Words of the Ancients
Primary Goal(s):  The PCs recover the genuine rune plates and return them to Sheila Heidmarch.
Secondary Goal(s):  The PCs complete their primary mission without ever fighting Zonaladin.
Desgard's Thousand Columns
The crystals in the Thousand Columns ravine range from 15 to 60 feet in height and require a DC 20 Climb check to scale.  A steep 50 ft. slope separates the crystal-filled ravine and the ridge the towers sit upon (DC 0 Climb check).  Zonaladin placed a phantom trap just in front of the door to the Thousandth Column tower.  
	Zonaladin Skill Check DCs

	Easy
	18
	22

	Moderate
	22
	26

	Hard
	26
	30

	Impossible
	34
	38


Zonaladin entry skill checks:  O  O  O  (see pgs. 8 & 9)

Zonaladin exit skill checks:  O  O  O  (see pgs. 8 & 9)

Entry Suspicion Points1:

Exit Suspicion Points4:

Checks2



Success

Failure (entry/exit)

Special Note
Bribery (Hard Bluff or Diplomacy):

success = nothing
failure = 1 Suspicion point/1 point
* Zonaladin doesn't accept bribes (see gifts)

Flattery (Hard Bluff or Diplomacy):

success = 1 check
failure = nothing/1 point

Gifts (Easy Diplomacy):


success = 1 check
failure = nothing/1 point

* Zonaladin accepts fine food or drink

Glory (Moderate Bluff or Diplomacy):

success = 1 check
failure = nothing/1 point

Intimidation (Impossible Intimidate):

success = 1 Suspicion
failure = 2 Suspicion points/2 points
* Zonaladin cannot be intimidated

Storytelling (Moderate Perform [oratory]):

success = 1 check
failure = nothing/1 point

Temptation (Moderate Bluff or Diplomacy):
success = 1 check
failure = nothing/1 point

* Zonaladin abandons his post if this check is successful3
Other (Moderate or Hard, GM's discretion)

Kindness:

heal hp dmg or 1 negative condition = 1 check
heal all = -1 Suspicion point

1 If the PCs accumulate 10 or more points Zonaladin refuses to speak with them.  He attacks if they attempt to force their way into the tower.
2 If the PCs exceed the DC of at least one of the skill checks by 5 or more, Zonaladin gifts the treasure from his lair (see pg. 10).
3 If the PCs convince Zonaladin to abandon his post they avoid the final encounter with him and Suspicion Points do not come into play.
4 See suspicion charts below.
Special note:  If the PCs attack or antagonize Zonaladin, he seeks refuge in his lair (and at high tier seals the entrance with stone shape).  He returns to ambush the party as they exit the tower (see pg. 19).
The Thousandth Spire
The tower contains eight floors.  There are no sources of illumination within, with the exception of area B2.  The floors of the Spire are made of smooth stone, and the walls are made of reinforced masonry with the exception of area B2 which is composed of iron bricks mortared together with lead.
Runevault
The Runevault is a finite plane that extends for 100 feet from the pedestal in area C4 with normal gravity, time, and magic.
Suspicion Grows
	Suspicion Points
	Results

	0-2
	Zonaladin is polite but wary.  He asks pointed questions but tries to avoid making an explicit accusation.

	3-5
	Zonaladin is curt but non-violent.  He phrases his questions to nettle the PCs' pride, hoping to trick them into revealing their "true" motives.  Increase all skill check DCs in this encounter by 2.

	6-8
	Zonaladin is edgy and has already convinced himself that the PCs are actually cultists, rakshasas, assassins, or worse.  He viciously interrogates the party, making absurd accusations and interrupting the PCs should they attempts to defend themselves.  Increase all skill check DCs in this encounter by 4.

	9+
	Zonaladin attacks the PCs without waiting for an explanation.


Other Sources of Suspicion
· +1 point if the PCs refuse to show Zonaladin any of the spire's treasures, including the rune plates.

· +1 point if a PC casts a spell during the discussion without first getting Zonaladin's permission.

· +1 point for every uncontrolled outsider the PCs summoned and allowed to escape the tower via means other than teleportation (which Zonaladin would have no way to know about.

· +3 points if the hounds of Tindalos interrupt the conversation; Zonaladin quickly assumes that the hounds are in league with the PCs.

· +6 points if the Pcs attacked Zonaladin when they first met him.

· -2 points if the PCs show Zonaladin the false rune plates and convince him that they are genuine;  Zonaladin easily detects the forgery and finds it extremely amusing that anyone would be tricked by the fake plates, but he brushes off his mirth as exultation that the tower's evil will be banished forever.
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ZONALADIN  [male adult copper dragon in area A2, subtier 7-8]

Knowledge (arcana) 21

CR 11
Bright, shining copper scales run from the horn-crowned head to the ridged tail of this long-winged dragon.
CG Large dragon (earth)
Init +5 [+4/+2]; Senses dragon senses; Perception +22 [+21]
Aura frightful presence (180 ft., DC 21)
DEFENSE
AC 29 [28/26], touch 10 [9/7], flat-footed 28 (+1 [+0/-2] Dex, +19 natural, -1 size)
hp 172 [167, currently 138] (15d12+75)
Fort +14 [+13], Ref +10 [+8/+6], Will +13 [+12]
Defensive Abilities uncanny dodge; DR 5/magic; Immune acid, paralysis, sleep; SR 23
OFFENSE
Speed 40 ft. [20 ft.], fly 200 ft. [100 ft.] (poor), climb stone [can't charge or run]
Melee bite +21 [+19/+17] (2d6+10 [+9/+6]/19-20), 2 claws +21 [+19/+17] (1d8+7 [+6/+4]/19-20), 2 wings +16 [+14/+12] (1d6+3 [+2]), tail slap +16 [+14/+12] (1d8+10 [+9/+6])
Space 10 ft.; Reach 5 ft. (10 ft. with bite)
Special Attacks breath weapon (80-ft. line, DC 22 [Reflex], 12d6 acid), slow breath (40-ft. cone, DC 22 [Fortitude], slowed for 1d6+6 rounds)
Spell-Like Abilities (CL 15th [14th]; concentration +19 [+18])


At will – grease (DC 15), hideous laughter (DC 16), stone shape
Spells Known (CL 7th [6th] concentration +11 [+10])


3rd (5/day [2 remain]) – dispel magic, major image (DC 17)


2nd (7/day [2 remain]) – glitterdust (DC 16), invisibility, phantom trap

1st (7/day [2 remain]) – alarm, identify, magic missile, shield, silent image (DC 15)


0 (at will) – detect magic, ghost sound (DC 14), light, message, open/close, prestidigitation, read magic
TACTICS
Before Combat Zonaladin begins combat with the fatigued condition, a negative level, and only two remaining spells per level due to his long vigil and earlier battles against the cult of Lissala.  This imparts upon him a -2 penalty to Strength and Dexterity, as well as a -1 penalty on all ability checks, attack rolls, combat maneuver checks, Combat Maneuver Defense, saving throws, and skill checks, and reduces his caster level by 1 when determining level-dependent values using spells or spell-like abilities.  The reduction of his maximum hit points has already been calculated into his statistics above.  These afflictions, which Zonaladin does not have the capability to remove himself, reduce his Challenge Rating by 1.  [The modified statistics are presented in brackets (4 player adjustment).]
During Combat Zonaladin is a cautious fighter and attempts to slow as many enemies as possible before retreating to one of the columns rising from the ravine.  From there he harasses the PCs with his breath weapon while physically incapacitating anyone who can reach him.  He closes with serious ranged threats to trip and disarm them.
Morale Zonaladin's enjoyment of combat lasts only so long as he is healthy and has an advantage.  If reduced to 30 hit points or fewer or made incapable of fighting effectively, he flees, planning to heal and face the Pathfinders when they exit the Thousandth Spire.
STATISTICS
Str 25 [23/19], Dex 12 [10/6], Con 21, Int 18, Wis 19, Cha 18
Base Atk +15; CMB +23 [+21/+19]; CMD 34 [31/27] (38 [35/31] vs. trip)
Feats Combat Expertise, Greater Trip, Improved Critical (bite, claw), Improved Initiative, Improved Trip, Power Attack, Vital Strike
Skills Bluff +22 [+21], Craft (traps) +28 [+27], Diplomacy +22 [+21], Fly +13 [+11/+9], Perception +22 [+21], Perform (comedy) +19 [+18], Sense Motive +22 [+21], Spellcraft +22 [+21], Stealth +15 [+13/+11], Use Magic Device +22 [+21]
Languages Common, Draconic, Elven, Gnome, Halfling
SQ trap master
SPECIAL ABILITIES
Breath Weapon (Su)  Using a breath weapon is a standard action.  A dragon can use its breath weapon once every 1d4 rounds, even if it possesses more than one breath weapon.  A breath weapon always starts at an intersection adjacent to the dragon and extends in a direction of the dragon's choice.  Breath weapons come in two shapes, lines and cones, whose areas vary with the dragon's size.  If a breath weapon deals damage, those caught in the area can attempt Reflex saves to take half damage.  The save DC against a breath weapoon is 10 + 1/2 dragon's HD + dragon's Con modifier.  Saves against various breath weapons use the same DC; the type of saving throw is noted in the variety descriptions.  A dragon can use its breath weapon when it is grappling or being grappled.
Climb Stone (Ex) A copper dragon can climb on stone surfaces as though using the spider climb spell.
Frightful Presence (Ex) This special quality makes the creature's very presence unsettling to foes.  It functions in a 150 foot aura surrounding the dragon, and the duration is 5d6 rounds.  This ability affects only opponents with fewer Hit Dice than the dragon has.  An opponent can resist the effect with a successful Will save (DC 10 + 1/2 the frightful creature's racial HD + the frightful creautre's Cha modifier; the exact DC is given in the creature's descriptive text).  On a failed save, the opponent is shaken, or panicked if it has 4 Hit Dice or fewer.  An opponent that succeeds on the saving throw is immune to that same creature's frightful presence for 24 hours.
Slow Breath (Su) Instead of a line of acid, a copper dragon can breathe a cone of slowing gas.  Those in the cone must make a fortitude save or be slowed (as per the spell slow) for 1d6 rounds plus 1 round per age category of the dragon.
Trap Master (Ex) A juvenile or older copper dragon receives a +1 bonus per age category on Craft (traps) and Perception checks made to locate a trap.  Upon becoming a mature adult, he can also use Disable Device to disarm magic traps as if he had the rogue's Trapfinding class feature.
	Flying Maneuver
	Fly DC (+13 [+11/+9])

