PATHFINDER RPG BESTIARY

SECOND PRINTING

UPDATE 2.0 — RELEASE DATE: 09/12/n1

This document updates the second printing of the
Pathfinder RPG Bestiary to match the third printing.

Updates

Page 16—1In the Ant, Giant stat block, in the P01son
special ability paragraph, change the Fort DC to “

Page 27—In the Greater Barghest stat block, in the
Spell-Like Abilities section, change the DC of both
charm monster and crushing despair to “DC 18.”

Page 45—In the Choker stat block, in the Special
Attacks line, add “grab (Large),” to the list of special
attacks after constrict. In the Special Abilities
section, delete the Grab paragraph.

Page 51—In the Crocodile, Dire stat block, in the
Skills line, change “Stealth —6 (+2 in water)” to
“Stealth +o (+8 in water).”

Page 55—In the Darkmantle stat block, in the Special
Attacksline, add “grab (any size),” to the list of special
attacks after constrict. Delete the Special Abilities
line and the Grab paragraph that follows it.

Page 57—In the Demon, Babau stat block, in the
Melee line, change the longspear damage to read
“(1d8+7/x3).”

Page 63—In the Demon, Marilith stat block, in the
Melee line, change the attack bonus for both tail slap
entries to “+17” and change the attack bonus for the
6 slams to “+22.” In the Spell-Like Abilities section,
change the DC of project image to “24

Page 64—In the Demon, Nabasu stat block, in the
Base Atk line, change the CMD to “29.”

Page 67—In the Demon, Shadow stat block, in the
Sunlight Powerlessness special ability, in the second
sentence, change “move or attack action” to “move
or standard action.” In the last sentence, change

“sunbeam or sunray” to “sunbeam or sunburst.”

The

Page 69—In the Demon, Vrock stat block, in the
entry for the Stunning Screech special ability, in the
second sentence, change the DC to “21

Page 93—In the Adult Black Dragon stat block, in the
Base Atk line, change the CMB to “+22.”

Page 94—In the Chromatic Dragon, Blue text,
in the Desert Thirst special ability, in the last
sentence, delete “(DC equal to the dragon’s breath
weapon).” Add the following sentence to the end of
the paragraph:

save DC is Charisma-based.

Page 95—In the Adult Blue Dragon stat block, under
Spell-Like Abilities, change the DC of minor image to
15.” In the Ancient Blue Dragon stat block, change
this DC to “17.”
Page 99—In the Ancient Red Dragon stat block, under
Spells Known, in the 2nd-level line, add “(DC 17)”
to both the detect thoughts spell and the misdirection
spell. In the Feats line, change “Stunning Critical”
to “Staggering Critical.”
Page 102—1In the Young Brass Dragon stat block, in
the Base Atk line, add “(28 vs. trip)” after the CMD.
Page 108—In the Young Gold Dragon stat block, in
the Special Attacks line, change “8o-ft. cone” to “40-
ft. cone.”
Page 109—In the Ancient Gold Dragon stat block, in
the Special Attacks line, change “120-ft. cone” to “60-ft.
cone.” In the Feats line, change “Stunning Critical” to
“Staggering Critical.”
Page 114—In the Drow stat block, in the hp line,
change “4 (1d8)” to “5 (1d10).”
Page 115—In the Drow Noble stat block, in the hp
line, change the hp from “16” to “20.”
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Page 119—In the Eel, Giant Moray stat block, in the Base
Atk line, add “(can’t be tripped)” after the CMD. In the
entry for the Gnaw special ability, in the last sentence,
change “(+11 attack, 1d6+4)” to “(+11 attack, 1d6+3).”
Page 124—In the Medium Fire Elemental stat block,
in the Base Atk line, change the CMD to “19.”

Page 126—In the Medium Water Elemental stat block,
in the AC line, change the flat-footed AC to “16.”

Page 153—In the Gibbering Mouther stat block, in the
Special Abilities section, delete the Grab paragraph.
Page 154—In the Girallon stat block, in the Space
line, change the Reach to "10 ft.” In the Skills line,
change “Climb +14” to “Climb +12.”

Page 175—In the Hobgoblin stat block, in the hp line,
change the hp from “12” to “17.”

Page 179—In the Hyena stat block, in the Base Atk
line, add “(19 vs. trip)” after the CMD. In the Hyena,
Dire stat block, add “(24 vs. trip)” after the CMD.
Page 183—In the Kobold stat block, in the Languages
line, delete “Common.”

Page 187—In the Leech Swarm stat block, in the
Skills line, change “Stealth +1 (+9 in swamps)” to
“Stealth +16 (+24 in swamps).”

Page 191—In the Linnorm, Ice stat block, in the Base
Atk line, change “(+49 grapple)” to “(+44 grapple).”
Page 208—In the Mohrg stat block, in the Special
Attacks line, change the paralysis DC to “21.”

Page 212—In the Naga, Guardian stat block, in the
entry for the Poison special ability, change the Fort
DCto "21.”

