Introduction
ANKHEG

	
	Large Magical Beast

	Hit Dice:
	3d10+12 (28 hp)

	Initiative:
	+0

	Speed:
	30 ft. (6 squares), burrow 20 ft.

	Armor Class:
	18 (–1 size, +9 natural), touch 9, flat-footed 18

	Base Attack/Grapple:
	+3/+12

	Attack:
	Bite +7 melee (2d6+7 plus 1d4 acid)

	Full Attack:
	Bite +7 melee (2d6+7 plus 1d4 acid)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Improved grab, spit acid

	Special Qualities:
	Darkvision 60 ft., low-light vision, tremorsense 60 ft.

	Saves:
	Fort +6, Ref +3, Will +2

	Abilities:
	Str 21, Dex 10, Con 17, Int 1, Wis 13, Cha 6

	Skills:
	Climb +8, Listen +6, Spot +3

	Feats:
	Alertness, Toughness

	Challenge Rating:
	3

	Treasure:
	None

	Alignment:
	Always neutral


Improved Grab (Ex): To use this ability, an ankheg must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If the ankheg is damaged after grabbing its prey, it retreats backward down its tunnel at its land speed (not its burrow speed), dragging the victim with it.

Spit Acid (Ex): 30-ft. line, once every 6 hours; damage 4d4 acid, Reflex DC 14 half. One such attack depletes the ankheg’s acid supply for 6 hours. It cannot spit acid or deal acid damage during this time. The save DC is Constitution-based.

An ankheg does not use this ability unless it is desperate or frustrated. It most often spits acid when reduced to fewer than half its full normal hit points or when it has not successfully grabbed an opponent.

APE

	 
	Large Animal

	Hit Dice:
	4d8+11 (29 hp)

	Initiative:
	+2

	Speed:
	30 ft. (6 squares), climb 30 ft.

	Armor Class:
	14 (–1 size, +2 Dex, +3 natural), touch 11, flat-footed 12

	Base Attack/Grapple:
	+3/+12

	Attack:
	Claws +7 melee (1d6+5)

	Full Attack:
	2 claws +7 melee (1d6+5) and bite +2 melee (1d6+2)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +6, Ref +6, Will +2

	Abilities:
	Str 21, Dex 15, Con 14, Int 2, Wis 12, Cha 7

	Skills:
	Climb +14, Listen +6, Spot +6

	Feats:
	Alertness, Toughness

	Challenge Rating:
	2


Skills: Apes and can always choose to take 10 on Climb checks, even if rushed or threatened.

BABAU

	 
	Medium Outsider (Chaotic, Extraplanar, Evil)

	Hit Dice:
	7d8+35 (66 hp)

	Initiative:
	+1

	Speed:
	30 ft. (6 squares)

	Armor Class:
	19 (+1 Dex, +8 natural), touch 11, flat-footed 18

	Base Attack/Grapple:
	+7/+12

	Attack:
	Claw +12 melee (1d6+5)

	Full Attack:
	2 claws +12 melee (1d6+5) and bite +7 melee (1d6+2)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Sneak attack +2d6, spell-like abilities, summon demon

	Special Qualities:
	Damage reduction 10/cold iron or good, darkvision 60 ft., immunity to electricity and poison, protective slime, resistance to acid 10, cold 10, and fire 10, spell resistance 14, telepathy 100 ft.

	Saves:
	Fort +10, Ref +6, Will +6

	Abilities:
	Str 21, Dex 12, Con 20, Int 14, Wis 13, Cha 16

	Skills:
	Climb +15, Disable Device +12, Disguise +13, Escape Artist +11, Hide +19, Listen +19, Move Silently +19, Open Lock +11, Search +20, Sleight of Hand +11, Survival +1 (+3 following tracks), Use Rope +1 (+3 with bindings)

	Feats:
	Cleave, Multiattack, Power Attack

	Challenge Rating:
	6

	Treasure:
	Standard

	Alignment:
	Always chaotic evil


Sneak Attack (Ex): A babau can make a sneak attack like a rogue, dealing an extra 2d6 points of damage whenever a foe is denied his or her Dexterity bonus, or when the babau is flanking.

