	Guardian Fiend
	CR 13

	LE Large Outsider (evil, lawful)

Init +2; Senses See in Darkness, Spot +21, Listen +21

Aura Fear Aura (DC 19)

Languages Telepathy 100'

	AC 28, touch 11, flat-footed 26; Dodge

hp 102 (12 HD); DR 10/good

Immune Fire, Poison

Resist Cold 10, Acid 10; SR 24

Fort +13, Ref +10, Will +13

	Speed 40 ft (8 squares)

Melee Bastard Sword +17/+12/+7 (2d8+6 plus special) or

Melee Claws +17/+17 (1d8+6) and

Melee Bite +12 (2d4+3)

Space 10 ft; Reach 10 ft

Base Atk +12; Grp +22

Atk Options Cleave, Power Attack

Spell-like abilities: At will-desecrate, fireball (10d6, DC 16), fly, greater teleport, unholy aura (+4 AC, +4 saves, SR 25 vs good. Good creatures striking 1d6 Str dmg DC 21), wall of fire; CL 13

	Str 23, Dex 15, Con 19, Int 22, Wis 20, Cha 16

Feats Alertness, Cleave, Dodge, Power Attack

Skills Bluff +16, Climb +20, Concentration +19, Disguise +17, Jump +19, Knowledge (arcane) +20, Listen +21, Move Silently +16, Search +20, Sense Motive +19, Spellcraft +20, Spot +21

See in Darkness (Su): Can see perfectly in all darkness, including magical darkness.

Fear Aura (Su): 10 foot radius, become panicked for 123 rounds unless DC 19 Will save; On successful save, shaken for 1 round, and no longer affected by aura for one day. CL 13. [Fear, Mind-Affecting]

Special Weapon (Su): Either Vorpal or Armour Damaging (on a natural 20, the armour must make a DC 20 Fort save or be destroyed).


	Giant Red Amoeboid
	CR 9

	N Huge Ooze

Init -5; Senses Blind; Blindsight; Listen -5

	AC 3, touch 3, flat-footed 3

hp 134 (12 HD); Weapon Absorption

Immune Electricity Absorption; Mind-affecting, Illusions, Gaze

Fort +9, Ref -1, Will -1

	Speed 20 ft, climb 20 ft

Melee Slam +13 (2d6+4 plus 2d6 acid plus Dissolve Armour)

Space 15 ft; Reach 10 ft

Base Atk +8; Grp +20

Atk Options Improved Grab; Constrict 2d6+4 plus 2d6 acid

	Str 19, Dex 1, Con 19, Int -, Wis 1, Cha 1

Weapon Absorption (Ex): Any metal or wooden weapon striking the amoeboid dissolves immediately unless Reflex DC 20.

Dissolve Armour (Ex): Any armour struck dissolves immediately unless Reflex DC 20.

Electricity Absorption (Ex): Electricity acts as a haste spell on the Amoeboid for 3 rounds.





	
Slave Warrior
	CR 5

	N Medium Construct

Init -1; Senses Lowlight vision; Darkvision 60'; Spot +0, Listen +0

	AC 15, touch 9, flat-footed 15

hp 58 (7 HD); DR 5/adamantine

Immune All spells, spell-like and supernatural abilities; Electricity breaks slow effect and heals 1 hp/3 damage.

Weaknesses Fire & cold slow for 2d6 rounds 

Fort +2, Ref +1, Will +2

	Speed 30 ft (can't run)

Melee 2 slams +8/+8 (2d6+3)

Base Atk +5; Grp +8

	Str 17, Dex 9, Con -, Int -, Wis 11, Cha 1


	Vrock
	CR 9

	CE Large Outsider (chaotic, extraplanar, evil, tanar'ri)

Init +2; Senses darkvision 60', Spot +24, Listen +24

Languages Telepathy 100 ft.

	AC 22, touch 11, flat-footed 20

hp 115 (10 HD); DR 10/good

Immune Electricity, Poison

Resist Acid 10, Cold 10, Fire 10; SR 17

Fort +14, Ref +9, Will +10

	Speed 30 ft (6 squares), fly 50 ft (average)

Melee 2 claws +15 (2d6+6) and bite +13 (1d8+3) and 2 talons +13 (1d6+3)

Space 10 ft; Reach 10 ft

Base Atk +10; Grp +20

Atk Options Cleave, Combat Reflexes, Power Attack

Special Actions Spores 1/3 rounds; Stunning Screech 1/hour (Fort DC 22)

Spell-like abilities: CL 12; at will-mirror image, telekinesis (DC 18); greater teleport (self). 1/day-heroism (+2 attack, saves and skill checks for 2 hours).

	Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16

Feats Cleave, Combat Reflexes, Multiattack, Power Attack

Skills Concentration +20, Diplomacy +5, Hide +11, Intimidate +16, Knowledge (planes) +15, Listen +24, Move Silently +15, Search +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3 (+5 tracking)

Spores (Ex): A vrock can release spores from its body once every three rounds as a free action. The spores automatically deal 1d8 points of damage to all creatures adjacent to the vrock. They then penetrate the skin and grow, dealing an additional 1d4 damage for 10 rounds. They can be eliminated by bless, neutralise poison or cure disease, or by holy water. Delay poison stops the growth for the duration.

Stunning Screech (Su): All creatures except demons in a 30 ft radius must succeed on a DC 22 Fort save or be stunned for 1 round..





	Guardian Deva/Ghaele
	CR 13

	CG Medium Outsider (chaotic, eladrin, extraplanar, good)

Init +5; Senses darkvision 60 ft; low-light vision; Spot +16, Listen +16

Aura Protective Aura

Languages tongues

	AC 25, touch 11, flat-footed 24; Combat Expertise

hp 165 (10 HD); DR 10/evil and cold iron

Immune electricity, petrification

Resist Cold 10, Fire 10; SR 28

Fort +9, Ref +8, Will +10

	Speed 50 ft (10 squares), fly 150 ft (perfect)

Melee +4 holy greatsword +21/+15 (2d6+14/19-20)

Base Atk +10; Grp +17

Atk Options Combat Expertise, Improved Disarm, Improved Trip

Special Actions Gaze (slay evil creatures of 5 or less HD, DC 18, 60 feet)

Spell-like abilities: At will-aid, charm monster (DC 17), color spray (DC 14), comprehend languages, continual flame, cure light wounds (DC 14), dancing lights, detect evil, detect thoughts (DC 15), disguise self, dispel magic, hold monster (DC 18), greater invisibility (self), major image (DC 16), see invisibility, greater teleport (self); 1/day-chain lightning (DC 19), prismatic spray (DC 20), wall of force. CL 12.

Cleric Spells prepared: (CL 14)

7th-animal shapes, holy word, summon monster VII

6th-banishment, blade barrier, chain lightning*

5th-control winds*, flame strike, raise dead, true seeing

4th-death ward, dismissal, divine power, restoration, summon nature's ally IV (animal)

3rd-daylight, gaseous form*, prayer, remove curse, searing light, water breathing. (other spells see MM page 94)

	Str 25, Dex 12, Con 15, Int 16, Wis 17, Cha 16

Feats Combat Expertise, Improved Disarm, Improved Initiative, Improve Trip

Skills Concentration +15, Diplomacy +5, Escape Artist +14, Handle Animal +16, Hide +14, Knowledge (religion, planes) +16, Listen +16, Move Silently +14, Ride +16, Sense Motive +16, Spot +16

Protective Aura (Su): +4 deflection to AC and +4 resistance to Saves with 20 feet; otherwise it functions as a magic circle against evil and a lesser globe of invulnerability.


	Hezrou
	CR 11

	CE Large Outsider (chaotic, extraplanar, evil, tanar'ri)

Init +0; Senses darkvision 60', Spot +23, Listen +23

Aura Stench (Fort DC 14 within 10 feet or sickened)

Languages Telepathy 100 ft.

	AC 23, touch 9, flat-footed 23

hp 138 (10 HD); DR 10/good

Immune Electricity, Poison

Resist Acid 10, Cold 10, Fire 10; SR 19

Fort +16, Ref +7, Will +9

	Speed 30 ft (6 squares)

Melee Bite +14 (4d4+5) and 2 claws +9 (1d8+2)

Space 10 ft; Reach 10 ft

Base Atk +10; Grp +19

Atk Options Blind-Fight, Cleave, Power Attack, Improved Grab (hit with both claw attacks)

Special Actions Spores 1/3 rounds; Stunning Screech 1/hour (Fort DC 22)

Spell-like abilities: CL 13; at will-chaos hammer (DC 18), greater teleport, unholy blight (DC 18); 3/day-blasphemy (DC 21), gaseous form.

