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Introduction
There are plenty of monstrous races whose members should 
typically be encountered with at least a few class levels, 
but rarely are. The fact of the matter is, while making new 
monsters isn’t that hard, adding class levels to monsters 
can be something of an involved process, especially if the 
finished result is supposed to be able to hold its own against 
the average player character. This book presents a number of 
ready-made monster stat-blocks with a variety of different 
class levels and combat styles, at a range of CRs wide enough 
to accommodate groups of varying levels, but close enough 
together that the majority, if not all, of the stat-blocks can be 
used in the same adventure.

For this book, we focus on troglodytes, the twisted and 
degenerate descendants of a once-proud race of reptilian 
humanoids that held vast underground kingdoms. Known, 
above all, for their stench, troglodytes are in fact a vicious 
warrior race, possessed of incredibly tough skin, razor-sharp 
teeth, and deadly claws. They have a particular fondness for 
human meat, and will go far out of their way to hunt down 
humans to eat.

About the Stat-Blocks in this Book

Each troglodyte in this book was made with the standard 
ability score adjustments for a monster with class levels, and 
has standard treasure for an NPC, based on the troglodyte’s 
final CR. The stat-blocks were made by drawing upon 
resources from a variety of Paizo products, with a focus on 
providing a robust stat-block, rather than on minimizing the 
number of resources referenced. In order to help make each 
individual troglodyte stand out and be memorable in play, 
each has been given one or two unique abilities, presented 
after the stat-block, in the special abilities section. Rather 
than increase the creature’s CR to account for these abilities, 
we have instead had them replace a single feat that the 
creature would otherwise have gained. GMs interested in 

Table: Troglodytes
Name CR Page
Troglodyte huntcaller 2 3
Troglodyte tracker 2 3
Troglodyte hatchwarden 3 4
Troglodyte lizardfriend 3 5
Troglodyte fanatic 4 6
Troglodyte gnawer 4 6
Troglodyte hexmaster 5 7
Troglodyte scrapper 5 7
Troglodyte spirit talker 6 8
Troglodyte stalker 6 9
Troglodyte juggernaut 7 9
Troglodyte witchdoctor 7 10
Troglodyte seer 8 11
Troglodyte zealot 8 11
Troglodyte huntmaster 9 12

tweaking the stat-blocks should feel free to add an additional 
feat to each troglodyte, if desired, but should be aware that 
this will make the troglodytes more powerful than normal 
creatures of their CR.
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TROGLODYTE HUNTCALLER              CR 2
XP 600
Troglodyte skald (herald of the horn)ACG 1
CE Medium humanoid (reptilian)
Init +0; Senses darkvision 90 ft.; Perception –1
Aura stench (30 ft., DC 14, 10 rounds)
DEFENSE

AC 20, touch 10, flat-footed 20 (+4 armor, +6 natural)
hp 23 (3d8+10)
Fort +10, Ref +0, Will +1

OFFENSE

Speed 30 ft. (20 ft. in armor)
Melee bite +4 (1d4+3), 2 claws +4 (1d4+3)
Ranged javelin +1 (1d6+3)
Special Attacks hunting call, raging song 5 rounds/day 
(inspired rage)
Skald (Herald of the Horn) Spells Known (CL 1st; 
concentration +3)

1st (2/day)—cure light wounds, summon monster I
0 (at will)—detect magic, ghost sound (DC 12), mage hand, 
resistance

TACTICS

During Combat A troglodyte huntcaller begins combat 
with its inspired rage raging song, attacking from a range 
with javelins while maintaining it before joining the fray with 
claws and teeth.
Morale Troglodyte huntcallers flee if reduced to 8 or fewer 
hit points.

STATISTICS

Str 16, Dex 11, Con 16, Int 8, Wis 9, Cha 15
Base Atk +1; CMB +4; CMD 14
Feats Great Fortitude
Skills Acrobatics –3 (–7 to jump), Intimidate +6, Perform 
(wind instruments) +6, Stealth +4 (+8 in rocky areas); Racial 
Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ arcane bond, bardic knowledge +1
Combat Gear potion of cure light wounds, scroll of sound 
burst, thunderstone (3); Other Gear hide armor, javelin (5), 
80 gp
SPECIAL ABILITIES

Hunting Call (Su) A troglodyte huntcaller’s inspired rage 
raging song is particularly effective on troglodytes that are 
able to smell human flesh. The morale bonuses to Strength 
and Constitution for each troglodyte affected by it that is 
within 60 feet of a human are increased by +1.

TROGLODYTE TRACKER              CR 2
XP 600
Troglodyte ranger 1
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft., scent; Perception +7
Aura stench (30 ft., DC 13, 10 rounds)
DEFENSE

AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural)
hp 21 (3 HD; 2d8+1d10+7)
Fort +9, Ref +3, Will +1

OFFENSE

Speed 30 ft.
Melee bite +5 (1d4+3), 2 claws +5 (1d4+3)
Ranged javelin +3 (1d6+3)
Special Attacks favored enemy (humans +2), scent frenzy

TACTICS

During Combat A troglodyte tracker attacks the nearest 
human creature, if able, settling for the most human-like 
creature, if no humans are available.
Morale A troglodyte tracker flees if reduced to less than 1/2 
its maximum hit points, unless it is in a scent frenzy, in which 
case it fights until slain.