Spell-Like Abilities: At will—darkness, dispel magic, see invisibility, greater teleport (self plus 50 pounds of objects only). Caster level 7th.

Protective Slime (Su): A slimy red jelly coats the babau’s skin. Any weapon that touches it takes 1d8 points of acid damage from the corrosive goo, and the weapon’s hardness does not reduce this damage. A magic weapon may attempt a DC 18 Reflex save to avoid taking this damage. A creature who strikes the babau with an unarmed attack, unarmed strike, touch spell, or natural weapon takes this damage as well but can negate the damage with a DC 18 Reflex save. The save DCs are Constitution-based.

Summon Demon (Sp):Once per day a babau can attempt to summon 1 babau with a 40% chance of success. This ability is the equivalent of a 3rd-level spell.


DEINONYCHUS

	 
	Large Animal

	Hit Dice:
	4d8+16 (34 hp)

	Initiative:
	+2

	Speed:
	60 ft. (12 squares)

	Armor Class:
	16 (–1 size, +2 Dex, +5 natural), touch 11, flat-footed 14

	Base Attack/Grapple:
	+3/+11

	Attack:
	Talons +6 melee (2d6+4)

	Full Attack:
	Talons +6 melee (2d6+4) and 2 foreclaws +1 melee (1d3+2) and bite +1 melee (2d4+2)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Pounce

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +8, Ref +6, Will +2

	Abilities:
	Str 19, Dex 15, Con 19, Int 2, Wis 12, Cha 10

	Skills:
	Hide +8, Jump +26, Listen +10, Spot +10, Survival +10

	Feats:
	Run, Track

	Challenge Rating:
	3

	Treasure:
	None

	Alignment:
	Always neutral


Pounce (Ex): If a deinonychus charges, it can make a full attack.

DIRE APE

	 
	Large Animal

	Hit Dice:
	5d8+13 (35 hp)

	Initiative:
	+2

	Speed:
	30 ft. (6 squares), climb 15 ft.

	Armor Class:
	15 (–1 size, +2 Dex, +4 natural), touch 11, flat-footed 13

	Base Attack/Grapple:
	+3/+13

	Attack:
	Claw +8 melee (1d6+6)

	Full Attack:
	2 claws +8 melee (1d6+6) and bite +3 melee (1d8+3)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Rend 2d6+9

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +6, Ref +6, Will +5

	Abilities:
	Str 22, Dex 15, Con 14, Int 2, Wis 12, Cha 7

	Skills:
	Climb +14, Listen +5, Move Silently +4, Spot +6

	Feats:
	Alertness, Toughness

	Challenge Rating:
	3

	Treasure:
	None

	Alignment:
	Always neutral


Rend (Ex): A dire ape that hits with both claw attacks latches onto the opponent’s body and tears the flesh. This attack automatically deals an extra 2d6+12 points of damage.

Skills: Dire apes can always choose to take 10 on Climb checks, even if rushed or threatened.

DIRE BOAR

	 
	Large Animal

	Hit Dice:
	7d8+21 (52 hp)

	Initiative:
	+0

	Speed:
	40 ft. (8 squares)

	Armor Class:
	15 (–1 size, +6 natural), touch 9, flat-footed 15

	Base Attack/Grapple:
	+5/+17

	Attack:
	Gore +12 melee (1d8+12)

	Full Attack:
	Gore +12 melee (1d8+12)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Ferocity

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +8, Ref +5, Will +8

	Abilities:
	Str 27, Dex 10, Con 17, Int 2, Wis 13, Cha 8

	Skills:
	Listen +8, Spot +8

	Feats:
	Alertness, Endurance, Iron Will

	Challenge Rating:
	4

	Treasure:
	None

	Alignment:
	Always neutral


Ferocity (Ex): A dire boar is such a tenacious combatant that it continues to fight without penalty even while disabled or dying.