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

Blindsense (Ex):  Using nonvisual senses, such as acute smell or hearing, a creature with blindsense notices things it cannot see.  The creature usually does not need to make Perception checks to pinpoint the location of a creature within range of its blindsense ability, provided that it has line of effect to that creature.  Any opponent the creature cannot see still has total concealment against the creature with blindsense, and the creature still has the normal miss chance when attacking foes that have concealment.  Visibility still affects the movement of a creature with blindsense.  A creature with blindsense is still denied its Dexterity bonus to Armor Class against attacks from creatures it cannot see.
Combat Expertise (-4 atk, +4 AC):  You can choose to take a -1 penalty on melee attack rolls and combat maneuver checks to gain a +1 dodge bonus to your Armor Class.  When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the dodge bonus increases by +1.  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.
Dragon Senses (Ex):  Dragons have darkvision 120 ft. and blindsense 60 ft.  They see four times as well as a human in dim light and twice as well in normal light.
Greater Trip:  You receive a +2 bonus on checks made to trip a foe.  This bonus stacks with the bonus granted by Improved Trip.  Whenever you successfully trip an opponent, that opponent provokes attacks of opportunity.
Improved Trip:  You do not provoke an attack of opportunity when performing a trip combat maneuver.  In addition, you receive a +2 bonus on checks made to trip a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to trip you.
Power Attack [-4 atk/+12 dmg, bite, primary (1-1/2 Str); -4 atk/+8 dmg, claws, primary; -4 atk/+4 dmg, tail, secondary; -4 atk/+4 dmg, wings, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Slow:  Creatures affected by this spell are staggered and can take only a single move action or standard action each turn, but not both (nor may it take full-round actions).  Additionally, it takes a -1 penalty on attack rolls, AC, and Reflex saves.  A slowed creature moves at half its normal speed (round down to the next 5-foot increment), which affects the creature's jumping distance as normal for decreased speed.  Multiple slow effects don't stack.  Slow counters and dispels haste.
Uncanny Dodge (Ex)  A young or older copper dragon can react to danger before his senses would normally allow him to do so.  He cannot be caught flat-footed, nor does he lose his Dex bonus to AC if the attacker is invisible.  He still loses his Dexterity bonus to AC if immobilized.  A copper dragon with this ability can still lose his Dexterity bonus to AC if an opponent successfully uses the feint action against him.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.

Spell-Like Abilities (CL 15th [14th]; concentration +19 [+18])
Grease [conjuration (creation); 60 ft. range; 1 object or 10-ft. square; 15 [14] mins.]:  DC 15 Reflex to creatures in area of spell when cast or fall 
prone; can move through at 1/2 normal speed requiring DC 10 Acrobatics check to walk through (failure means can't move that round, fail 
by 5 or more falls prone); if used to coat unattended object, automatically successful; held item gets DC 15 Reflex save or is dropped; 
attempt to pick up or use item requires save each round or is dropped; creature with greased armor or clothing gains +10 circumstance 
bonus on Escape Artist checks and combat maneuver checks made escape grapple and to CMD to avoid being grappled
Hideous Laughter [enchantment (compulsion) [mind-affecting]; 60 ft. range; 1 creature; 15 [14] rounds; DC 16 Will negates]:  falls prone; can't take 
actions but isn't helpless; gets another save end 2nd turn if takes full-round action (success=ends, failure=full duration); Int 2 or lower 
unaffected; +4 bonus for creatures of different type than caster
Stone Shape [transmutation [earth]; touch; stone or stone touched, up to 25 [24] cu. ft.]:  form existing piece of stone into any shape; fine details not 
possible
Spells Known (CL 7th [6th] concentration +11 [+10])
Dispel Magic [abjuration; 170 [160] ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Ghost Sound [illusion (figment); 40 ft. range; illusory sounds; 7 [6] rounds; DC 14 Will disbelief]:  creates noise = 28 [24] normal humans (loud 
monster = 16 humans)
Glitterdust [conjuration (creation); 170 [160] ft. range; creatures or objects within 10-ft.-radius spread; 7 [6] rounds; DC 16 Will negates (blinding 
only)]:  creatures blinded and invisible things visibly outlined; cannot be removed and sparkles until duration ends; each round at end of 
their turn blinded creatures get new save; dust covered creatures take -40 penalty to Stealth
Invisibility [illusion (glamer); personal or touch; you or creature or object weighing no more than 100 lbs./lvl; 7 [6] mins.]:  you and gear 
become invisible (excluding items that extend >10 feet from person); items dropped become visible; items picked up and tucked into 
clothing or pouches disappears; light from light source carried still visible even if source isn't; not silenced and certain conditions (like 
swimming) can render detectable; gain +40 bonus on Stealth check while stationary and +20 while moving; effect ends if directly attack 
foe or indirectly attack using area effects; causing harm indirectly, such as summoning monster that then attacks, doesn't end effect
Magic Missile [evocation [force]; 170 [160] ft. range; up to 4 [3] creatures, no 2 more than 15 ft. apart]:  4 [3] missiles dealing 1d4+1 force dmg each
Major Image [illusion (figment); 680 [640] ft. range; visual figment within 11 [10] 10-ft. cubes; concentration + 3 rounds; DC 17 Will disbelief (if 
interacted with)]: creates illusion of object, creature, or force including sound, smell, and thermal illusions; while concentrating can move 
image within range; image disappears when struck by opponent unless cause to react appropriately
Shield [abjuration [force]; personal; you; 7 [6] mins. (D)]:  +4 shield bonus; applies against incorporeal touch attacks; negates magic missile
Silent Image [illusion (figment); 680 [640] ft. range; visual figment within 11 [10] 10-ft. cubes; concentration; DC 15 Will disbelief (if interacted 
with)]:  creates illusion of object, creature, or force without sound, smell, texture, or temperature; while concentrating can move image 
within size of effect
ZONALADIN  [male old copper dragon in area A2, subtier 10-11]

Knowledge (arcana) 24

CR 14
Bright, shining copper scales run from the horn-crowned head to the ridged tail of this long-winged dragon.
CG Huge dragon (earth)
Init +4 [+3/+1]; Senses dragon senses; Perception +27 [+25]
Aura frightful presence (240 ft., DC 24); slow (5 ft., DC 25, 1 round)
DEFENSE
AC 33 [32/30], touch 8 [7/5], flat-footed 33 (+0 [-1/-3] Dex, +25 natural, -2 size)
hp 237 [227, currently 190] (19d12+114)
Fort +17 [+15], Ref +11 [+8/+6], Will +16 [+14]
Defensive Abilities uncanny dodge; DR 10/magic; Immune acid, paralysis, sleep; SR 26
OFFENSE
Speed 40 ft. [20 ft.], fly 200 ft. [100 ft.] (poor), climb stone [can't charge or run]
Melee bite +26 [+23/+21] (2d8+13 [+12/+9]/19-20), 2 claws +26 [+23/+21] (2d6+9 [+8/+6]/19-20), 2 wings +21 [+18/+16] (1d8+4 [+3]), tail slap +21 [+18/+16] (2d6+13 [+12/+9])
Space 15 ft.; Reach 10 ft. (15 ft. with bite)
Special Attacks breath weapon (100-ft. line, DC 25 [Reflex], 16d6 acid), crush (Small creatures, 2d8+13 [+12/+9], DC 20 [Reflex]), slow breath (50-ft. cone, DC 22 [Fortitude], slowed for 1d6+8 rounds)
Spell-Like Abilities (CL 19th [17th]; concentration +24 [+22])