STATISTICS

Str 16, Dex 13, Con 14, Int 10, Wis 13, Cha 9
Base Atk +2; CMB +5; CMD 16
Feats Great Fortitude
Skills Knowledge (local) +1, Perception +7, Stealth +11 (+15 
in rocky areas), Survival +7; Racial Modifiers +4 Stealth, +4 
Stealth in rocky areas
Languages Draconic
SQ track +1, wild empathy +0
Combat Gear potion of bull’s strength, potion of cure 
moderate wounds, potion of magic fang; Other Gear javelin 
(5), 125 gp
SPECIAL ABILITIES

Scent (Ex) A troglodyte tracker gains the scent universal 
monster ability.

Scent Frenzy (Ex) A troglodyte tracker that can smell a 
creature with the human subtype goes into a feeding frenzy, 
gaining a +1 morale bonus on attack and damage rolls against 
human creatures and increasing its movement speed by 10 
feet. This ability lasts for as long as it can smell the human 
creature or for 1 minute, whichever is shorter. If the scent 
frenzy lasts a full minute, the troglodyte tracker becomes 
fatigued at the end. The troglodyte tracker cannot enter a 
scent frenzy while fatigued.
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TROGLODYTE HATCHWARDEN                           CR 3
XP 800
Troglodyte hunter (packmaster)ACG 2
NE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +8
Aura stench (30 ft., DC 14, 10 rounds)
DEFENSE

AC 22, touch 11, flat-footed 21 (+5 armor, +1 Dex, +6 natural)
hp 32 (4d8+14)
Fort +11, Ref +4, Will +1

OFFENSE

Speed 30 ft. (20 ft. in armor)
Melee bite +5 (1d4+3), 2 claws +5 (1d4+3)
Hunter (Packmaster) Spells Known (CL 2nd; 
concentration +3)

1st (3/day)—entangle (DC 12), faerie fire (DC 12), hunter’s 
howlAPG (DC 12), summon nature’s ally I
0 (at will)—detect magic, detect poison, guidance, light, 
purify food and drink (DC 11)

TACTICS

During Combat A troglodyte hatchwarden sends its animal 
companions into the fray while it uses spells like entangle and 
hunter’s howl to aid them. Then, it enters melee combat with 
its natural attacks, as well.
Morale A troglodyte hatchwarden flees if both of its animal 
companions are slain, or if reduced to 10 or fewer hit points.

STATISTICS

Str 16, Dex 13, Con 16, Int 8, Wis 13, Cha 9
Base Atk +2; CMB +5; CMD 16
Feats Great Fortitude, OutflankAPG

Skills Acrobatics –1 (–5 to jump), Knowledge (nature) 
+6, Perception +8, Stealth +10 (+14 in rocky areas); Racial 
Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ animal companion, nature training, pack focus, pack 
training, track +1, wild empathy +1
Combat Gear potion of invisibility; Other Gear +1 hide 
armor, 185 gp
SPECIAL ATTACKS

Pack Training (Su) Both of a troglodyte hatchwarden’s 
animal companions are treated as having the Outflank feat 
as a result of the precise companion class feature, rather than 
just one. Additionally, it and its animal companions treat 
each other as flanking a creature as long as they are both 
adjacent to that creature, even if they do not actually flank it.

ANIMAL COMPANION
Alligator
N Small animal
Init +2; Senses low-light vision; Perception +6

DEFENSE

AC 17, touch 13, flat-footed 15 (+2 Dex, +4 natural, +1 size)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +1

OFFENSE

Speed 20 ft., swim 30 ft.
Melee bite +4 (1d6+3)

STATISTICS

Str 15, Dex 14, Con 15, Int 1, Wis 12, Cha 2
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Power Attack
Skills Acrobatics +2 (–2 to jump), Perception +6, Stealth +6 
(+14 in Water), Swim +10; Racial Modifiers +8 Stealth in 
Water
SQ animal focus, hold breath

ANIMAL COMPANION
Alligator
N Small animal
Init +2; Senses low-light vision; Perception +6

DEFENSE

AC 17, touch 13, flat-footed 15 (+2 Dex, +4 natural, +1 size)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +1

OFFENSE

Speed 20 ft., swim 30 ft.
Melee bite +4 (1d6+3)

STATISTICS

Str 15, Dex 14, Con 15, Int 1, Wis 12, Cha 2
Base Atk +1; CMB +2; CMD 14 (18 vs. trip)
Feats Power Attack
Skills Acrobatics +2 (–2 to jump), Perception +6, Stealth +6 
(+14 in Water), Swim +10; Racial Modifiers +8 Stealth in 
Water
SQ animal focus, hold breath
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TROGLODYTE LIZARDFRIEND                           CR 3
XP 800
Troglodyte summonerAPG 2
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +4
Aura stench (30 ft., DC 13, 10 rounds)
DEFENSE

AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural)
hp 28 (4d8+10)
Fort +7, Ref +1, Will +4