DIRE LION

	 
	Large Animal

	Hit Dice:
	8d8+24 (60 hp)

	Initiative:
	+2

	Speed:
	40 ft. (8 squares)

	Armor Class:
	15 (–1 size, +2 Dex, +4 natural), touch 11, flat-footed 13

	Base Attack/Grapple:
	+6/+17

	Attack:
	Claw +13 melee (1d6+7)

	Full Attack:
	2 claws +13 melee (1d6+7) and bite +7 melee (1d8+3)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Improved grab, pounce, rake 1d6+3

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +9, Ref +8, Will +7

	Abilities:
	Str 25, Dex 15, Con 17, Int 2, Wis 12, Cha 10

	Skills:
	Hide +2*, Listen +7, Move Silently +5, Spot +7

	Feats:
	Alertness, Run, Weapon Focus (claw)

	Challenge Rating:
	5

	Treasure:
	None

	Alignment:
	Always neutral


Improved Grab (Ex): To use this ability, a dire lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.

Pounce (Ex): If a dire lion charges, it can make a full attack, including two rake attacks.

Rake (Ex): Attack bonus +12 melee, damage 1d6+3.

Skills: Dire lions have a +4 racial bonus on Hide and Move Silently checks.  *In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.
DIRE TIGER

	 
	Large Animal

	Hit Dice:
	16d8+48 (120 hp)

	Initiative:
	+2

	Speed:
	40 ft. (8 squares)

	Armor Class:
	17 (–1 size, +2 Dex, +6 natural), touch 11, flat-footed 15

	Base Attack/Grapple:
	+12/+24

	Attack:
	Claw +20 melee (2d4+8)

	Full Attack:
	2 claws +20 melee (2d4+8) and bite +14 melee (2d6+4)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Improved grab, pounce, rake 2d4+4

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +13, Ref +12, Will +11

	Abilities:
	Str 27, Dex 15, Con 17, Int 2, Wis 12, Cha 10

	Skills:
	Hide +7*, Jump +14, Listen +6, Move Silently +11, Spot +7, Swim +10

	Feats:
	Alertness, Improved Natural Attack (claw), Improved Natural Attack (bite), Run, Stealthy, Weapon Focus (claw)

	Challenge Rating:
	8

	Treasure:
	None

	Alignment:
	Always neutral


Improved Grab (Ex): To use this ability, a dire tiger must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.

Pounce (Ex): If a dire tiger charges, it can make a full attack, including two rake attacks.

Rake (Ex): Attack bonus +18 melee, damage 2d4+4.

Skills: Dire tigers have a +4 racial bonus on Hide and Move Silently checks. *In areas of tall grass or heavy undergrowth, the Hide bonus improves to +8.


GIANT EAGLE 

	 
	Large Magical Beast

	Hit Dice:
	4d10+4 (26 hp)

	Initiative:
	+3

	Speed:
	10 ft. (2 squares), fly 80 ft. (average)

	Armor Class:
	15 (–1 size, +3 Dex, +3 natural), touch 12, flat-footed 12

	Base Attack/Grapple:
	+4/+12

	Attack:
	Claw +7 melee (1d6+4)

	Full Attack:
	2 claws +7 melee (1d6+4) and bite +2 melee (1d8+2)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision, evasion

	Saves:
	Fort +5, Ref +7, Will +3

	Abilities:
	Str 18, Dex 17, Con 12, Int 10, Wis 14, Cha 10

	Skills:
	Knowledge (nature) +2, Listen +6, Sense Motive +4, Spot +15, Survival +3

	Feats:
	Alertness, Flyby Attack

	Environment:
	Temperate mountains

	Treasure:
	None

	Alignment:
	Usually neutral good


Evasion (Ex): With a successful Reflex save against an attack that allows a Reflex save for half damage, a giant eagle takes no damage.
GNOLL

	 
	Medium Humanoid (Gnoll)

	Hit Dice:
	2d8+2 (11 hp)

	Initiative:
	+0

	Speed:
	30 ft. (6 squares)

	Armor Class:
	15 (+1 natural, +2 leather armor, +2 heavy steel shield), touch 10, flat-footed 15

	Base Attack/Grapple:
	+1/+3

	Attack:
	Battleaxe +3 melee (1d8+2/x3) or shortbow +1 ranged (1d6/x3)

	Full Attack:
	Battleaxe +3 melee (1d8+2/x3) or shortbow +1 ranged (1d6/x3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Darkvision 60 ft.

