#2-02 Before the Dawn: Rescue at Azlant Ridge

Tier 1-2

Akt1
Captain Calgredine CR 2
Male human fighter 3

NE Medium humanoid (human)
Init +2; Senses Perception +0
Defense
AC 19, touch 12, flat-footed 17 (+5 armor, +2 Dex, +2 shield)
hp 25 (3d10+9)
Fort +5, Ref +4, Will +4; +1 vs. fear
Defensive Abilities bravery +1
Offense
Speed 30 ft.; can move at normal speed in Medium armor
Melee mwk lance +8 (1d8+3/x3) or shortsword +6 (1d6+3/19–20)
Ranged shortbow +5 (1d6/x3)
Tactics
During Combat Calgredine rides into combat and charges the PC he can see who’s wearing the most armor. He tries to ride by

and circle around to repeat the action throughout the rest of combat. If surrounded, Calgredine dismounts and fights with

his shortsword.
Morale Calgredine is a brute, but he’s not stupid. If his men are slain and there’s no escape for him, he surrenders.
Statistics
Str 17, Dex 14, Con 13, Int 12, Wis 10, Cha 8
Base Atk +3; CMB +6; CMD 18
Feats Iron Will, Mounted Combat, Ride-By Attack, Toughness, Weapon Focus (lance)
Skills Handle Animal +4, Intimidate +4, Ride +6, Survival +5
Languages Common, Polyglot
SQ armor training 1
Gear +1 chain shirt, masterwork heavy steel shield, masterwork lance, shortbow with 20 arrows, shortsword, scroll tube (scroll

of cure moderate wounds, scroll of magic missile, scroll of shield), signal whistle, 1,800 gp

Apsis Consortium Mercenaries (3) CR 1/3
Male or female human warrior 1

N Medium humanoid (human)
Init +2; Senses Perception +0
Defense
AC 15, touch 12, flat-footed 13 (+3 armor, +2 Dex)
hp 6 each (1d10+1)
Fort +3, Ref +2, Will +0
Offense
Speed 30 ft.
Melee shortspear +1 (1d6)
Ranged longbow +3 (1d8/x3)
Tactics
During Combat The mercenaries ride around the periphery of the camp, firing wildly at the PCs.
Morale As long as Captain Calgredine is alive, the mercenaries fight to the death. If Calgredine goes down, they flee.
Statistics
Str 11, Dex 15, Con 12, Int 9, Wis 10, Cha 8
Base Atk +1; CMB +1; CMD 13
Feats Mounted Archery, Mounted Combat
Skills Intimidate +3, Ride +6
Languages Common
Gear masterwork studded leather, longbow with 20 arrows, shortspear, 9 gp

Aspis Consortium Horses (4) CR 1  --  NOT COMBAT TRAINED --
N Large animal
Init +2; Senses low-light vision, scent; Perception +6
Defense
AC 11, touch 11, flat-footed 9 (+2 Dex, –1 size)
hp 15 (2d8+6)
Fort +6, Ref +5, Will +1
Offense
Speed 50 ft.
Melee 2 hooves –2 (1d4+1)
Space 10 ft.; Reach 5 ft.
Statistics
Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7
Base Atk +1; CMB +5; CMD 17 (21 vs. trip)
Feats Endurance, RunB
Skills Perception +6
SQ docile
Special Abilities
Docile (Ex) Unless specifically trained for combat (see the Handle Animal skill on page 97 of the Pathfinder RPG Core Rulebook), a horse’s hooves are treated as secondary attacks.
Act 2

B8 Stasis Chambers
Skeleton (6)
XP 135
NE Medium undead
Init +6; Senses darkvision 60 ft.; Perception +0
Defense
AC 16, touch 12, flat-footed 14 (+2 armor, +2 Dex, +2 natural)
hp 4 (1d8)
Fort +0, Ref +2, Will +2
DR 5/bludgeoning; Immune cold, undead traits
Offense
Speed 30 ft.
Melee broken scimitar +0 (1d6), claw –3 (1d4+1) or 2 claws +2 (1d4+2)
Statistics
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10
Base Atk +0; CMB +2; CMD 14
Feats Improved InitiativeB
Gear broken chain shirt, broken scimitar


Act 3 

Wave 1, Wave 2, Wave 3 same encounters
Charau-Ka (2-4) CR 2
CE Small humanoid (charau-ka)
Init +1; Senses darkvision 60 ft., low-light vision, scent;