OFFENSE

Speed 30 ft. (20 ft. in armor)
Melee mwk longspear +3 (1d8/x3) or bite –3 (1d4), 2 claws –3 
(1d4)
Ranged javelin +3 (1d6)
Space 5 ft.; Reach 5 ft. (10 ft. with masterwork longspear)
Special Attacks summon shocker lizards
Summoner Spell-Like Abilities (CL 2nd; concentration +4)

5/day—summon monster I
Summoner Spells Known (CL 2nd; concentration +4)

1st (3/day)—barbed chainsHA (DC 13), magic fang, ray of 
sickeningUM (DC 13)
0 (at will)—acid splash, detect magic, guidance, mage 
hand, resistance

TACTICS

Before Combat A troglodyte lizardfriend casts magic fang 
on its lizard eidolon.
During Combat The troglodyte lizardfriend sends its 
eidolon to engage foes while it attempts to use its summon 
shocker lizards ability. Afterward, it uses barbed chains and 
ray of sickening to weaken foes, and attacks with its javelins.
Morale A troglodyte lizardfriend flees if its eidolon is slain, 
or if reduced to fewer than 10 hit points.

STATISTICS

Str 10, Dex 13, Con 14, Int 10, Wis 13, Cha 15
Base Atk +2; CMB +2; CMD 13
Feats Great Fortitude
Skills Acrobatics –2 (–6 to jump), Handle Animal +8, 
Perception +4, Stealth +4 (+8 in rocky areas); Racial 
Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ bond senses (2 rounds/day), eidolon, life link
Combat Gear elixir of fire breath; Other Gear javelin (10), 
mwk longspear, 235 gp
SPECIAL ABILITIES

Summon Shocker Lizards (Sp) A troglodyte lizardfriend 
can perform a special ritual that allows it to summon 1d3 
shocker lizards. This ritual is difficult and time consuming, 
requiring two full rounds to perform, and expending all 5 
uses of its summon monster spell-like ability. The shocker 
lizards remain for 1 minute and serve the troglodyte 
lizardfriend faithfully, as though summoned by summon 
monster I.

LIZARD EIDOLON
Quadruped
CE Medium outsider
Init +2; Senses darkvision 60 ft., scent; Perception +5
DEFENSE

AC 18, touch 12, flat-footed 16 (+2 Dex, +6 natural)
hp 16 (2d10+5)
Fort +4, Ref +5, Will +0
Defensive Abilities evasion

OFFENSE

Speed 40 ft., climb 40 ft.
Melee bite +4 (1d8+3)

STATISTICS

Str 15, Dex 15, Con 13, Int 7, Wis 10, Cha 11
Base Atk +2; CMB +4; CMD 16
Feats Toughness
Skills Acrobatics +2 (+6 to jump), Climb +10, Escape Artist 
+4, Perception +5, Stealth +7, Survival +2
Languages Common
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TROGLODYTE FANATIC                                          CR 4
XP 1,200
Troglodyte warpriestACG 3
CE Medium humanoid (reptilian)
Init +0; Senses darkvision 90 ft.; Perception +2
Aura stench (30 ft., DC 14, 10 rounds)
DEFENSE

AC 25, touch 10, flat-footed 25 (+9 armor, +6 natural)
hp 45 (5d8+23)
Fort +11, Ref +1, Will +5

OFFENSE

Speed 30 ft. (15 ft. in armor)
Melee mwk greatclub +8 (1d10+4), bite +1 (1d4+1) or bite +6 
(1d4+1), 2 claws +6 (1d4+1)
Special Attacks blessings 4/day (Darkness: enshrouding 
darkness, Earth: acid strike), fervor 3/day (1d6), sacred 
weapon (1d6, +0, 0), shadow stench
Warpriest Spells Prepared (CL 3rd; concentration +5)

1st—bane (DC 13), barbed chains (DC 13), bless, doom (DC 
13)
0 (at will)—bleed (DC 12), create water, detect magic, 
detect poison

TACTICS

Before Combat A troglodyte fanatic that anticipates 
imminent combat casts bless.
During Combat The troglodyte fanatic uses its acid strike 
blessing on its greatclub and attacks viciously, using its 
shadow stench ability only if the fight appears difficult.
Morale Troglodyte fanatics fight to the death.

STATISTICS

Str 16, Dex 11, Con 16, Int 8, Wis 15, Cha 9
Base Atk +3; CMB +6; CMD 16
Feats Great Fortitude, Power Attack, Toughness, Weapon 
Focus (greatclub)
Skills Acrobatics –5 (–13 to jump), Intimidate +5, Stealth +1 
(+5 in rocky areas); Racial Modifiers +4 Stealth, +4 Stealth 
in rocky areas
Languages Draconic
Other Gear mwk stoneplateUE, mwk greatclub, 145 gp
SPECIAL ABILITIES

Shadow Stench (Su) Once per day, as a swift action, a 
troglodyte fanatic can cause shadow essence to pour out of 
its stench glands, filling the entire area of its stench special 
ability with supernatural darkness, as the spell darkness. This 
effect lasts for one minute.