	Saves:
	Fort +4, Ref +0, Will +0

	Abilities:
	Str 15, Dex 10, Con 13, Int 8, Wis 11, Cha 8

	Skills:
	Listen +2, Spot +3

	Feats:
	Power Attack

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Usually chaotic evil



HILL GIANT

	 
	Large Giant

	Hit Dice:
	12d8+48 (102 hp)

	Initiative:
	–1

	Speed:
	30 ft. in hide armor (6 squares); base speed 40 ft.

	Armor Class:
	20 (–1 size, –1 Dex, +9 natural, +3 hide armor), touch 8, flat-footed 20

	Base Attack/Grapple:
	+9/+20

	Attack:
	Greatclub +16 melee (2d8+10) or slam +15 melee (1d4+7) or rock +8 ranged (2d6+7)

	Full Attack:
	Greatclub +16/+11 melee (2d8+10) or 2 slams +15 melee (1d4+7) or rock +8 ranged (2d6+7)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Rock throwing

	Special Qualities:
	Low-light vision, rock catching

	Saves:
	Fort +12, Ref +3, Will +4

	Abilities:
	Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 7

	Skills:
	Climb +7, Jump +7, Listen +3, Spot +6

	Feats:
	Cleave, Improved Bull Rush, Power Attack, Improved Sunder, Weapon Focus (greatclub)

	Challenge Rating:
	7

	Treasure:
	Standard

	Alignment:
	Often chaotic evil


Rock Throwing (Ex): The range increment is 120 feet for a hill giant’s thrown rocks.

LION

	 
	Large Animal

	Hit Dice:
	5d8+10 (32 hp)

	Initiative:
	+3

	Speed:
	40 ft. (8 squares)

	Armor Class:
	15 (–1 size, +3 Dex, +3 natural), touch 12, flat-footed 12

	Base Attack/Grapple:
	+3/+12

	Attack:
	Claw +7 melee (1d4+5)

	Full Attack:
	2 claws +7 melee (1d4+5) and bite +2 melee (1d8+2)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Pounce, improved grab, rake 1d4+2

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +6, Ref +7, Will +2

	Abilities:
	Str 21, Dex 17, Con 15, Int 2, Wis 12, Cha 6

	Skills:
	Balance +7, Hide +3*, Listen +5, Move Silently +11, Spot +5

	Feats:
	Alertness, Run

	Challenge Rating:
	3


Pounce (Ex): If a lion charges a foe, it can make a full attack, including two rake attacks.

Improved Grab (Ex): To use this ability, a lion must hit with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can rake.

Rake (Ex): Attack bonus +7 melee, damage 1d4+2.

Skills: Lions have a +4 racial bonus on Balance, Hide, and Move Silently checks. *In areas of tall grass or heavy undergrowth, the Hide bonus improves to +12.

MEGARAPTOR

	 
	Huge Animal

	Hit Dice:
	8d8+43 (79 hp)

	Initiative:
	+2

	Speed:
	60 ft. (12 squares)

	Armor Class:
	16 (–2 size, +2 Dex, +6 natural), touch 10, flat-footed 14

	Base Attack/Grapple:
	+6/+19

	Attack:
	Talons +9 melee (2d8+5)

	Full Attack:
	Talons +9 melee (2d8+5) and 2 foreclaws +4 melee (1d4+2) and bite +4 melee (2d6+2)

	Space/Reach:
	15 ft./10 ft.

	Special Attacks:
	Pounce

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +10, Ref +8, Will +4

	Abilities:
	Str 21, Dex 15, Con 21, Int 2, Wis 15, Cha 10

	Skills:
	Hide +5, Jump +27, Listen +12, Spot +12, Survival +12

	Feats:
	Run, Toughness, Track

	Challenge Rating:
	6

	Treasure:
	None

	Alignment:
	Always neutral


Pounce (Ex): If a megaraptor charges, it can make a full attack. 