At will – grease (DC 16), hideous laughter (DC 17), stone shape, transmute mud to rock (DC 20), transmute rock to mud (DC 20)
Spells Known (CL 11th [9th] concentration +16 [+14])


5th (5/day [2 remain]) – feeblemind (DC 20), phantasmal web (DC 21)


4th (7/day [2 remain]) – confusion (DC 19), hallucinatory terrain (DC 20), resilient sphere (DC 19)


3rd (7/day [2 remain]) – dispel magic, heroism, major image (DC 19), wind wall

2nd (7/day [2 remain]) – glitterdust (DC 17), invisibility, phantom trap, resist energy, see invisibility

1st (8/day [2 remain]) – alarm, identify, magic missile, shield, silent image (DC 17)


0 (at will) – dancing lights, detect magic, ghost sound (DC 16), light, mage hand, message, open/close, prestidigitation, read magic
TACTICS
Before Combat Zonaladin begins combat with the fatigued condition, a negative level, and only two remaining spells per level due to his long vigil and earlier battles against the cult of Lissala.  The penalty to Str and Dex from fatigue and the reduction of maximum hit points and CMD from his negative levels have already been applied to his statistics.  Additionally, he suffers a -2 penalty on ability checks, attack rolls, combat maneuver checks, saving throws, and skill checks from his negative levels, which has not been reflected in his stats.  These penalties, which Zonaladin has no way to remove himself, reduce his Challenge Rating by 1.  [The modified statistics are presented in brackets (4 player adjustment).]
During Combat Zonaladin is a cautious fighter and attempts to slow as many enemies as possible before retreating to one of the columns rising from the ravine.  There he harasses the PCs with his breath weapon while physically incapacitating anyone who can reach him.  He closes with serious ranged threats to trip and disarm them.
Morale Zonaladin's enjoyment of combat lasts only so long as he is healthy and has an advantage.  If reduced to 30 hit points or fewer or made incapable of fighting effectively, he flees back to his lair, hoping to heal and await the Pathfinders' exit from the Thousandth Spire.
STATISTICS
Str 29 [27/23], Dex 10 [8/4], Con 23, Int 20, Wis 21, Cha 20
Base Atk +19; CMB +30 [+27/+25] (+34 [+31/+29] trip); CMD 40 [36/32] (46 [42/38] vs. trip)
Feats Combat Expertise, Greater Trip, Improved Critical (bite, claw), Improved Initiative, Improved Trip, Improved Vital Strike, Power Attack, Spell Focus (Illusion), Vital Strike
Skills Bluff +27 [+25], Craft (traps) +35 [+33], Diplomacy +27 [+25], Fly +14 [+11/+9], Knowledge (arcana) +27 [+25], Knowledge (history) +27 [+25], Perception +27 [+25] (+35 [+33] vs. traps), Perform (comedy) +24 [+22], Sense Motive +27 [+25], Spellcraft +27 [+25], Use Magic Device +27 [+25]; Racial Modifiers +8 Perception vs. traps
Languages Common, Draconic, Dwarven, Elven, Gnome, Halfling
SQ trap master
SPECIAL ABILITIES
Breath Weapon (Su)  Using a breath weapon is a standard action.  A dragon can use its breath weapon once every 1d4 rounds, even if it possesses more than one breath weapon.  A breath weapon always starts at an intersection adjacent to the dragon and extends in a direction of the dragon's choice.  Breath weapons come in two shapes, lines and cones, whose areas vary with the dragon's size.  If a breath weapon deals damage, those caught in the area can attempt Reflex saves to take half damage.  The save DC against a breath weapoon is 10 + 1/2 dragon's HD + dragon's Con modifier.  Saves against various breath weapons use the same DC; the type of saving throw is noted in the variety descriptions.  A dragon can use its breath weapon when it is grappling or being grappled.
Climb Stone (Ex) A copper dragon can climb on stone surfaces as though using the spider climb spell.
Frightful Presence (Ex) This special quality makes the creature's very presence unsettling to foes.  It functions in a 150 foot aura surrounding the dragon, and the duration is 5d6 rounds.  This ability affects only opponents with fewer Hit Dice than the dragon has.  An opponent can resist the effect with a successful Will save (DC 10 + 1/2 the frightful creature's racial HD + the frightful creautre's Cha modifier; the exact DC is given in the creature's descriptive text).  On a failed save, the opponent is shaken, or panicked if it has 4 Hit Dice or fewer.  An opponent that succeeds on the saving throw is immune to that same creature's frightful presence for 24 hours.
Slow Aura (Su) An old or older copper dragon is surrounded by an aura of slowness.  All creatures within 5 feet of the dragon must make a Will save or be affected as per slow for 1 round.  An ancient dragon's aura extends to 10 feet.  For great wyrm copper dragons, those opponents that fail their saves are slowed for 1d4 rounds.  The DC of this save is equal to the dragon's breath weapon.  A copper dragon can suppress or activate this aura at will as a free action.
Slow Breath (Su) Instead of a line of acid, a copper dragon can breathe a cone of slowing gas.  Those in the cone must make a fortitude save or be slowed (as per the spell slow) for 1d6 rounds plus 1 round per age category of the dragon.
Trap Master (Ex) A juvenile or older copper dragon receives a +1 bonus per age category on Craft (traps) and Perception checks made to locate a trap.  Upon becoming a mature adult, he can also use Disable Device to disarm magic traps as if he had the rogue's Trapfinding class feature.
	Flying Maneuver
	Fly DC (+14 [+11/+9])

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" force (75-174 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+) level winds.

Blindsense (Ex):  Using nonvisual senses, such as acute smell or hearing, a creature with blindsense notices things it cannot see.  The creature usually does not need to make Perception checks to pinpoint the location of a creature within range of its blindsense ability, provided that it has line of effect to that creature.  Any opponent the creature cannot see still has total concealment against the creature with blindsense, and the creature still has the normal miss chance when attacking foes that have concealment.  Visibility still affects the movement of a creature with blindsense.  A creature with blindsense is still denied its Dexterity bonus to Armor Class against attacks from creatures it cannot see.
Combat Expertise (-5 atk, +5 AC):  You can choose to take a -1 penalty on melee attack rolls and combat maneuver checks to gain a +1 dodge bonus to your Armor Class.  When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the dodge bonus increases by +1.  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.
Dragon Senses (Ex):  Dragons have darkvision 120 ft. and blindsense 60 ft.  They see four times as well as a human in dim light and twice as well in normal light.
Greater Trip:  You receive a +2 bonus on checks made to trip a foe.  This bonus stacks with the bonus granted by Improved Trip.  Whenever you successfully trip an opponent, that opponent provokes attacks of opportunity.
Improved Trip:  You do not provoke an attack of opportunity when performing a trip combat maneuver.  In addition, you receive a +2 bonus on checks made to trip a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to trip you.
Improved Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack three times and add the results together before adding bonuses from Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
Power Attack [-5 atk/+15 dmg, bite, primary (1-1/2 Str); -5 atk/+10 dmg, claws, primary; -5 atk/+5 dmg, tail, secondary; -5 atk/+5 dmg, wings, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Slow:  Creatures affected by this spell are staggered and can take only a single move action or standard action each turn, but not both (nor may it take full-round actions).  Additionally, it takes a -1 penalty on attack rolls, AC, and Reflex saves.  A slowed creature moves at half its normal speed (round down to the next 5-foot increment), which affects the creature's jumping distance as normal for decreased speed.  Multiple slow effects don't stack.  Slow counters and dispels haste.
Uncanny Dodge (Ex)  A young or older copper dragon can react to danger before his senses would normally allow him to do so.  He cannot be caught flat-footed, nor does he lose his Dex bonus to AC if the attacker is invisible.  He still loses his Dexterity bonus to AC if immobilized.  A copper dragon with this ability can still lose his Dexterity bonus to AC if an opponent successfully uses the feint action against him.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.