TROGLODYTE GNAWER                                          CR 4
XP 1,200
Troglodyte fighter 3
CE Medium humanoid (reptilian)
Init +0; Senses darkvision 90 ft.; Perception +1
Aura stench (30 ft., DC 15, 10 rounds)
DEFENSE

AC 21, touch 10, flat-footed 21 (+5 armor, +6 natural)
hp 48 (5 HD; 2d8+3d10+23)
Fort +13, Ref +2, Will +3 (+1 vs. fear)

OFFENSE

Speed 30 ft.
Melee bite +8 (1d6+3 plus gnaw), 2 claws +7 (1d4+3)

TACTICS

During Combat A troglodyte gnawer attacks savagely, 
trusting its Blood Feast feat to keep it alive against tough 
foes, and its gnaw ability to soften up its opponents.
Morale Driven by hunger, troglodyte gnawers fight to the 
death.

STATISTICS

Str 16, Dex 11, Con 18, Int 8, Wis 13, Cha 9
Base Atk +4; CMB +7; CMD 17
Feats Blood FeastHA, Great Fortitude, Improved Natural 
Attack (bite), Weapon Focus (bite)
Skills Intimidate +5, Stealth +5 (+9 in rocky areas); Racial 
Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ armor training 1
Other Gear +1 hide armor, cloak of resistance +1, 235 gp
SPECIAL ABILITIES

Gnaw (Ex) A troglodyte gnawer’s teeth rip and tear into a 
victim’s muscles and tendons. Each successful bite attack it 
makes deals 1 point of Strength and Dexterity damage to the 
victim.
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TROGLODYTE HEXMASTER                                          CR 5
XP 1,600
Troglodyte shamanACG 4
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +9
Aura stench (30 ft., DC 14, 10 rounds)
DEFENSE

AC 22, touch 11, flat-footed 21 (+5 armor, +1 Dex, +6 natural)
hp 49 (6d8+22)
Fort +9, Ref +2, Will +7

OFFENSE

Speed 30 ft. (20 ft. in armor)
Melee bite +4 (1d4), 2 claws +4 (1d4)
Ranged javelin +5 (1d6)
Special Attacks hexes (chant, evil eye, lodestone), shamanic 
recursion
Shaman Spells Prepared (CL 4th; concentration +7)

2nd—lesser curse terrainHA, hold person (DC 15), shared 
sacrifice (DC 15); barkskinS or stone callS,APG

1st—bane (DC 14), doom (DC 14), entangle (DC 14), 
poisoned egg; charm animalS (DC 14) or magic stoneS

0 (at will)—bleed (DC 13), dancing lights, detect magic, 
purify food and drink (DC 13)

S spirit magic spell; Spirit Stone Wandering Spirit Nature

TACTICS

Before Combat A troglodyte hexmaster casts barkskin on 
itself.
During Combat A troglodyte hexmaster attempts to 
maintain a safe distance from combat, using its hexes and 
spells to weaken its foes, and depending on allies to do the 
rest.
Morale A troglodyte hexmaster flees if it has no allies, or if 
reduced to fewer than 18 hit points.

STATISTICS

Str 10, Dex 13, Con 16, Int 10, Wis 16, Cha 11
Base Atk +4; CMB +4; CMD 15
Feats Extra HexAPG, Great Fortitude
Skills Acrobatics –2 (–6 to jump), Intimidate +6, Perception 
+9, Spellcraft +9, Stealth +4 (+8 in rocky areas); Racial 
Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ spirit animal (compsognathusB2), storm burst, touch of 
acid
Combat Gear potion of blur, potion of invisibility; Other 
Gear +1 hide armor, javelin (5), stench spray amulet, 80 gp
SPECIAL ABILITIES

Shamanic Recursion (Su) Any creature currently suffering 
from one of a troglodyte hexmaster’s spells or hexes suffers 
a –1 penalty on saving throws made to resist any of its other 
spells and hexes.

TROGLODYTE SCRAPPER                                          CR 5
XP 1,600
Troglodyte barbarian 2/brawlerACG 2
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +8
Aura stench (30 ft., DC 15, 10 rounds)
DEFENSE

AC 22, touch 11, flat-footed 21 (+5 armor, +1 Dex, +6 natural)
hp 59 (6 HD; 2d8+2d10+2d12+26)
Fort +15, Ref +4, Will +1
Defensive Abilities uncanny dodge

OFFENSE

Speed 40 ft. (30 ft. in armor)
Melee bite +8 (1d4+3), 2 claws +8 (1d6+3)
Special Attacks brawler’s flurry, martial flexibility 5/day, 
rage (10 rounds/day), rage power (knockdownAPG)

TACTICS

During Combat Troglodyte scrappers launch headlong into 
combat, viciously attacking with their natural attacks, and 
using knockdown in place of bite attacks to drag foes to the 
ground, where they then rip them to shreds mercilessly. They 
typically use martial flexibility to gain Power Attack.
Morale Eager combatants, troglodyte scrappers rarely 
consider fleeing until reduced to less than 6 hit points, and 
never retreat when they can smell human flesh, instead 
fighting to the death.