	Str 21, Dex 10, Con 29, Int 14, Wis 14, Cha 18

Feats Blind Fight, Cleave, Power Attack, Toughness

Skills Climb +18, Concentration +22, Hide +13, Escape Artist +13, Intimidate +17, Listen +23, Move Silently +13, Search +15, Spellcraft +15, Spot +23

Stench (Ex): Affects all within 10 ft; DC 24 Fort save negates, failed save sickened for as long as they remain within area and 1d4 rounds afterwards. Poison immunity negates.


	Seelie Sphinx
	CR 10

	CG Large Magical Beast

Init +0; Senses Darkvision 60'; lowlight vision; Spot +14, Listen +14

Languages Common

	AC 21, touch 9, flat-footed 21

hp 97 (11 HD); DR 10/magic

Immune Poison

Resist Fire 10; SR 17

Fort +11, Ref +7, Will +6

	Speed 50 ft, fly 80 ft (poor)

Melee 2 Claws +16 (2d4+6) and Bite +11 (1d8+3)

Space 10 ft; Reach 5 ft

Base Atk +11; Grp +21

Atk Options Great Cleave, Power Attack, Pounce, Rake (2 attacks, +16/+16, 2d4+3)

SA Roar 2/day

Cleric Spells prepared: (CL 5)

3rd-

	Str 23, Dex 10, Con 18, Int 17, Wis 18, Cha 18

Feats Alertness, Cleave, Combat Casting, Flyby Attack, Great Cleave, Power Attack

Skills Concentration +15 (+19 casting defensively), Intimidate +12, Knowledge (religion) +11, Listen +14, Spot +14

Roar (Su): Twice per day may roar. The first time will paralyse all within 250 ft for 1d6 rounds (Fort DC 19 resists) and all within 90 ft are deafened for 2d6 rounds (no save).
The second roar deals 2d4 Str damage to all within 250 ft. (Fort DC 19 negates), and Medium or smaller creatures are thrown to the ground and take 2d8 damage unless Reflex DC 19. Seelie sphinxes are immune to this roar.





	Aldinach
	CR 20

	CE Large Outsider (chaotic, evil, extraplanar)

Init +6; Senses Darkvision, Spot +31, Listen +31

Aura Fear Aura 5' (Will DC 23, or flee 1d6 rounds)

Languages Telepathy 100'

	AC 34, touch 11, flat-footed 32

hp 152 (16 HD); fast healing 5; DR 10/good and cold iron

Immune Electricity, Poison

Resist Acid 10, Cold 10, Fire 10; SR 30

Fort +15, Ref +12, Will +17

	Speed 40 ft (8 squares); fly 90 ft. (good)

Melee +3 vorpal scimitar of stunning +26/+21/+16/+11 (1d8+11 + Stun/18-20) and Bite + 21 (1d8+4) and Gore +21 (1d8+4) or

Melee 2 Claws +23 (1d6+8) and Bite + 21 (1d8+4) and Gore +21 (1d8+4)

Space 10 ft; Reach 10 ft

Base Atk +16; Grp +28

Atk Options Cleave, Power Attack

SA: Summon Demons, Paralysing Gaze

Spell-like abilities: (CL 20); at will-desecrate, detect good, fear (DC 20), greater dispel magic, polymorph, suggestion (DC 19), greater teleport, tongues, lightning bolt (10d6, DC 19), slow (DC 19), wind wall. 1/day-incendary cloud (cold) (DC 24). 

	Str 26, Dex 15, Con 20, Int 22, Wis 24, Cha 22

Feats Cleave, Improved Initiative, Multiattack, Power Attack

Skills Bluff +22, Concentration +21, Diplomacy +22, Hide +10, Intimidate +22, Knowledge (arcane) +22, Knowledge (the planes) +22, Knowledge (religion) +22, Listen +31, Move Silently +14, Search +20, Sense Motive +21, Spellcraft +22, Spot +31

Paralysing Gaze (Su): Paralysis for 1d6+4 rounds, 30 feet, Will DC 24 negates.

Stun (Su): Fort DC 20 or stunned 1d3 rounds.

Summon Demons (Sp): 1/day, 10d10 dretches or 2d4 vrocks or 1d2 mariliths or balors.