Spell-Like Abilities (CL 19th [17th]; concentration +24 [+22])
Grease [conjuration (creation); 70 [65] ft. range; 1 object or 10-ft. square; 15 [14] mins.]:  DC 15 Reflex to creatures in area of spell when cast or fall prone; can move through at 1/2 normal speed 
requiring DC 10 Acrobatics check to walk through (failure means can't move that round, fail by 5 or more falls prone); if used to coat unattended object, automatically successful; held 
item gets DC 15 Reflex save or is dropped; attempt to pick up or use item requires save each round or is dropped; creature with greased armor or clothing gains +10 circumstance bonus 
on Escape Artist checks and combat maneuver checks made escape grapple and to CMD to avoid being grappled
Hideous Laughter [enchantment (compulsion) [mind-affecting]; 70 [65] ft. range; 1 creature; 15 [14] rounds; DC 16 Will negates]:  falls prone; can't take actions but isn't helpless; gets another save 
end 2nd turn if takes full-round action (success=ends, failure=full duration); Int 2 or lower unaffected; +4 bonus for creatures of different type than caster
Stone Shape [transmutation [earth]; touch; stone or stone touched, up to 25 [24] cu. ft.; instantaneous]:  form existing piece of stone into any shape; fine details not possible
Transmute Mud to Rock [transmutation [earth]; 290 [270] ft. range; up to 38 [34] 10-ft. cubes (S); permanent; DC 20 Reflex avoids]:  transforms normal mud or quicksand of any depth into soft stone; 
any creature in mud allowed Reflex save to escape before area is hardened; counters and dispels transmute rock to mud

Transmute Rock to Mud [transmutation [earth]; 290 [270] ft. range; up to 38 [34] 10-ft. cubes (S); permanent]:  turns natural, uncut, or unworked nonmagical rock into equal volume of mud, no deeper 
than 10 ft.; creature unable free itself sinks until hip- or chest- deep, reducing speed to 5 ft. with -2 penalty on atk and AC; mud remains until dispel magic or transmute mud to rock 
restores substance but not necessarily form; counters and dispels transmute mud to rock
Spells Known (CL 11th [9th] concentration +16 [+14])
Confusion [enchantment (compulsion) [mind-affecting]; 210 [190] ft. range; all creatures in 15-ft.-radius burst; 11 [9] rounds; DC 19 Will negates]:  causes confusion in targets (roll on table at start of 
each round); if can't carry out action babbles incoherently; if attacked automatically attacks attacker next round (if still confused); won't make attacks of opportunity against creature not 
currently attacking
Dispel Magic [abjuration; 210 [190] ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + spell's CL); if successful (= or >), spell ends; if 

not, compare result to spell w/next highest CL until successful or fail to dispel every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); 

success suppresses magical properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Feeblemind [enchantment (compulsion) [mind-affecting]; 210 [190] ft. range; 1 creature; instantaneous; DC 20 Will negates]:  target creature's Int and Cha drop to 1; unable use Int- and Cha-based 
skills, cast spells, understand language, or communicate coherently; knows friend from foe and can follow and protect; remains until heal, limited wish, miracle, or wish used to cancel 
effect; arcane caster takes -4 penalty on their save
Ghost Sound [illusion (figment); 50 [45] ft. range; illusory sounds; 11 [9] rounds; DC 16 Will disbelief]:  creates noise = 44 [36] normal humans (loud monster = 16 humans, roaring dragon = 32 
humans)
Glitterdust [conjuration (creation); 210 [190] ft. range; creatures or objects within 10-ft.-radius spread; 11 [9] rounds; DC 17 Will negates (blinding only)]:  creatures blinded and invisible things 
visibly outlined; cannot be removed and sparkles until duration ends; each round at end of their turn blinded creatures get new save; dust covered creatures take -40 penalty to Stealth
Hallucinatory Terrain [illusion (glamer); 10 minute casting; 840 [760] ft. range; 11 [9] 30-ft. cubes (S); 22 [18] hrs.; DC 20 Will disbelief (if interacted with)]:  makes natural terrain look, sound and 
smell like other natural terrain; structures, equipment, and creatures within not hidden or changed in appearance
Heroism [enchantment (compulsion) [mind-affecting]; touch; creature touched; 110 [90] mins.]:  +2 morale bonus on atk, saves, and skill checks
Invisibility [illusion (glamer); personal or touch; you or creature or object weighing no more than 100 lbs./lvl; 11 [9] mins.]:  you and gear become invisible (excluding items that extend >10 feet from 
person); items dropped become visible; items picked up and tucked into clothing or pouches disappears; light from light source carried still visible even if source isn't; not silenced and 
certain conditions (like swimming) can render detectable; gain +40 bonus on Stealth check while stationary and +20 while moving; effect ends if directly attack foe or indirectly attack 
using area effects; causing harm indirectly, such as summoning monster that then attacks, doesn't end effect
Magic Missile [evocation [force]; 210 [190] ft. range; up to 5 creatures, no 2 more than 15 ft. apart]:  5 missiles dealing 1d4+1 force dmg each
Major Image [illusion (figment); 840 [760] ft. range; visual figment within 15 [13] 10-ft. cubes; concentration + 3 rounds; DC 19 Will disbelief (if interacted with)]:  creates illusion of object, creature, 
or force including sound, smell, and thermal illusions; while concentrating can move image within range; image disappears when struck by opponent unless cause to react appropriately
Phantasmal Web [illusion (phantasm) [mind-affecting]; 210 [190] ft. range; 11 [9] creatures, no 2 more than 30 ft. apart; 11 [9] rounds (D); DC 21 Will disbelief, then Fortitude partial]:  implant 
illusion being engulfed in web with swarms of spiders; failure to disbelieve treated as if in web spell; Fort save beginning each turn or nauseated by phantasmal spiders; since web is 
illusory can't be burned or destroyed and provides no cover to target (although foes of target gain concealment); can't escape by moving or teleporting, only by freedom of movement 
(although doesn't negate concealment or nausea); target perceives everyone around them also engulfed, but has no effect on those unaffected (and can assist target(s) to disbelieve)
Resilient Sphere [evocation [force]; 50 [45] ft. range; 11 [9]-ft.-diameter sphere, centered around a creature; 11 [9] mins. (D); DC 19 Reflex negates]:  globe of shimmering force encloses creature (if 
small enough to fit inside) for duration; dispel magic or mage's disjunction can dispel; contact with sphere of annihilation, rod of cancellation, or disintegrate spell instantly destroys; 
damaged by spells, weapons, and supernatural abilities as normal (has hardness 30 and 220 [180] hps); subject inside breaths normally; sphere can't be moved from within or without; 
breath weapons and spells can't pass through; teleport and similar effects can bypass; blocks material and ethereal creatures; gaze attacks can operate through resilient sphere

Resist Energy [abjuration; touch; creature touched; 110 [90] minutes]:  resist energy 10 against 1 chosen energy type (acid, cold, electricity, fire, or sonic)
See Invisibility [divination; personal; you 110 [90] mins. (D)]:  can see invisible or ethereal objects or beings within your range of vision as if were normally visible; creatures visible as translucent 
shapes, allowing to discern difference between visible, invisible, and ethereal creatures; doesn't reveal illusions or enable you to see through opaque objects; doesn't reveal hiding, 
concealed, or otherwise hard to see creatures
Shield [abjuration [force]; personal; you; 11 [9] mins. (D)]:  +4 shield bonus; applies against incorporeal touch attacks; negates magic missile
Silent Image [illusion (figment); 840 [760] ft. range; visual figment within 15 [13] 10-ft. cubes; concentration; DC 17 Will disbelief (if interacted with)]:  creates illusion of object, creature, or force 
without sound, smell, texture, or temperature; while concentrating can move image within size of effect
Wind Wall [evocation [air]; 210 [190] ft. range; wall up to 110 [90] ft. long and 55 [45] ft. high (S); 11 [9] rounds]:  2-ft.-thick blast of rising air; tears papers and similar materials from creatures hands 
(Reflex save allowed); loose materials and cloth garments fly upward; blows away birds smaller than eagle; tiny and small flying creatures can't pass through; arrows and bolts deflect 
upward and miss; other non-siege ranged weapons have 30% miss chance; gases, most gaseous breath weapons, and creatures in gaseous form can't pass through
HOUNDS OF TINDALOS  [3 (2 with 3-4 players) in tier 7-8]

Knowledge (planes) 17


CR 7
This gaunt, long-limbed quadruped has huge, soulless eyes and a toothy maw.  The lean creature moves with a predatory grace.
NE Medium outsider (evil, extraplanar)
Init +9; Senses darkvision 120 ft.; Perception +18
DEFENSE
AC 20, touch 15, flat-footed 15 (+5 Dex, +5 natural)
hp 85 (10d10+30)
Fort +10, Ref +12, Will +8
DR 10/magic; Immune mind-affecting effects, poison
OFFENSE
Speed 40 ft.
Melee bite +15 (2d6+3), 2 claws +15 (1d8+3)
Special Attacks ripping gaze
Spell-Like Abilities (CL 10th; concentration +13)