STATISTICS

Str 16, Dex 12, Con 18, Int 6, Wis 13, Cha 11
Base Atk +5; CMB +8; CMD 19
Feats Great Fortitude, Improved Natural Attack (claw), 
Improved Unarmed Strike, Step Up
Skills Acrobatics +6, Perception +8, Stealth +5 (+9 in rocky 
areas); Racial Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ brawler’s cunning, fast movement, martial training, trip 
specialist
Other Gear +1 hide armor, belt of superior maneuvers +1ACG, 
285 gp
SPECIAL ABILITIES

Trip Specialist (Ex) A troglodyte scrapper can use its 
knockdown rage power a number of times per rage equal 
to its Constitution modifier, rather than once per rage. 
Additionally, the troglodyte scrapper gains a +2 competence 
bonus on damage rolls made against prone opponents.
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TROGLODYTE SPIRIT TALKER                           CR 6
XP 2,400
Troglodyte spiritualistOA (onmyoji) 5
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +10
Aura stench (30 ft., DC 14, 10 rounds)
DEFENSE

AC 21, touch 11, flat-footed 20 (+4 armor, +1 Dex, +6 natural)
hp 57 (7d8+26)
Fort +12, Ref +2, Will +7; +2 bonus vs. spell-like and 
supernatural abilities of fey, outsiders, and incorporeal 
undead

OFFENSE

Speed 30 ft.
Melee bite +4 (1d4), 2 claws +4 (1d4)
Special Attacks bonded manifestation (8 rounds/day), spirit 
claws
Spiritualist Spell-Like Abilities (CL 5th; concentration +8)

At will—detect undead
Spiritualist (Onmyoji) Spells Known (CL 5th; 
concentration +8)

2nd (3/day)—amplify stenchMC, ghost whipOA, see 
invisibility, spiritual weapon
1st (5/day)—chill touch (DC 14), deathwatch, grasping 
corpseHA, obscuring mist
0 (at will)—bleed (DC 13), detect magic, detect psychic 
significanceOA, grave wordsOA, mage hand, resistance

TACTICS

During Combat The troglodyte spirit talker casts spiritual 
weapon repeatedly, enhanced by its spirit claws ability and 
Spiritual Guardian feat, allowing its phantom and spiritual 
weapons to deal with its foes.
Morale A troglodyte spirit talker flees if reduced to less than 
1/2 its maximum hit points.

STATISTICS

Str 10, Dex 13, Con 16, Int 8, Wis 16, Cha 13
Base Atk +4; CMB +4; CMD 15
Feats Great Fortitude, Spiritual GuardianACG, Spiritualist’s 
CallOA

Skills Perception +10, Spellcraft +9, Stealth +8 (+12 in rocky 
areas); Racial Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ bonded senses (5 rounds/day), divine teaching, etheric 
tether, phantom (Phantom, anger), spiritual resistance
Combat Gear potion of bear’s endurance, potion of cure 
moderate wounds; Other Gear +1 studded leather, horn of 
fog, spirit revivification incenseOA, 375 gp
SPECIAL ABILITIES

Spirit Claws (Sp) A troglodyte spirit talker’s spiritual weapon 
manifests as a pair of oversized troglodyte claws, which rip 
and tear into foes. The spiritual weapon makes two attacks 
each round. Otherwise, the spell functions as normal.

PHANTOM
PhantomOA

CE Medium outsider (phantom)
Init +1; Senses darkvision 60 ft.; Perception +0
DEFENSE

AC 17, touch 11, flat-footed 16 (+1 Dex, +6 natural)
hp 30 (4d10+8)
Fort +5, Ref +2, Will +6
DR 5/magic, 5/slashing

OFFENSE

Speed 30 ft.
Melee 2 slams +7 (2d6+3)

STATISTICS

Str 17, Dex 12, Con 13, Int 7, Wis 10, Cha 15
Base Atk +4; CMB +7; CMD 18
Feats Iron Will, Power Attack, Toughness
Skills Intimidate +9, Stealth +8, Survival +7
Languages Common
SQ ectoplasmic phase lurch, magic attacks
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TROGLODYTE STALKER                                          CR 6
XP 2,400
Troglodyte ranger 2/slayerACG 3
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +10
Aura stench (30 ft., DC 14, 10 rounds)
DEFENSE

AC 21, touch 11, flat-footed 20 (+4 armor, +1 Dex, +6 natural)
hp 60 (7 HD; 2d8+5d10+24)
Fort +14, Ref +7, Will +1

OFFENSE

Speed 30 ft. (20 ft. in armor)
Melee bite +9 (1d4+3 plus 1d6 electricity), 2 claws +10 (1d4+3 
plus 1d6 electricity)
Special Attacks combat style (natural weaponAPG), favored 
enemy (humans +2), sneak attack +1d6, studied target +1 (1st, 
move action), stunning rend

TACTICS

During Combat A troglodyte stalker focuses on a single 
victim, attempting to use its stunning rend. It uses Power 
Attack only once it is confident it will be able to hit with 
both of its claws (either because the target has low AC, or is 
currently stunned).
Morale A troglodyte stalker flees if reduced to less than 15 hit 
points.