OGRE

	
	Large Giant

	Hit Dice:
	4d8+11 (29 hp) 

	Initiative:
	–1 

	Speed:
	30 ft. in hide armor (6 squares); base speed 40 ft.

	Armor Class:
	16 (–1 size, –1 Dex, +5 natural, +3 hide armor), touch 8, flat-footed 16 

	Base Attack/Grapple:
	+3/+12

	Attack:
	Greatclub +8 melee (2d8+7) or javelin +1 ranged (1d8+5)

	Full Attack:
	Greatclub +8 melee (2d8+7) or javelin +1 ranged (1d8+5)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	—

	Special Qualities:
	Darkvision 60 ft., low-light vision

	Saves:
	Fort +6, Ref +0, Will +1

	Abilities:
	Str 21, Dex 8, Con 15, Int 6, Wis 10, Cha 7

	Skills:
	Climb +5, Listen +2, Spot +2 

	Feats:
	Toughness, Weapon Focus (greatclub) 

	Challenge Rating:
	3

	Treasure:
	Standard

	Alignment:
	Usually chaotic evil


ORC

	 
	Orc, 1st-Level Warrior

	 
	Medium Humanoid (Orc)

	Hit Dice:
	1d8+1 (5 hp)

	Initiative:
	+0

	Speed:
	30 ft. (6 squares)

	Armor Class:
	13 (+3 studded leather armor), touch 10, flat-footed 13

	Base Attack/Grapple:
	+1/+4

	Attack:
	Falchion +4 melee (2d4+4/18–20) or javelin +1 ranged (1d6+3)

	Full Attack:
	Falchion +4 melee (2d4+4/18–20) or javelin +1 ranged (1d6+3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Darkvision 60 ft., light sensitivity

	Saves:
	Fort +3, Ref +0, Will –2

	Abilities:
	Str 17, Dex 11, Con 12, Int 8, Wis 7, Cha 6

	Skills:
	Listen +1, Spot +1

	Feats:
	Alertness

	Challenge Rating:
	1/2

	Treasure:
	Standard

	Alignment:
	Often chaotic evil


Light Sensitivity (Ex): Orcs are dazzled in bright sunlight or within the radius of a daylight spell.

ROC

	 
	Gargantuan Animal

	Hit Dice:
	18d8+126 (207 hp)

	Initiative:
	+2

	Speed:
	20 ft. (4 squares), fly 80 ft. (average)

	Armor Class:
	17 (–4 size, +2 Dex, +9 natural), touch 8, flatfooted 15

	Base Attack/Grapple:
	+13/+37

	Attack:
	Talon +21 melee (2d6+12)

	Full Attack:
	2 talons +21 melee (2d6+12) and bite +19 melee (2d8+6)

	Space/Reach:
	20 ft./15 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision

	Saves:
	Fort +18, Ref +13, Will +9

	Abilities:
	Str 34, Dex 15, Con 24, Int 2, Wis 13, Cha 11

	Skills:
	Hide –3, Listen +10, Spot +14

	Feats:
	Alertness, Flyby Attack, Iron Will, Multiattack, Power Attack, Snatch, Wingover 

	Challenge Rating:
	9

	Treasure:
	None

	Alignment:
	Always neutral


STONE GIANT

	 
	Large Giant (Earth)

	Hit Dice:
	14d8+56 (119 hp)

	Initiative:
	+2

	Speed:
	30 ft. in hide armor (6 squares); base speed 40 ft.