Constant – air walk

At will – fog cloud, invisibility, locate creature

3/day – dimensional anchor, discern location, greater scrying (DC 20), haste, slow (DC 16)
TACTICS
Before Combat The hounds patiently use divination spells to track the PCs and wait to strike until there are vulnerable or isolated targets on the first floor.  The hounds then cast haste before using their angled entry ability to strike the PCs from two or more directions at once.  If the PCs are about to solve the puzzle in are B3, the hounds attack even without any advantage.
During Combat The hounds stay mobile, using their angled entry ability to teleport away from melee threats and harry spellcasters and other ranged threats.
Morale Though eager to hunt, a hound of Tindalos uses its angled entry ability to escape combat if reduced to 15 hp or less.  A hound also attempts to escape if all other hounds have fled or been killed, though it fights to the death if unable to use angled entry.  [Survivors try to pick off separated PCs, especially those lost in the teleporters.]
STATISTICS
Str 17, Dex 21, Con 16, Int 16, Wis 21, Cha 16
Base Atk +10; CMB +13; CMD 28 (32 vs. trip)
Feats Blind-Fight, Combat Reflexes, Improved Initiative, Vital Strike, Weapon Finesse
Skills Acrobatics +18 (+22 jump), Intimidate +16, Knowledge (arcana) +16, Knowledge (geography) +13, Knowledge (planes) +16, Perception +18, Sense Motive +18, Stealth +18 [+38 when moving, +58 when stationary invisible], Survival +18
Languages Aklo
SQ angled entry, otherworldly mind
SPECIAL ABILITIES
Angled Entry (Su) Hounds of Tindalos move through the dimensions in ways other creatures cannot comprehend.  They may use greater teleport (self only) once per round as a swift action and plane shift (self only) 3/day as a standard action (caster level 10th).  A Hound of Tindalos can use these powers anywhere, but its destination point must be adjacent to a fixed angle or corner in the physical environment, such as a wall, floor, or ceiling (as determined by the GM); temporary angles created by cloth, flesh, or Small items are not sufficient.  It cannot use these abilities to enter curved architecture or open outdoor environments.
Otherworldly Mind (Ex) Any non-outsider attempting to read the thoughts of a Hound of Tindalos or communicate with it telepathically takes 5d6 points of nonlethal damage and must make a DC 18 Will save or become confused for 2d4 rounds.  This is a mind-affecting effect.  The save DC is Charisma-based.
Ripping Gaze (Su) 5d6 slashing damage, 30 feet, Fortitude DC 18 negates.  A creature that succeeds on its save is immune to that hound's gaze for 24 hours.  Damage caused by a ripping gaze can be defeated by damage reduction, but it bypasses DR/magic and slashing.  The save DC is Charisma-based.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Combat Reflexes [+5, 6/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.

Spell-Like Abilities (CL 10th; concentration +13)
Air Walk [transmutation [air]]:  walks on air as solid ground; max. angle 45 degrees (at 1/2 normal speed); at end of turn 21+ mph wind blows walker 
5 ft. for each 5 mph 
in direction of wind (subject to additional effects from exceptionally strong or turbulent winds); when spell expires (or dispelled) floats down 60 ft./round for 
1d6 rounds
Dimensional Anchor [abjuration; 200 ft. range; ray; 10 mins.]:  ranged touch attack; creature or object struck blocked from extradimensional travel; includes blink, 
dimensional door, plane shift, shadow walk, teleport and similar spell-like abilities; doesn't block movement of creatures already ethereal or astral; doesn't 
block extradimensional perception or attacks; summoned creatures still disappear when spell expires
Discern Location [divination; 10 minute casting; unlimited range; 1 creature or object; instantaneous]:  can only prevent with mind blank or divine interference; reveals 
name of creature or object's location; must have seen creature or have item once belonged to; must have touched object at least once
Fog Cloud [conjuration (creation); 200 ft. range; fog spreads in 20-ft. radius; 100 mins.]:  fog billows out from designated point obscuring all sight, including darkvision 
beyond 5 ft.; creature within 5 ft. has concealment (20% miss), farther away total concealment (50% miss and can't use sight to locate target; moderate wind 
(11+ mph) disperses in 4 rounds; strong wind (21+ mph) disperses in 1 round
Greater Scrying [divination (scrying); magical sensor; 10 hours; DC 20 Will negates]:  can observe creature at any distance; spell fails with successful save (see chart for 
modifiers); +5 bonus on save if subject on another plane; can see and hear subject and surroundings (approx. 10 ft. in all directions with caster's visual acuity) 
with failed save; sensor moves with subject at speed of up to 150 ft.; detect chaos/evil/good/law/magic, message, read magic, and tongues function reliably 
through sensor; failure to scry makes target immune for 24 hrs.
	Knowledge
	Will Save Mod.
	Connection
	Will Save Mod.

	None*
	+10
	Likeness or picture
	-2

	Secondhand (you have heard of the subject)
	+5
	Possession or garment
	-4

	Firsthand (you have met the subject)
	+0
	Body part, lock of hair, bit of nail, etc.
	-10

	Familiar (you know the subject well)
	-5
	* You must have some sort of connection (see above) to a creature of which you have no knowledge.


Haste [transmutation; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; 10 rounds]:  full attack allows extra attack (at full BAB) with 1 natural or manufactured 
weapon; gain +1 atk and +1 dodge to AC and Reflex saves (loss of Dex bonus to AC removes other dodge bonuses); all modes of movement increase by 30 ft. 
(enhancement bonus) up to 2x normal speed (inc. jump); multiple haste effects don't stack; dispels and counters slow

Invisibility [illusion (glamer); personal or touch; you or creature or object weighing no more than 100 lbs./lvl; 11 [9] mins.]:  you and gear become invisible (excluding 
items that extend >10 feet from person); items dropped become visible; items picked up and tucked into clothing or pouches disappears; light from light source 
carried still visible even if source isn't; not silenced and certain conditions (like swimming) can render detectable; gain +40 bonus on Stealth check while 
stationary and +20 while moving; effect ends if directly attack foe or indirectly attack using area effects; causing harm indirectly, such as summoning monster 
that then attacks, doesn't end effect
Locate Creature [divination; 100 mins.]:  slowly turn and sense when facing direction of creature if in range; know which direction creature moving; can locate creature 
type or specific creature known to caster (must have seen type within 30 ft. at least once); running water blocks spell; can't detect objects; can be fooled by 
mislead, nondetection, and polymorph spells
Slow [transmutation; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; 10 rounds; DC 16 Will negates]:  creatures affected are staggered; take -1 penalty on atk rolls, 
AC, and Reflex saves; moves at 1/2 normal speed; doesn't stack with other slow effects; counters and dispels haste
ADVANCED HOUNDS OF TINDALOS  [6 (4 with 3-4 players) in tier 10-11]
Knowledge (planes) 18

CR 8
This gaunt, long-limbed quadruped has huge, soulless eyes and a toothy maw.  The lean creature moves with a predatory grace.
NE Medium outsider (evil, extraplanar)
Init +11; Senses darkvision 120 ft.; Perception +20
DEFENSE
AC 24, touch 17, flat-footed 17 (+7 Dex, +7 natural)
hp 105 (10d10+50)
Fort +12, Ref +14, Will +10
DR 10/magic; Immune mind-affecting effects, poison
OFFENSE
Speed 40 ft.
Melee bite +17 (2d6+5), 2 claws +17 (1d8+5)
Special Attacks ripping gaze
Spell-Like Abilities (CL 10th; concentration +15)

Constant – air walk

At will – fog cloud, invisibility, locate creature

3/day – dimensional anchor, discern location, greater scrying (DC 22), haste, slow (DC 18)
TACTICS
Before Combat The hounds patiently use divination spells to track the PCs and wait to strike until there are vulnerable or isolated targets on the first floor.  The hounds then cast haste before using their angled entry ability to strike the PCs from two or more directions at once.  If the PCs are about to solve the puzzle in are B3, the hounds attack even without any advantage.
During Combat The hounds stay mobile, using their angled entry ability to teleport away from melee threats and harry spellcasters and other ranged threats.
Morale Though eager to hunt, a hound of Tindalos uses its angled entry ability to escape combat if reduced to 20 hp or less.  A hound also attempts to escape if all other hounds have fled or been killed, though it fights to the death if unable to use angled entry.  [Survivors try to pick off separated PCs, especially those lost in the teleporters.]
STATISTICS
Str 21, Dex 25, Con 20, Int 20, Wis 25, Cha 20
Base Atk +10; CMB +15; CMD 32 (36 vs. trip)
Feats Blind-Fight, Combat Reflexes, Improved Initiative, Vital Strike, Weapon Finesse
Skills Acrobatics +20 (+24 jump), Intimidate +18, Knowledge (arcana) +18, Knowledge (geography) +15, Knowledge (planes) +18, Perception +20, Sense Motive +20, Stealth +20 [+40 when moving, +60 when stationary invisible], Survival +20
Languages Aklo
SQ angled entry, otherworldly mind
SPECIAL ABILITIES
Angled Entry (Su) Hounds of Tindalos move through the dimensions in ways other creatures cannot comprehend.  They may use greater teleport (self only) once per round as a swift action and plane shift (self only) 3/day as a standard action (caster level 10th).  A Hound of Tindalos can use these powers anywhere, but its destination point must be adjacent to a fixed angle or corner in the physical environment, such as a wall, floor, or ceiling (as determined by the GM); temporary angles created by cloth, flesh, or Small items are not sufficient.  It cannot use these abilities to enter curved architecture or open outdoor environments.
Otherworldly Mind (Ex) Any non-outsider attempting to read the thoughts of a Hound of Tindalos or communicate with it telepathically takes 5d6 points of nonlethal damage and must make a DC 20 Will save or become confused for 2d4 rounds.  This is a mind-affecting effect.  The save DC is Charisma-based.
Ripping Gaze (Su) 5d6 slashing damage, 30 feet, Fortitude DC 20 negates.  A creature that succeeds on its save is immune to that hound's gaze for 24 hours.  Damage caused by a ripping gaze can be defeated by damage reduction, but it bypasses DR/magic and slashing.  The save DC is Charisma-based.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Combat Reflexes [+7, 8/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Vital Strike:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.