Perception +2
Defense
AC 14, touch 12, flat-footed 13 (+1 Dex, +2 natural, +1 size)
hp 19 (3d8+6)
Fort +3, Ref +2, Will +2
Offense
Speed 30 ft., climb 30 ft.
Melee club +5 (1d4+3), bite +0 (1d3+1)
Ranged rock +5 (1d4+2/19–20)
Special Attacks shrieking frenzy, thrown weapon mastery
Tactics
During Combat The charau-ka immediately go into a frenzy, throwing themselves at the nearest PC with reckless abandon.
Morale The charau-ka fight to the death. If their champion falls, they flee.
Statistics
Str 15, Dex 13, Con 14, Int 8, Wis 12, Cha 11
Base Atk +2; CMB +3; CMD 14
Feats Point Blank Shot, Precise Shot, Throw AnythingB
Skills Climb +14, Fly +0, Perception +2, Stealth +10; Racial

Modifiers +4 Stealth
Languages Abyssal, Polyglot
Special Abiliti es
Shrieking Frenzy (Su) Once per day, a charau-ka can enter a state of shrieking frenzy as a free action. While in this state, the charauka automatically fails Stealth checks and cannot speak or cast spells that use verbal components (or use items that require

command words to activate), but functions as if under the effects of a haste spell. The charau-ka can continue shrieking for up to 3

rounds, after which it is staggered for 1 round.
Thrown Weapon Mastery (Ex) Charau-ka are masters of thrown weapons. All charau-ka gain Throw Anything as a bonus feat.

In addition, a charau-ka gains a +1 racial bonus on all thrown weapons, and the threat range for thrown weapons is doubled,

as if the charau-ka possessed the Improved Critical feat for all thrown weapons. This effect doesn’t stack with any other effect

that expands the threat range of a weapon.
Tier 3-4 

Akt 1

Captain Calgredine CR 4
Male human fighter 5

NE Medium humanoid (human)
Init +2; Senses Perception +0
Defense
AC 19, touch 12, flat-footed 17 (+5 armor, +2 Dex, +2 shield)
hp 42 (5d10+15)
Fort +6, Ref +4, Will +2; +1 vs. fear
Defensive Abilities bravery +1
Offense
Speed 30 ft.; can move at normal speed in Medium armor
Melee +1 lance +11 (1d8+7/x3) or shortsword +9 (1d6+4/19–20)
Ranged shortbow +7 (1d6/x3)
Tactics
During Combat Calgredine rides into combat and charges whichever PC he can see who is wearing the most armor.

He then tries to ride by and circle around to charge again, repeating this tactic throughout the rest of the combat. If

he is surrounded, Calgredine dismounts from his horse and fights with his shortsword.
Morale Calgredine is a brute, but he’s not stupid. If his men are slain and there’s no escape for him, he surrenders.
Statistics
Str 18, Dex 14, Con 13, Int 12, Wis 10, Cha 8
Base Atk +5; CMB +9; CMD 21
Feats Iron Will, Mounted Combat, Ride-By Attack, Spirited Charge, Toughness, Weapon Focus (lance), Weapon

Specialization (lance)
Skills Handle Animal +5, Intimidate +5, Ride +9, Survival +7
Languages Common, Polyglot
SQ armor training 1
Gear +1 chain shirt, masterwork heavy steel shield, +1 lance, shortbow with 20 arrows, shortsword, scroll tube (scroll of cure

moderate wounds, scroll of fireball, scroll of magic missile, scroll of shield), signal whistle, 1,800 gp
Aspis Consortium Mercenaries (3) CR 1/2
Male or female human warrior 2

N Medium humanoid (human)
Init +2; Senses Perception +0
Defense
AC 15, touch 12, flat-footed 13 (+3 armor, +2 Dex)
hp 13 each (2d10+2)
Fort +4, Ref +2, Will +0
Offense
Speed 30 ft.
Melee shortspear +2 (1d6)
Ranged longbow +4 (1d8/x3)
Tactics
During Combat The mercenaries ride around the periphery of the camp, firing wildly at the PCs.
Morale As long as Captain Calgredine is alive, the mercenaries fight to the death. If Calgredine goes down, they flee.
Statistics
Str 11, Dex 15, Con 12, Int 9, Wis 10, Cha 8
Base Atk +2; CMB +2; CMD 14
Feats Mounted Archery, Mounted Combat
Skills Intimidate +3, Profession (mercenary) +4, Ride +5
Languages Common
Combat Gear tanglefoot bags (2); Other Gear masterwork studded leather, longbow with 20 arrows, shortspear, 39 gp
Aspis Consortium Horses (4) CR 1  --  NOT COMBAT TRAINED --
N Large animal
Init +2; Senses low-light vision, scent; Perception +6
Defense
AC 11, touch 11, flat-footed 9 (+2 Dex, –1 size)
hp 15 (2d8+6)
Fort +6, Ref +5, Will +1
Offense
Speed 50 ft.
Melee 2 hooves –2 (1d4+1)
Space 10 ft.; Reach 5 ft.
Statistics
Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7
Base Atk +1; CMB +5; CMD 17 (21 vs. trip)
Feats Endurance, RunB
Skills Perception +6
SQ docile
Special Abilities
Docile (Ex) Unless specifically trained for combat (see the Handle Animal skill on page 97 of the Pathfinder RPG Core Rulebook), a horse’s hooves are treated as secondary attacks.