STATISTICS

Str 17, Dex 13, Con 16, Int 10, Wis 11, Cha 9
Base Atk +6; CMB +9; CMD 20
Feats Eldritch ClawsAPG, Great Fortitude, Power Attack, 
Rending ClawsAPG, Weapon Focus (claw)
Skills Acrobatics –1 (–5 to jump), Knowledge (nature) +9, 
Perception +10, Stealth +13 (+17 in rocky areas), Survival +10, 
Swim +11; Racial Modifiers +4 Stealth, +4 Stealth in rocky 
areas
Languages Draconic
SQ slayer talent (weapon training), track +1, wild empathy +1
Combat Gear potion of cure moderate wounds; Other Gear 
mwk hide armor, shock amulet of mighty fists, 185 gp
SPECIAL ABILITIES

Stunning Rend (Ex) If a troglodyte stalker successfully 
uses its Rending Claws feat while its shock amulet of mighty 
fists is active, it deals an additional 1d6 points of electricity 
damage, and the target must succeed on a Fortitude save (DC 
16) or be stunned until the end of the troglodyte stalker’s next 
turn. The saving throw DC is Strength-based. Creatures that 
do not suffer any electricity damage from the attack are not 
subject to the stunning effect.

TROGLODYTE JUGGERNAUT                                          CR 7
XP 3,200
Troglodyte barbarian (invulnerable rager)APG 6
CE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +10
Aura stench (30 ft., DC 15, 10 rounds)
DEFENSE

AC 23, touch 11, flat-footed 22 (+6 armor, +1 Dex, +6 natural)
hp 86 (8 HD; 2d8+6d12+38)
Fort +14, Ref +3, Will +3 (+2 morale bonus while adjacent to 
an ally with Scarred LegionMC)
DR 3/—, 6/lethal; Resist fire 1, extreme endurance

OFFENSE

Speed 40 ft. (30 ft. in armor)
Melee bite +11 (1d4+4), 2 claws +11 (1d4+4)
Special Attacks rage (18 rounds/day), rage of pain, rage 
powers (ground breakerAPG, no escape, surprise accuracy +2)

TACTICS

During Combat A troglodyte huntmaster fights with 
reckless abandon, attacking the nearest target and then 
remaining with that target until one of the two is slain.
Morale Troglodyte juggernauts fight to the death.

STATISTICS

Str 18, Dex 12, Con 18, Int 6, Wis 13, Cha 11
Base Atk +7; CMB +11; CMD 22
Feats Great Fortitude, Martial DominanceUI, Scarred 
LegionMC

Skills Intimidate +12, Perception +10, Stealth +4 (+8 in rocky 
areas); Racial Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ fast movement
Combat Gear potion of fly; Other Gear +1 scale mail, belt of 
giant strength +2, 50 gp
SPECIAL ABILITIES

Rage of Pain (Ex) If a troglodyte juggernaut is reduced to 
fewer than 1/2 its maximum hit points, the morale bonus to 
Strength granted by its rage is doubled.
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TROGLODYTE WITCHDOCTOR                           CR 7
XP 3,200
Troglodyte witchAPG (hex channeler)ACG 6
CE Medium humanoid (reptilian)
Init +0; Senses darkvision 90 ft.; Perception +6
Aura stench (30 ft., DC 14, 10 rounds)

DEFENSE

AC 17, touch 10, flat-footed 17 (+1 armor, +6 natural)
hp 60 (8 HD; 6d6+2d8+30)
Fort +10, Ref +4, Will +5

OFFENSE

Speed 30 ft.
Melee bite +4 (1d4), 2 claws +4 (1d4)
Special Attacks channel positive energy 6/day (DC 16, 1d6), 
hexes (fortuneAPG, healingAPG, wardAPG)
Witch (Hex Channeler) Spells Prepared (CL 6th; 
concentration +8)

3rd—heroism, rage
2nd—blood armorACG, hold person (DC 14), lesser 
restoration, summon swarm
1st—enlarge person (DC 13), enlarge person (DC 13), mage 
armor, ray of sickeningUM (DC 13)
0 (at will)—detect magic, detect poison, guidance, stabilize

Patron Healing

TACTICS

Before Combat The troglodyte witchdoctor casts mage 
armor and blood armor on itself, and enlarge person, heroism, 
and rage on various allies.
During Combat The troglodyte witchdoctor uses hold 
person and ray of sickening to weaken and disable opponents, 
and uses its healing abilities to keep its allies alive.
Morale If reduced to less than 1/2 its maximum hit points, a 
troglodyte witchdoctor casts summon swarm and attempts to 
flee.

STATISTICS

Str 10, Dex 11, Con 16, Int 14, Wis 11, Cha 16
Base Atk +4; CMB +4; CMD 14
Feats Brew Potion, Great Fortitude, Lightning Reflexes
Skills Heal +9, Perception +6, Spellcraft +13, Stealth +10 (+14 
in rocky areas), Survival +9; Racial Modifiers +4 Stealth, +4 
Stealth in rocky areas
Languages Aklo, Draconic, Undercommon
SQ ranged healing, witch’s familiar (lizard)
Combat Gear potion of bull’s strength, potion of cat’s grace, 
potion of owl’s wisdom; Other Gear bracers of armor +1, 
headband of vast intelligence +2, 100 gp
SPECIAL ABILITIES

Ranged Healing (Su) A troglodyte witchdoctor can cast 
spells of the healing subschool as though they had a range of 
close, instead of their actual range, if desired. Similarly, it can 
use the healing hex on creatures up to 30 feet away.