Spell-Like Abilities (CL 10th; concentration +15)
Air Walk [transmutation [air]]:  walks on air as solid ground; max. angle 45 degrees (at 1/2 normal speed); at end of turn 21+ mph wind blows walker 5 ft. for each 5 mph 
in direction of wind (subject to additional effects from exceptionally strong or turbulent winds); when spell expires (or dispelled) floats down 60 ft./round for 
1d6 rounds
Dimensional Anchor [abjuration; 200 ft. range; ray; 10 mins.]:  ranged touch attack; creature or object struck blocked from extradimensional travel; includes blink, 
dimensional door, plane shift, shadow walk, teleport and similar spell-like abilities; doesn't block movement of creatures already ethereal or astral; doesn't 
block extradimensional perception or attacks; summoned creatures still disappear when spell expires
Discern Location [divination; 10 minute casting; unlimited range; 1 creature or object; instantaneous]:  can only prevent with mind blank or divine interference; reveals 
name of creature or object's location; must have seen creature or have item once belonged to; must have touched object at least once
Fog Cloud [conjuration (creation); 200 ft. range; fog spreads in 20-ft. radius; 100 mins.]:  fog billows out from designated point obscuring all sight, including darkvision 
beyond 5 ft.; creature within 5 ft. has concealment (20% miss), farther away total concealment (50% miss and can't use sight to locate target; moderate wind 
(11+ mph) disperses in 4 rounds; strong wind (21+ mph) disperses in 1 round
Greater Scrying [divination (scrying); magical sensor; 10 hours; DC 22 Will negates]:  can observe creature at any distance; spell fails with successful save (see chart for 
modifiers); +5 bonus on save if subject on another plane; can see and hear subject and surroundings (approx. 10 ft. in all directions with caster's visual acuity) 
with failed save; sensor moves with subject at speed of up to 150 ft.; detect chaos/evil/good/law/magic, message, read magic, and tongues function reliably 
through sensor; failure to scry makes target immune for 24 hrs.
	Knowledge
	Will Save Mod.
	Connection
	Will Save Mod.

	None*
	+10
	Likeness or picture
	-2

	Secondhand (you have heard of the subject)
	+5
	Possession or garment
	-4

	Firsthand (you have met the subject)
	+0
	Body part, lock of hair, bit of nail, etc.
	-10

	Familiar (you know the subject well)
	-5
	* You must have some sort of connection (see above) to a creature of which you have no knowledge.


Haste [transmutation; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; 10 rounds]:  full attack allows extra attack (at full BAB) with 1 natural or manufactured 
weapon; gain +1 atk and +1 dodge to AC and Reflex saves (loss of Dex bonus to AC removes other dodge bonuses); all modes of movement increase by 30 ft. 
(enhancement bonus) up to 2x normal speed (inc. jump); multiple haste effects don't stack; dispels and counters slow

Invisibility [illusion (glamer); personal or touch; you or creature or object weighing no more than 1000 lbs.; 10 mins.]:  you and gear become invisible (excluding items that 
extend >10 feet from person); items dropped become visible; items picked up and tucked into clothing or pouches disappears; light from light source carried 
still visible even if source isn't; not silenced and certain conditions (like swimming) can render detectable; gain +40 bonus on Stealth check while stationary 
and +20 while moving; effect ends if directly attack foe or indirectly attack using area effects; causing harm indirectly, such as summoning monster that then 
attacks, doesn't end effect
Locate Creature [divination; 100 mins.]:  slowly turn and sense when facing direction of creature if in range; know which direction creature moving; can locate creature 
type or specific creature known to caster (must have seen type within 30 ft. at least once); running water blocks spell; can't detect objects; can be fooled by 
mislead, nondetection, and polymorph spells
Slow [transmutation; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; 10 rounds; DC 18 Will negates]:  creatures affected are staggered; take -1 penalty on atk rolls, 
AC, and Reflex saves; moves at 1/2 normal speed; doesn't stack with other slow effects; counters and dispels haste
GLYBWEOTE [both tiers*], YGGIRIMINI [tier 10-11], AUTUMIOTHEP [tier 10-11, 5+ players] [Female and male imentesh proteans]






Knowledge (arcana) 19/18



CR 10
[Androsphinx Sphinx] This regal, bird-winged lion has a human's head, clad in the golden raiment of a powerful pharaoh.
[Gynosphinx Sphinx] This creature has the body of a lion, the wings of a falcon, and the head and torse of a beautiful human woman.
CN Large outsider (chaotic, extraplanar, protean, shapechanger)
Init +7; Senses darkvision 60 ft., low-light vision; Perception +20
DEFENSE
AC 18, touch 12, flat-footed 15 (+3 Dex, +6 natural, -1 size)
hp 123 (13d10+52)
Fort +12, Ref +7, Will +14
OFFENSE
Speed 40 ft., fly 60 ft. (poor)
Melee 2 claws +20 (2d6+8 plus grab)
Space 10 ft.; Reach 5 ft.
Special Attacks pounce, rake (2 claw +20, 2d6+8 plus grab), roar (DC 19) [Glybweote only], sneak attack +4d6
Spell-Like Abilities (CL 10th; concentration +15)

Constant – detect law, tongues

At will – dimension door (self plus 50 lbs. of objects only), make whole, major creation, shatter (DC 17), shrink item

3/day – chaos hammer (DC 19), dispel magic, slow (DC 18)


1/day – break enchantment, dispel law (DC 20), haste, polymorph any object (DC 23)
TACTICS
Before Combat The proteans only prepare for combat by casting haste when they hear the PCs returning from areas C2 and C3.  Their statistics reflect their abilities in sphinx form, though Yggirimini and Autumiothep do not have the roar special attack granted to Glybweote by her androsphinx form.
During Combat The proteans attempt to catch a PCs off guard with sneak attacks and their sphinx forms' pounce ability.  Glybweote then uses her androsphinx form's roar ability to disable as many PCs as possible.  She either continues to roar or attacks any active PCs.  If reduced to 40 hp or less, a protean reverts back to its natural form as a free action, benefitting from a CL 13th heal effect in the process, before resuming the fight.
Morale Krune bound the proteans to the Runevault with the task of protecting the true adamantine rune plates until his return.  As a result, they fight to the death.
Base Statistics When not in the form of a sphinx, the proteans have the base statistics of a normal imentesh protean presented in the Pathfinder RPG Bestiary 2.  [see next entry]
STATISTICS
Str 26, Dex 17, Con 18, Int 23, Wis 18, Cha 21
Base Atk +13; CMB +22 (+26 grapple); CMD 35 (39 vs. trip)
Feats Combat Expertise, Combat Reflexes, Improved Feint, Improved Initiative, Iron Will, Multiattack, Persuasive
Skills Acrobatics +19, Bluff +21, Diplomacy +25, Disable Device +16, Fly -3, Intimidate +25, Knowledge (arcana) +22, Knowledge (nature) +19, Knowledge (planes) +22, Knowledge (religion) +19, Perception +20, Sense Motive +20, Stealth +15, Swim +7
Languages Abyssal, Protean; tongues
SQ change shape (greater polymorph)
SPECIAL ABILITIES
Roar (Su) An androsphinx can roar up to three times per day as a standard action.  Each progressive roar has a different effect, depending upon whether it is the first, second, or third of the androphinx's roars for that day.  All of these roars are sonic effects that fill a 60-foot-radius burst, centered on the androsphinx; the save DCs are Charisma-based.  Sphinxes are immune to all of the effects of an androsphinx's roars.
· First Roar:  Affected creatures become frightened for 2d6 rounds (DC 19 Will negates).  This is a mind-affecting fear effect in addition to being a sonic effect.
· Second Roar:  Affected creatures are paralyzed with fear and deafened for 1d4 rounds (DC 19 Will negates).  This is a mind-affecting fear effect in addition to being a sonic effect.
· Third Roar:  Affected creatures take a 2d4 penalty to Strength for 2d4 rounds and take 2d8 points of sonic damage.  Creatures smaller than the androphinx are knocked prone.  A DC 19 Fortitude save negates the Strength penalty and being knocked prone.