	Armor Class:
	25 (–1 size, +2 Dex, +11 natural, +3 hide), touch 11, flat-footed 23

	Base Attack/Grapple:
	+10/+22

	Attack:
	Greatclub +17 melee (2d8+12) or slam +17 melee (1d4+8) or rock +11 ranged (2d8+12)

	Full Attack:
	Greatclub +17/+12 melee (2d8+12) or 2 slams +17 melee (1d4+8) or rock +11 ranged (2d8+12)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Rock throwing

	Special Qualities:
	Darkvision 60 ft., low-light vision, rock catching

	Saves:
	Fort +13, Ref +6, Will +7

	Abilities:
	Str 27, Dex 15, Con 19, Int 10, Wis 12, Cha 11

	Skills:
	Climb +11, Hide +6*, Jump +11, Spot +12

	Feats:
	Combat Reflexes, Iron Will, Point Blank Shot, Power Attack, Precise Shot

	Challenge Rating:
	8 (elder 9)

	Treasure:
	Standard

	Alignment:
	Usually neutral


Rock Throwing (Ex): The range increment is 180 feet for a stone giant’s thrown rocks. It uses both hands when throwing a rock.

Rock Catching (Ex): A stone giant gains a +4 racial bonus on its Reflex save when attempting to catch a thrown rock.


STONE GOLEM

	 
	Stone Golem

	 
	Large Construct

	Hit Dice:
	14d10+30 (107 hp)

	Initiative:
	–1

	Speed:
	20 ft. (4 squares)

	Armor Class:
	26 (–1 size, –1 Dex, +18 natural), touch 8, flat-footed 26

	Base Attack/Grapple:
	+10/+23

	Attack:
	Slam +18 melee (2d10+9)

	Full Attack:
	2 slams +18 melee (2d10+9)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Slow

	Special Qualities:
	Construct traits, damage reduction 10/adamantine, darkvision 60 ft., immunity to magic, low-light vision

	Saves:
	Fort +4, Ref +3, Will +4

	Abilities:
	Str 29, Dex 9, Con —, Int —, Wis 11, Cha 1

	Skills:
	—

	Feats:
	—

	Challenge Rating:
	11

	Treasure:
	None

	Alignment:
	Always neutral


Slow (Su): A stone golem can use a slow effect, as the spell, as a free action once every 2 rounds. The effect has a range of 10 feet and a duration of 7 rounds, requiring a DC 17 Will save to negate. The save DC is Constitution-based.

Immunity to Magic (Ex): A stone golem is immune to any spell or spell-like ability that allows spell resistance. In addition, certain spells and effects function differently against the creature, as noted below.

A transmute rock to mud spell slows a stone golem (as the slow spell) for 2d6 rounds, with no saving throw, while transmute mud to rock heals all of its lost hit points.

A stone to flesh spell does not actually change the golem’s structure but negates its damage reduction and immunity to magic for 1 full round.


TYRANNOSAURUS

	 
	Huge Animal

	Hit Dice:
	18d8+99 (180 hp)

	Initiative:
	+1

	Speed:
	40 ft. (8 squares)

	Armor Class:
	14 (–2 size, +1 Dex, +5 natural) touch 9, flat-footed 13

	Base Attack/Grapple:
	+13/+30

	Attack:
	Bite +20 melee (3d6+13)

	Full Attack:
	Bite +20 melee (3d6+13)

	Space/Reach:
	15 ft./10 ft.

	Special Attacks:
	Improved grab, swallow whole

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +16, Ref +12, Will +8

	Abilities:
	Str 28, Dex 12, Con 21, Int 2, Wis 15, Cha 10

	Skills:
	Hide –2, Listen +14, Spot +14

	Feats:
	Alertness, Improved Natural Attack (bite), Run, Toughness (3), Track

	Challenge Rating:
	8

	Treasure:
	None

	Alignment:
	Always neutral


Improved Grab (Ex): To use this ability, a tyrannosaurus must hit an opponent of up to one size smaller with its bite attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and can try to swallow the foe the following round.

Swallow Whole (Ex): A tyrannosaurus can try to swallow a grabbed opponent of up to two sizes smaller by making a successful grapple check. The swallowed creature takes 2d8+8 points of bludgeoning damage and 8 points of acid damage per round from the tyrannosaurus’s gizzard. A swallowed creature can cut its way out by using a light slashing or piercing weapon to deal 25 points of damage to the gizzard (AC 12). Once the creature exits, muscular action closes the hole; another swallowed opponent must cut its own way out.

A Huge tyrannosaurus’s gizzard can hold 2 Medium, 8 Small, 32 Tiny, or 128 Diminutive or smaller opponents.