ARCANE FAMILIAR
Lizard
N Tiny magical beast (animal)
Init +2; Senses low-light vision; Perception +10

DEFENSE

AC 17, touch 14, flat-footed 15 (+2 Dex, +3 natural, +2 size)
hp 30 (1d8–1)
Fort +4, Ref +4, Will +6

OFFENSE

Speed 20 ft., climb 20 ft.
Melee bite +8 (1d4–4)
Space 2-1/2 ft.; Reach 0 ft.
STATISTICS

Str 3, Dex 15, Con 8, Int 8, Wis 12, Cha 2
Base Atk +4; CMB +4; CMD 10 (14 vs. trip)
Feats Weapon FinesseB

Skills Acrobatics +10 (+6 to jump), Climb +10, Heal +7, 
Perception +10, Spellcraft +7, Stealth +17, Survival +7; Racial 
Modifiers +8 Acrobatics
SQ improved evasion
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TROGLODYTE SEER                                                         CR 8
XP 4,800
Troglodyte oracleAPG (seer)UI 7 
CE Medium humanoid (reptilian)
Init +4; Senses darkvision 90 ft.; Perception +8
Aura stench (30 ft., DC 15, 10 rounds)
DEFENSE

AC 25, touch 11, flat-footed 25 (+7 armor, +1 deflection, +7 
natural)
hp 83 (9d8+43)
Fort +11, Ref +2, Will +6
Immune fatigue

OFFENSE

Speed 20 ft. (15 ft. in armor)
Melee bite +6 (1d4 plus 1d6 acid), 2 claws +6 (1d4 plus 1d6 
acid)
Oracle (Seer) Spells Known (CL 7th; concentration +10)

3rd (5/day)—blindness/deafness (DC 16), clairaudience/
clairvoyance, cure serious wounds, wind wall
2nd (7/day)—bull’s strength, cure moderate wounds, 
darkness, detect thoughts (DC 15), resist energy
1st (7/day)—bane (DC 14), bless, cure light wounds, divine 
favor, doom (DC 14), identify, protection from good
0 (at will)—create water, detect magic, detect poison, 
guidance, purify food and drink (DC 13), resistance, sparkAPG 
(DC 13)

Mystery Lore

TACTICS

Before Combat The troglodyte seer casts bless and bull’s 
strength before combat, as well as protection from good and 
resist energy, if it believes they will be helpful.
During Combat The troglodyte seer casts blindness/deafness 
on foes that appear frail, and uses bane and doom to weaken 
foes. After this is done, or if it is engaged in melee at any 
time, it switches to its natural attacks.
Morale A troglodyte seer has foreseen the time of his 
death. There is a 20% chance that the combat in which the 
troglodyte seer is encountered is that time, in which case it 
fights to the death. Otherwise, it retreats if reduced to less 
than 1/2 its maximum hit points.

STATISTICS

Str 10, Dex 11, Con 18, Int 8, Wis 13, Cha 16
Base Atk +6; CMB +6; CMD 17
Feats Great Fortitude, Improved Initiative, Improved Natural 
Armor, War BlessingACG

Skills Acrobatics –3 (–11 to jump), Perception +8, Sense 
Motive +11, Spellcraft +9, Stealth +3 (+7 in rocky areas); 
Racial Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ fated success, oracle’s curse (lame), revelations (brain 
drain, gift of prophecyUM, natural divination)
Combat Gear potion of bull’s strength; Other Gear 
+1 breastplate, corrosive amulet of mighty fists, ring of 
protection +1, 150 gp
SPECIAL ABILITIES

Fated Success (Su) Once per day, when the troglodyte seer 
or an ally within 30 feet rolls a natural 1 on any d20 roll, the 
troglodyte seer can have it treat that 1 as though it were a 
natural 20, instead.

TROGLODYTE ZEALOT                                          CR 8
XP 4,800
Troglodyte antipaladinAPG 5/barbarian 2
CE Medium humanoid (reptilian)
Init +0; Senses darkvision 90 ft.; Perception +0
Aura cowardice (10 ft.), stench (30 ft., DC 15, 10 rounds)
DEFENSE

AC 26, touch 10, flat-footed 26 (+10 armor, +6 natural)
hp 90 (9 HD; 2d8+5d10+2d12+41)
Fort +18, Ref +3, Will +6
Defensive Abilities uncanny dodge; Immune disease

OFFENSE

Speed 30 ft. (15 ft. in armor)
Melee bite +11 (1d4+3 plus 2d6), 2 claws +12 (1d4+3 plus 2d6)
Special Attacks channel negative energy 2/day (DC 14, 3d6), 
rage (10 rounds/day), rage power (no escape), smite good 2/
day (+2 attack and AC, +5 damage), smite human, terrifying 
smite
Antipaladin Spell-Like Abilities (CL 5th; concentration +7)

At will—detect good
Antipaladin Spells Prepared (CL 2nd; concentration +4)

1st—bane (DC 13), murderous commandUM (DC 13)

TACTICS

During Combat A troglodyte zealot focuses on the target of 
its smite, using Power Attack to quickly slay him, and then 
using Dazzling Display to strike fear into the hearts of any 
remaining foes.
Morale Troglodyte zealots fight to the death.