* In subtier 7-8 with 3 or 4 players there is a 50% chance each round Glybweote is staggered for 1 round by unshakable torpor.
Amorphous Anatomy (Ex):  A protean's vital organs shift and change shape and position constantly.  This grants it a 50% chance to ignore additional damage caused by critical hits and sneak attacks, and grants it immunity to polymorph effects (unless the protean is a willing target).  A protean automatically recovers from physical blindness or deafness after 1 round by growing new sensory organs to replace those that were compromised.
Blindsense (Ex):  Using nonvisual senses, such as acute smell or hearing, a creature with blindsense notices things it cannot see.  The creature usually does not need to make Perception checks to pinpoint the location of a creature within range of its blindsense ability, provided that it has line of effect to that creature.  Any opponent the creature cannot see still has total concealment against the creature with blindsense, and the creature still has the normal miss chance when attacking foes that have concealment.  Visibility still affects the movement of a creature with blindsense.  A creature with blindsense is still denied its Dexterity bonus to Armor Class against attacks from creatures it cannot see.
Combat Expertise [-4 atk & CM / +4 dodge AC]:  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.
Combat Reflexes [+3, 4/round]:  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Feint:  Feinting is a standard action.  To feint, make a Bluff skill check.  The DC of this check is equal to 10 + your opponent's base attack bonus + your opponent's Wisdom modifier.  If your opponent is trained in Sense Motive, the DC is instead equal to 10 + your opponent's Sense Motive bonus, if higher.  If successful, the next melee attack you make against the target does not allow him to use his Dexterity bonus to AC (if any).  This attack must be made on or before your next turn.  When feinting against a non-humanoid you take a -4 penalty.  Against a creature of animal Intelligence (1 or 2), you take a -8 penalty.  Against a creature lacking an Intelligence score, it's impossible.  Feinting in combat does not provoke attacks of opportunity.
Grab (Ex): If a creature with this special attack hits with the indicated attack (usually a claw or bite attack), it deals normal damage and attempts to start a grapple as a free action without provoking an attack of opportunity.  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.  The creature has the option to conduct the grapple normally, or simply use the part of its body it used in the grab to hold the opponent.  If it chooses to do the latter, it takes a -20 penalty on its CMB check to make and maintain the grapple, but does not gain the grappled condition itself.  A successful hold does not deal any extra damage unless the creature also has the constrict special attack.  If the creature does not constrict, each successful grapple check it makes during successive rounds automatically deals the damage indicated for the attack that established the hold.  Otherwise, it deals constriction damage as well (the amount is given in the creature's descriptive text).  Creature's with the grab special attack receive a +4 bonus on combat maneuver checks made to start or maintain a grapple.
Improved Feint:  You can make a Bluff check to feint in combat as a move action.
Pounce (Ex):  When a creature with this special attack makes a charge, it can make a full attack (including rake attacks if the creature also has the rake ability).
Rake (Ex):  A creature with this special attack gains extra natural attacks under certain conditions, typically when it grapples its foe.  In addition to the options available to all grapplers, a monster with the rake ability gains two free claw attacks that it can use only against a grappled foe.  The bonus and damage caused by these attacks is included in the creature's description.  A monster with the rake ability must begin its turn already grappling to use its rake – it can't begin a grapple and rake in the same turn.

Spell-Like Abilities (CL 10th; concentration +15)
Chaos Hammer [evocation [chaotic]; 200 ft. range; 20-ft.-radius burst; instantaneous (1d6 rounds); DC 19 Will partial]:  lawful creatures take 5d8 
dmg (10d6 to lawful outsiders) and slows them for 1d6 rounds; successful save for 1/2 dmg and negates slow; neutral creatures aren't 
slowed and take 1/2 dmg with failed save and 1/4 with successful save 
Dimension Door [conjuration (teleportation); 800 ft. range; you and touched objects (up to 50 lbs.); instantaneous]:  instantly transfer self (and 
objects) to any spot within range; afterwards can't take any actions after until next turn; if arrive in place occupied by solid body take 1d6 
dmg and shunted to random open space on suitable surface within 100 ft.
Dispel Law [abjuration [chaotic]; touch; you and touched lawful creature from another plane, or you and enchantment or lawful spell on touched 
creature or object; 10 rounds or until discharged, whichever comes first; DC 20 Will negates]:  gain +4 deflection bonus to AC vs. attacks 
by lawful creatures; successful melee touch vs. lawful extraplanar drives back to home plane and ends spell (creature negates with 
successful save); touch automatically dispels enchantment cast by lawful creature or any 1 lawful spell and ends spell (must be dispellable 
with dispel magic, saving throws and SR don't apply)
Dispel Magic [abjuration; 200 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Haste [transmutation; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; 10 rounds]:  full attack allows extra attack (at full BAB) with 1 natural or 
manufactured weapon; gain +1 atk and +1 dodge to AC and Reflex saves (loss of Dex bonus to AC removes other dodge bonuses); all 
modes of movement increase by 30 ft. (enhancement bonus) up to 2x normal speed (inc. jump); multiple haste effects don't stack; dispels 
and counters slow
Slow [transmutation; 50 ft. range; 10 creatures, no 2 more than 30 ft. apart; 10 rounds; DC 18 Will negates]:  creatures affected are staggered; take -1 
penalty on atk rolls, AC, and Reflex saves; moves at 1/2 normal speed; doesn't stack with other slow effects; counters and dispels haste

	Flying Maneuver
	Fly DC (-3/+9)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to the ground due to a mid-air collision with an object of your size or greater
	25


· Suffers a -2 penalty in "Strong" (21-30 mph) winds.

· Suffers a -4 penalty in "Severe" (31-50 mph) winds.

· Suffers a -8 penalty in "Windstorm" (51-74 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Hurricane" force (75-174 mph) winds.  Suffers a -12 Fly penalty.

· Must succeed on a DC 25 Fly check in "Tornado" force (175+ mph) winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -16 Fly penalty.

GLYBWEOTE [both tiers*], YGGIRIMINI [tier 10-11], AUTUMIOTHEP [tier 10-11, 5+ players] [Female and male imentesh proteans]





Knowledge (planes) 20



CR 10
This serpentine creature has the lower body of a snake, a humanoid torso, and a bird-like head and claws.
CN Large outsider (chaotic, extraplanar, protean, shapechanger)
Init +7; Senses blindsense 30 ft., darkvision 60 ft.; Perception +20
DEFENSE
AC 25, touch 12, flat-footed 22 (+3 Dex, +13 natural, -1 size)
hp 123 (13d10+52); fast healing 5
Fort +12, Ref +7, Will +14
Defensive Abilities amorphous anatomy, freedom of movement; DR 10/lawful; Immune acid, polymorph; Resist electricity 10, sonic 10; SR 21
OFFENSE
Speed 30 ft., fly 30 ft. (perfect), swim 30 ft.
Melee bite +19 (2d6+7), 2 claws +19 (1d8+7), tail +17 (1d8+3 plus grab)
Space 10 ft.; Reach 10 ft.
Special Attacks constrict [see grab] (1d8+7), inflict warpwave, sneak attack +4d6
Spell-Like Abilities (CL 10th; concentration +15)

Constant – detect law, tongues

At will – dimension door (self plus 50 lbs. of objects only), make whole, major creation, shatter (DC 17), shrink item

3/day – chaos hammer (DC 19), dispel magic, slow (DC 18)


1/day – break enchantment, dispel law (DC 20), haste, polymorph any object (DC 23)
TACTICS
Before Combat The proteans only prepare for combat by casting haste when they hear the PCs returning from areas C2 and C3.  Their statistics reflect their abilities in sphinx form, though Yggirimini and Autumiothep do not have the roar special attack granted to Glybweote by her androsphinx form.
During Combat The proteans attempt to catch a PCs off guard with sneak attacks and their sphinx forms' pounce ability.  Glybweote then uses her androsphinx form's roar ability to disable as many PCs as possible.  She either continues to roar or attacks any active PCs.  If reduced to 40 hp or less, a protean reverts back to its natural form as a free action, benefitting from a CL 13th heal effect in the process, before resuming the fight.
Morale Krune bound the proteans to the Runevault with the task of protecting the true adamantine rune plates until his return.  As a result, they fight to the death.
STATISTICS
Str 24, Dex 17, Con 18, Int 23, Wis 18, Cha 21
Base Atk +13; CMB +21 (+25 grapple); CMD 34 (can't be tripped)
Feats Combat Expertise, Combat Reflexes, Improved Feint, Improved Initiative, Iron Will, Multiattack, Persuasive
Skills Acrobatics +19, Bluff +21, Diplomacy +25, Disable Device +16, Fly +9, Intimidate +25, Knowledge (arcana) +22, Knowledge (planes) +22, Knowledge (any two [nature, religion]) +19, Perception +20, Sense Motive +20, Stealth +15, Swim +15; Racial Modifiers +8 Swim
Languages Abyssal, Protean; tongues
SQ change shape (greater polymorph)
SPECIAL ABILITIES
Inflict Warpwave (Su) As a standard action, an imentesh can inflict a warpwave upon any corporeal creature within 100 feet.  The target can resist the warpwave's effects with a DC 20 Fortitude save.  If the imentesh wishes, it can use this ability as a swift action, but if it does so, it is affected by the warpwave as well unless it resists the effects with its own Fortitude save.  See page 213 [Bestiary 2] for a list of possible effects caused by a warpwave.  The save DC is Constitution-based.

	d20
	Warpwave effect

	1
	Target takes 2 Strength damage.

	2
	Target takes 2 Dexterity damage.

	3
	Target takes 2 Constitution damage.

	4
	Target takes 2 Intelligence damage.

	5
	Target takes 2 Wisdom damage.

	6
	Target takes 2 Charisma damage.

	7
	Target gains 1 negative level.

	8
	Target is blinded or deafened for 1d4 rounds.

	9
	Target is confused for 1d4 rounds.

	10
	Target is entangled by filaments of energy for 1d4 rounds.

	11
	Target becomes fatigued (or exhausted if already fatigued).

	12
	Target becomes nauseated for 1d4 rounds.

	13
	Target is stunned for 1d4 rounds.

	14
	Target is sickened for 1d4 rounds.

	15
	Target is staggered for 1d4 rounds.

	16
	Target gains 4d6 temporary hit points.

	17
	Target is affected by a heal spell (CL = protean's CR).

	18
	Target is turned to stone.

	19
	Target is affected by baleful polymorph (CL = protean's CR).

	20
	Portions of target's body burst with energy of a random type (choose between acid, cold, electricity, or fire), dealing 4d6 points of damage of the appropriate type to the target.