VROCK

	 
	Large Outsider (Chaotic, Extraplanar, Evil)

	Hit Dice:
	10d8+70 (115 hp)

	Initiative:
	+2

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

	Armor Class:
	22 (–1 size, +2 Dex, +11 natural), touch 11, flat-footed 20

	Base Attack/Grapple:
	+10/+20

	Attack:
	Claw +15 melee (2d6+6)

	Full Attack:
	2 claws +15 melee (2d6+6) and bite +13 melee (1d8+3) and 2 talons +13 melee (1d6+3)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Dance of ruin, spell-like abilities, spores, stunning screech, summon demon

	Special Qualities:
	Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 17, telepathy 100 ft.

	Saves:
	Fort +14, Ref +9, Will +10

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

	Skills:
	Concentration +20, Diplomacy +5, Hide +11, Intimidate +16, Knowledge (any one) +15, Listen +24, Move Silently +15, Search +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3 (+5 following tracks)

	Feats:
	Cleave, Combat Reflexes, Multiattack, Power Attack

	Challenge Rating:
	9

	Treasure:
	Standard

	Alignment:
	Always chaotic evil


Dance of Ruin (Su): To use this ability, a group of at least three vrocks must join hands in a circle, dancing wildly and chanting. 

At the end of 3 rounds of dancing, a wave of crackling energy flashes outward in a 100-foot radius. All creatures except for demons within the radius take 20d6 points of damage (Reflex DC 18 half ). Stunning, paralyzing, or slaying one of the vrocks stops the dance. The save DC is Charisma-based.

Spell-Like Abilities: At will—mirror image, telekinesis (DC 18), greater teleport (self plus 50 pounds of objects only); 1/day—heroism. Caster level 12th. The save DCs are Charisma-based.

Spores (Ex): A vrock can release masses of spores from its body once every 3 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 points of damage each round for 10 rounds. At the end of this time, the victim is covered with a tangle of viny growths. (The vines are harmless and wither away in 1d4 days.) A delay poison spell stops the spores’ growth for its duration. Bless, neutralize poison, or remove disease kills the spores, as does sprinkling the victim with a vial of holy water.

Stunning Screech (Su): Once per hour a vrock can emit a piercing screech. All creatures except for demons within a 30-foot radius must succeed on a DC 22 Fortitude save or be stunned for 1 round. The save DC is Constitution-based.

Summon Demon (Sp): Once per day a vrock can attempt to summon 2d10 dretches or another vrock with a 35% chance of success. This ability is the equivalent of a 3rd-level spell.

WYVERN

	 
	Large Dragon

	Hit Dice:
	7d12+14 (59 hp)

	Initiative:
	+1

	Speed:
	20 ft. (4 squares), fly 60 ft. (poor)

	Armor Class:
	18 (–1 size, +1 Dex, +8 natural), touch 10, flat-footed 17

	Base Attack/Grapple:
	+7/+15

	Attack:
	Sting +10 melee (1d6+4 plus poison) or talon +10 melee (2d6+4) or bite +10 melee (2d8+4)

	Full Attack:
	Sting +10 melee (1d6+4 plus poison) and bite +8 melee (2d8+4) and 2 wings +8 melee (1d8+2) and 2 talons +8 melee (2d6+4) 

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	Poison, improved grab

	Special Qualities:
	Darkvision 60 ft., immunity to sleep and paralysis, low-light vision, scent

	Saves:
	Fort +7, Ref +6, Will +6

	Abilities:
	Str 19, Dex 12, Con 15, Int 6, Wis 12, Cha 9

	Skills:
	Hide +7, Listen +13, Move Silently +11, Spot +16 

	Feats:
	Ability Focus (poison), Alertness, Flyby Attack, MultiattackB

	Challenge Rating:
	6

	Treasure:
	Standard

	Alignment:
	Usually neutral


Improved Grab (Ex): To use this ability, a wyvern must hit with its talons. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and stings. 

Poison (Ex): Injury, Fortitude DC 17, initial and secondary damage 2d6 Con. The save DC is Constitution-based.

