitude save (DC 25) or suffer
1d2 points of ability drain to each of his ability scores (roll
1d2 once and apply the result to all ability scores). A creature
that has any of its ability scores reduced to o in this way
immediately crumbles to dust, and is affected by the doom
wraith’s create spawn ability.

Apathetic Touch (Su): Any creature hit with a doom
wraith’s incorporeal touch attack must succeed on a Will save
(DC 21) or be overcome with thoughts of grief and doom,
and dazed for 1d3 rounds. Any other creature can attempt to
snap the affected creature out of his daze with a successful
Diplomacy or Intimidate check (DC 37) as a full-round action
(the normal penalty for a rushed Diplomacy check does not
apply). A success cures the target of the dazed condition. This
is a mind-affecting emotion effect. The saving throw DC is
Wisdom-based.

Create Spawn (Su): A humanoid creature slain by
a doom wraith has his soul ripped to pieces and corrupted
by the doom wraith’s dark powers. As a result, the slain
creature becomes 1d6 wraiths immediately upon dying. These
wraiths have statistics identical to the wraith included in the
Pathfinder Bestiary, including their ability to create spawn,
but if the doom wraith is slain, all wraiths created this way,
as well as any spawn that those wraiths created, are instantly
destroyed. Wraiths created by this ability are free-willed and
can act as they choose, though they are incapable of attacking
or harming the doom wraith that created them.

Any humanoid creature that dies in this way cannot
be resurrected by any means until each and every one of the
wraiths that were created from him are destroyed.

Lifesense (Su): A doom wraith notices and locates
living creatures within 120 feet, just as if it possessed the
blindsight ability.

Positive Thoughts Vulnerability (Su): Doom
wraiths are sensitive to positive thoughts and hope in
particular, and can actually be harmed by nearby creatures
specifically focusing their minds on happy things. Any
creature within 30 feet of the doom wraith can spend a
standard action concentrating on positive thoughts. In order
to do so to the degree necessary to affect the doom wraith,
the creature must succeed on a Wisdom check (DC 22). If the
check is successful, the wraith suffers 8dio points of damage.
Additionally, at the beginning of each of the wraith’s turns,
if it suffered 1 or more points of damage in this way since the
beginning of its last turn, it must succeed on a Will save (DC
15 + 2 for each additional time it took damage in this way
since the beginning of its last turn) or be dazed for 1 round.

Sunlight Vulnerability (Ex): A doom wraith caught
in sunlight is staggered and suffers an amount of damage
equal to 1/2 its maximum hit points (rounded up) each round
that it remains exposed to the sunlight.

Ecology

One of the most powerful types of wraiths, doom
wraiths are thankfully much rarer than others of their kind.
These terrible undead are created by the spirits of those who
reach the deepest, darkest pits of total despair just before
their death, and are completely devoid of any sort of hope
or love at the time of their death. Most doom wraiths are the
result of suicides, but this is not always the case.
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There ave all linde of reasons why yon might not want to use a monsrer srar=hlock
straight from the core riles. For one thing, 1 your players have a habit of browsing
through such bosks, or are long=time veterans who know the basic ine and oute of mosr |1
fantasy staples, you may need an anusesl sear=block just to throw them a civve ball and | §
teach them that they can't count on their out of character Inowledge to tale all the -
mystery out of the game. Alternatively, many GMs can recall a time when they wanted
to make use of a certafn monster in their game, only to find that it was a few CRs too
high or low for what they had in mind.

Exoric Encounters takes a single, iconic monster, and creates three new varfants on that
theme. These variants aren’t simple tweaks, and are more than
advancing or removing hit Dice, though that cccirs as well. Gach of these threr
varistions on the monster's theme has a specific, flavorful goal in mind, and a vle to
play, and their searistics entries are pently massaged in order to make them fit those
voles. Further, each of these variants comes with brand new specially=crafred special
abilities, which ave uniane to Exoric Encommrers and not formd anywhere else.

This particalar ineraliment of Evoric Enoomnrers focuses on the wraith. While the
numerous spectral undead can be somewhat difficalt to leep track of (the carepory

includes, but fs not limfred to, allips, banshees, ghosts, polrergeists, shadows, spectres,
and wraiths), each of the wraiths in this tome is formed when a ereature dies undercer= 53
tafn circumstances, and fs anfmated by the rage or despair surrounding the circamstances
of frs death. The firer wrafth in the book, the plague watth €CR 2), is creared by plague )

victims who are shut away and left to dic by the healthy. They carry a number of deadly

diseases, including the dreaded wraith's wasting, which slowly traneforme the victim
into a plague wraith himeelf, and they can possess the bodies of those suffering from dis= (3
m The second wrafth is the Hfelrinker wrafeh (CR 6), whose touch instills a deadly ‘ 36
that blocks healing, and which can drafn the 1ife foree from victims fn a 30=fr.~cone. ||
% Hnﬂy ﬂmhﬂtmmﬂqﬂ which spawns larpe niimber of standard
from the creatures it lills, and can leave foes in an apatheric stupor, though it
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