* In subtier 7-8 with 3 or 4 players there is a 50% chance each round Glybweote is staggered for 1 round by unshakable torpor. 
ENTROPIC GELATINOUS CUBE


Knowledge (dungeoneering) 13



CR 3
Bits of broken weapons, coins, and a partially digested skeleton are visible inside this quivering cube of slime.
N Large ooze
Init -5; Senses blindsight 60 ft., darkvision 60 ft.; Perception -5
DEFENSE
AC 4, touch 4, flat-footed 4 (-5 Dex, -1 size)
hp 50 (4d8+32)
Fort +9, Ref -4, Will -4
Immune electricity, ooze traits; Resist acid 5, fire 5
OFFENSE
Speed 15 ft.
Melee slam +2 (1d6 plus 1d6 acid)
Space 10 ft.; Reach 5 ft.
Special Attacks engulf, paralysis, smite law (1/day)
STATISTICS
Str 10, Dex 1, Con 26, Int –, Wis 1, Cha 1
Base Atk +3; CMB +4; CMD 9 (can't be tripped)
SQ transparent
SPECIAL ABILITIES
Acid (Ex) A gelatinous cube's acid does not harm metal or stone.
Engulf (Ex) Although it moves slowly, a gelatinous cube can simply engulf large or smaller creatures in its path as a standard action.  It cannot make a slam attack during a round in which it engulfs.  The gelatinous cube merely has to move over the opponents, affecting as many as it can cover.  Opponents can make attacks of opportunity against the cube, but if they do so they are not entitled to a saving throw.  Those who do not attempt attacks of opportunity can attempt a DC 12 Reflex save to avoid being engulfed – on a success, they are pushed back or aside (opponent's choice) as the cube moves forward.  Engulfed creatures are subject to the cube's paralysis and acid, gain the pinned condition, are in danger of suffocating, and are trapped within its body until they are no longer pinned.  The save DC is Strength-based.
Paralysis (Ex) A gelatinous cube secretes an anesthetizing slime.  A target hit by a cube's melee or engulf attack must succeed on a DC 20 Fortitude save or be paralyzed for 3d6 rounds.  The cube can automatically engulf a paralyzed opponent.  The save DC is Constitution-based.
Transparent (Ex) Due to its lack of coloration, a gelatinous cube is difficult to discern.  A DC 15 Perception check is required to notice a motionless gelatinous cube.  Any creature that fails to notice a gelatinous cube and walks into it is automatically engulfed.

Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Smite Law (Su):  Once per day, an entropic gelatinous cube can call upon the forces of chaos.  As a swift action, it chooses one target within sight to smite.  If this target is lawful, the creature adds its Charisma bonus [+0] on his attack rolls and adds its HD [+4] on all damage rolls made against the target of its smite.  If the target of smite law is an outsider with the lawful subtype, a lawful aligned dragon, or a lawful creature with levels of cleric or paladin, the bonus to damage on the first successful attack increases to 2 points of damage per HD the smiter possesses [+8].  If the entropic gelatinous cube targets a creature that is not lawful, the smite is wasted with no effect.  The smite law effect remains until the target of the smite is dead or the next time the cube rests and regains his uses of this ability.
ADVANCED ENTROPIC GELATINOUS CUBE

Knowledge (dungeoneering) 14



CR 4
Bits of broken weapons, coins, and a partially digested skeleton are visible inside this quivering cube of slime.
N Large ooze
Init -3; Senses blindsight 60 ft., darkvision 60 ft.; Perception -3
DEFENSE
AC 6, touch 4, flat-footed 6 (-5 Dex, +2 natural, -1 size)
hp 50 (4d8+32)
Fort +11, Ref -2, Will -2
Immune electricity, ooze traits; Resist acid 5, fire 5
OFFENSE
Speed 15 ft.
Melee slam +4 (1d6+2 plus 1d6 acid)
Space 10 ft.; Reach 5 ft.
Special Attacks engulf, paralysis, smite law (1/day)
STATISTICS
Str 14, Dex 5, Con 30, Int –, Wis 5, Cha 5
Base Atk +3; CMB +2; CMD 13 (can't be tripped)
SQ transparent
SPECIAL ABILITIES
Acid (Ex) A gelatinous cube's acid does not harm metal or stone.
Engulf (Ex) Although it moves slowly, a gelatinous cube can simply engulf large or smaller creatures in its path as a standard action.  It cannot make a slam attack during a round in which it engulfs.  The gelatinous cube merely has to move over the opponents, affecting as many as it can cover.  Opponents can make attacks of opportunity against the cube, but if they do so they are not entitled to a saving throw.  Those who do not attempt attacks of opportunity can attempt a DC 12 Reflex save to avoid being engulfed – on a success, they are pushed back or aside (opponent's choice) as the cube moves forward.  Engulfed creatures are subject to the cube's paralysis and acid, gain the pinned condition, are in danger of suffocating, and are trapped within its body until they are no longer pinned.  The save DC is Strength-based.
Paralysis (Ex) A gelatinous cube secretes an anesthetizing slime.  A target hit by a cube's melee or engulf attack must succeed on a DC 20 Fortitude save or be paralyzed for 3d6 rounds.  The cube can automatically engulf a paralyzed opponent.  The save DC is Constitution-based.
Transparent (Ex) Due to its lack of coloration, a gelatinous cube is difficult to discern.  A DC 15 Perception check is required to notice a motionless gelatinous cube.  Any creature that fails to notice a gelatinous cube and walks into it is automatically engulfed.

Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.
Smite Law (Su):  Once per day, an entropic gelatinous cube can call upon the forces of chaos.  As a swift action, it chooses one target within sight to smite.  If this target is lawful, the creature adds its Charisma bonus [+0] on his attack rolls and adds its HD [+4] on all damage rolls made against the target of its smite.  If the target of smite law is an outsider with the lawful subtype, a lawful aligned dragon, or a lawful creature with levels of cleric or paladin, the bonus to damage on the first successful attack increases to 2 points of damage per HD the smiter possesses [+8].  If the entropic gelatinous cube targets a creature that is not lawful, the smite is wasted with no effect.  The smite law effect remains until the target of the smite is dead or the next time the cube rests and regains his uses of this ability.

Animate Dream 

This indistinct figure suddenly takes on a nightmarish shape, not quite human or animal or fiend.
	Animate Dream

	CR 8


	XP 4,800
NE Medium outsider (extraplanar, incorporeal)
Init +4; Senses darkvision 60 ft.; Perception +17

DEFENSE
AC 20, touch 20, flat-footed 15 (+5 deflection, +4 Dex, +1 dodge)
hp 90 (12d10+24)
Fort +10, Ref +8, Will +12
Defensive Abilities incorporeal; SR 19 

OFFENSE
Speed fly 40 ft. (perfect)
Melee incorporeal touch +16 (6d8 negative energy plus nightmare curse)
Spell-Like Abilities (CL 12th; concentration +17) 
3/day—deep slumber (DC 18), dimension door, nightmare (DC 20)
1/day—confusion (DC 19), fear (DC 19), phantasmal killer (DC 19) 

STATISTICS
Str —, Dex 18, Con 15, Int 10, Wis 15, Cha 21
Base Atk +12; CMB +16; CMD 32
Feats Blind-Fight, Combat Casting, Dodge, Flyby Attack, Iron Will, Mobility
Skills Bluff +20, Fly +12, Intimidate +20, Knowledge (planes) +15, Perception +17, Sense Motive +17, Stealth +19
Languages telepathy 100 ft. 

SPECIAL ABILITIES

Nightmare Curse (Ex)

An animate dream’s touch puts horrifying visions in the target’s mind.

Curse—incorporeal touch; save Will DC 21; frequency 1/day; effect 1d4 Wisdom drain and target is fatigued; cure 3 consecutive saves or dispel evil, dream, or remove curse.
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