STATISTICS

Str 16, Dex 11, Con 18, Int 6, Wis 11, Cha 14
Base Atk +8; CMB +11; CMD 21
Feats Dazzling Display, Great Fortitude, Power Attack, 
Weapon Focus (claw)
Skills Acrobatics –5 (–13 to jump), Intimidate +14, Stealth +4 
(+8 in rocky areas); Racial Modifiers +4 Stealth, +4 Stealth 
in rocky areas
Languages Draconic
SQ cruelty (shaken), fiendish boon (fiendish servant 1/day), 
touch of corruption 4/day (2d6)
Combat Gear potion of fly; Other Gear +1 stoneplateUE, 
vicious amulet of mighty fists, 100 gp
SPECIAL ABILITIES

Smite Human (Su) A troglodyte zealot can smite any 
creature with the human subtype, regardless of that 
creature’s actual alignment, with its smite good ability. It can 
also smite good creatures that are not humans, as normal.

Terrifying Smite (Su) The first time a troglodyte zealot 
hits the target of its smite good, it may make an immediate 
Intimidate check to demoralize that creature as a free action.
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TROGLODYTE HUNTMASTER                                          CR 9
XP 6,400
Troglodyte barbarian 2/hunterACG 6
NE Medium humanoid (reptilian)
Init +1; Senses darkvision 90 ft.; Perception +14
Aura stench (30 ft., DC 15, 10 rounds)

DEFENSE

AC 22, touch 11, flat-footed 21 (+5 armor, +1 Dex, +6 natural)
hp 95 (10 HD; 8d8+2d12+46)
Fort +17, Ref +6, Will +5; +2 morale bonus vs. spells, 
supernatural abilities, and spell-like abilities while raging but 
must resist all spells, even allies’
Defensive Abilities uncanny dodge

OFFENSE

Speed 40 ft. (30 ft. in armor)
Melee +1 human-bane heavy flail +10/+5 (1d10+4/19–20 plus 
2d6 vs. human), bite +4 (1d4+1) or
bite +9 (1d4+2), 2 claws +9 (1d4+2)
Special Attacks rage (16 rounds/day), rage power 
(superstition +2), raging companion
Hunter Spells Known (CL 6th; concentration +9)

2nd (4/day)—barkskin, bear’s endurance, bull’s strength, 
cat’s grace, summon nature’s ally II
1st (5/day)—cure light wounds, entangle (DC 14), hunter’s 
howlAPG (DC 14), resist energy, summon nature’s ally I
0 (at will)—create water, detect magic, detect poison, 
guidance, know direction, purify food and drink (DC 13)

TACTICS

Before Combat A troglodyte huntmaster casts bear’s 
endurance and bull’s strength on itself, and barkskin and cat’s 
grace on its animal companion. If it anticipates encountering 
a specific energy type, it also casts resist energy.
During Combat A troglodyte huntmaster enters a rage, 
using its raging companion ability to have its animal 
companon do so, as well. Both then engage foes in melee 
combat, attempting to gain flanking, and using Power Attack 
to deal devastating blows.
Morale A troglodyte huntmaster fights to the death.

STATISTICS

Str 14, Dex 12, Con 18, Int 8, Wis 16, Cha 9
Base Atk +7; CMB +9; CMD 20
Feats Coordinated DefenseAPG, Distracting ChargeACG, Extra 
Rage, Great Fortitude, OutflankAPG, Power Attack, Reckless 
RageACG

Skills Climb +7, Handle Animal +8, Perception +14, Stealth 
+14 (+18 in rocky areas), Survival +14, Swim +7; Racial 
Modifiers +4 Stealth, +4 Stealth in rocky areas
Languages Draconic
SQ animal companion (allosaurusB2), animal focus (6 
minutes/day), fast movement, hunter tactics, improved 
empathic link, nature training, track +3, wild empathy +5, 
woodland stride
Combat Gear potion of cure moderate wounds; Other Gear 
+1 hide armor, +1 human-bane heavy flail, 270 gp
SPECIAL ABILITIES

Raging Companion (Ex) Whenever a troglodyte 
huntmaster enters a rage, it can choose to have its animal 
companion enter a rage as well, if it is within 30 feet. If it 
does, each round that the animal companion rages also 
counts against the troglodyte huntmaster’s daily rounds of 
rage.

ANIMAL COMPANION
AllosaurusB2

N Medium animal
Init +4; Senses low-light vision, scent; Perception +11

DEFENSE

AC 22, touch 14, flat-footed 18 (+4 Dex, +8 natural)
hp 33 (6d8+6)
Fort +5, Ref +9, Will +4 (+4 morale bonus vs. Enchantment 
spells and effects)
Defensive Abilities evasion

OFFENSE

Speed 40 ft.
Melee bite +7 (1d6+3), 2 claws +7 (1d6+3)
STATISTICS

Str 17, Dex 18, Con 10, Int 2, Wis 15, Cha 10
Base Atk +4; CMB +7; CMD 21
Feats Coordinated DefenseAPG, Distracting ChargeACG, 
Improved Natural Attack (claw), OutflankAPG, Power Attack, 
Toughness
Skills Acrobatics +4 (+8 to jump), Perception +11
SQ animal focus, devotion, woodland stride
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