Page 216—In the Nightmare, Cauchemar stat block, in
the Base Atk line, change “(+2 vs. trip)” to “(42 vs. trip).”
Page 249—1In the Shoggoth stat block, in the Feats line,
change “Stunning Critical” to “Staggering Critical.”
Page 262—In the Tarrasque stat block, in the Featsline,
change “Stunning Critical” to “Staggering Critical.”
Page 280—In the Worg stat block, in the Speed line,
change the speed to “50 ft.” Repeat this change in the
Worg, Winter Wolf stat block.

Page 281—In the Wraith stat block, in the Base Atk
line, change the CMD to “21.”

Page 284—In the Xorn stat block, after the Skills
line, add the following line:

Languages Common, Terran

Page 294—In the Advanced Creature simple template
section, in the Rebuild Rules paragraph, change “+4
to all ability scores” to the following:

_ +4 to all ability scores (except Int scores of 2 or less)
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« Page 297—In the Step 2 section, in the third
paragraph, in the second sentence, change “heroic
NPC of that CR” to “heroic NPC of that level.”

«  Page 298—In the Change Shape section, in the
first paragraph, after the third sentence, add the
following sentence:

Unless otherwise stated, it can remain in an alternate
form indefinitely.

. Page 301—In the Grab section, in the first
paragraph, delete the second sentence, which reads
“Unless otherwise noted, grab works only against
opponents at least one size category smaller than
the creature.” After the second paragraph, add the
following paragraph:

Unless otherwise noted, grab can only be used against
targets of a size equal to or smaller than the creature with
this ability. If the creature can use grab on creatures of
other sizes, it is noted in the creature’s Special Attacks line.

«  Page 301—In the Grab section, in the last paragraph,
change “Location: individual attacks” to “Location:
individual attacks and special attacks.”

«  Page 304—1In the Spell-Like Abilities section, in the
second paragraph, change the second sentence to
read as follows:

A constant spell-like ability or one that can be used at will
has no use limit; unless otherwise stated, a creature can
only use a constant spell-like ability on itself.

«  Page 308—In the Humanoid section, in the fourth
bullet point, add the following sentence to the end of
the paragraph:

Humanoids with both a character class and racial HD
add these skills to their list of class skills.

o Page 311—In the Archon Subtype section, in the
Teleport paragraph, change “(Su)” to “(Sp).”

«  Page315—In the Improved Natural Attack Feat, after
the last paragraph, add the following paragraph:

Special: This feat can be taken multiple times. Each time
it is taken, it applies to a different natural attack.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) “Derivative
Material” means copyrighted material including derivative works
and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d) “Open Game Content” means the game
mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product
Identity. (€) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts, creatures,
characters, stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other
visual or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f) “Trademark”
means the logos, names, mark, sign, motto, designs that are used
by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use,
the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner
of such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
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originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You distribute.
11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.
14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.
15. COPYRIGHT NOTICE

Open Game License v 1.0a (© 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material
by E. Gary Gygax and Dave Arneson.
Pathfinder Roleplaying Game Bestiary Update 2.0 © 2010, Paizo
Publishing, LLC; Author Jason Bulmahn.
Pathfinder RPG Core Rulebook © 2010, Paizo Publishing, LLC; Author:
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.
Pathfinder RPG Bestiary © 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.
Basidirond from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.
Cave Fisher from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Lawrence
Schick.
Crystal Ooze from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.
Dark Creeper from the Tome of Horrors © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Rik
Shepard.
Dark Stalker from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Simon Muth.
Dracolisk from the Tome of Horrors © 2002, Necromancer Games, Inc.;
Author Scott Greene, based on original material by Gary Gygax.
Froghemoth from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.
Giant Slug from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.
Ice Golem from the Tome of Horrors © 2002, Necromancer Games, Inc.;
Author Scott Greene.
Iron Cobra from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Philip Masters.
Marid from the Tome of Horrors Il © 2005, Necromancer Games, Inc.;
Author Scott Greene.
Mite from the Tome of Horrors © 2002, Necromancer Games, Inc.;
Author Scott Greene, based on original material by lan Livingstone and
Mark Barnes.
Nabasu Demon from the Tome of Horrors © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Gary
Gygax.
Russet Mold from the Tome of Horrors (© 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.
Shadow Demon from the Tome of Horrors © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Neville
White.
Vegepygmy from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Author Scott Greene, based on original material by Gary Gygax.
Wood Golem from the Tome of Horrors © 2002, Necromancer Games,
Inc.; Authors Scott Greene and Patrick Lawinger.
Yellow Musk Creeper from the Tome of Horrors © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Albie
Fiore.
Yellow Musk Zombie from the Tome of Horrors © 2002, Necromancer
Games, Inc.; Author Scott Greene, based on original material by Albie
Fiore.
Yeti from the Tome of Horrors © 2002, Necromancer Games, Inc.; ﬁ%{
Author Scott Greene, based on original material by Gary Gygax.