Akt 2

B8 Stasis Chamber
Ghoul  (6)
CR 1 
XP 400
CE Medium undead
Init +2; Senses darkvision 60 ft.; Perception +7
Defense
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural)
hp 13 (2d8+4)
Fort +2, Ref +2, Will +5
Defensive Abilities channel resistance +2
Offense
Speed 30 ft.
Melee bite +2 (1d6+1 plus disease and paralysis) and 2 claws +2 (1d6+1 plus paralysis)
Special Attacks paralysis (1d4+1 rounds, DC 13, elves are immune to this effect)
Statistics
Str 13, Dex 15, Con —, Int 0, Wis 14, Cha 14
Base Atk +1; CMB +2; CMD 14
Special Abilities
Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 13; onset 1 day; frequency 1/day; effect 1d3 Con and 1d3 Dex damage;
cure 2 consecutive saves. The save DC is Charisma-based.

A humanoid who dies of ghoul fever rises as a ghoul at the next midnight. A humanoid who becomes a ghoul in this

way retains none of the abilities it possessed in life. It is not under the control of any other ghouls, but it hungers for

the flesh of the living and behaves like a normal ghoul in all respects. A humanoid of 4 Hit Dice or more rises as a ghast.
Act 3
Charau-Ka Chieftain CR 4
Female charau-ka druid 3

NE Small humanoid (charau-ka)
Init +1; Senses darkvision 60 ft., low-light vision, scent; 

Perception +7
Defense
AC 22, touch 13, flat-footed 20 (+5 armor, +1 Dex, +1 dodge, +2 natural, +1 size, +2 shield)
hp 42 (6d8+15)
Fort +6, Ref +1, Will +7
Offense
Speed 20 ft., climb 20 ft.
Melee shillelagh +7 (2d6+3), bite +1 (1d3+1)
Ranged rock +7 (1d4+1/19–20)
Special Attacks shrieking frenzy, thrown weapon mastery
Druid Spells Prepared (CL 3rd; concentration +6)

2nd—flaming sphere (DC 15), summon nature’s ally II
1st—entangle (DC 14), shillelagh (already cast), summon nature’s ally I
0—create water, detect poison, flare (DC 13), purify food and drink
Tactics
During Combat The chieftain does not go into a frenzy, but instead orders her tiger to attack and either summons

creatures with her summon nature’s ally spells or rolls a flaming sphere into the PCs’ midst. If she thinks the PCs are

getting the upper hand, she casts entangle on them and her fellow charau-ka.
Morale The chieftain fights to the death.
Statistics
Str 12, Dex 13, Con 14, Int 8, Wis 16, Cha 11
Base Atk +4; CMB +2; CMD 13
Feats Dodge, Point Blank Shot, Precise Shot, Throw AnythingB
Skills Climb +11, Fly –3, Handle Animal +10, Knowledge (nature) +5, Perception +7, Stealth +7, Survival +10; Racial

Modifiers +4 Stealth
Languages Abyssal, Druidic, Polyglot
SQ nature bond, nature sense, trackless step, wild empathy +3, woodland stride
Combat Gear potion of cure moderate wounds; Other Gear +1 hide armor, masterwork heavy wooden shield, club, 28 gp
Tiger, Druid Animal Companion CR —
NE Medium animal
Init +4; Senses low-light vision, scent; Perception +6
Defense
AC 17, touch 14, flat-footed 13 (+4 Dex, +3 natural)
hp 19 (3d8+6)
Fort +4, Ref +8, Will +3
Defensive Abilities evasion
Offense
Speed 40 ft.
Melee bite +6 (1d6+2), 2 claws +6 (1d4+2)
Special Attacks pounce, rake (2 claws +6, 1d4+2)
Statistics
Str 14, Dex 18, Con 13, Int 2, Wis 15, Cha 10
Base Atk +2; CMB +4; CMD 18 (22 vs. trip)
Feats Toughness, Weapon Finesse
Skills Acrobatics +8, Perception +6, Stealth +8
SQ link, share spells, tricks (attack, guard)
Charau-Ka (4-6) CR 2
CE Small humanoid (charau-ka)
Init +1; Senses darkvision 60 ft., low-light vision, scent;

Perception +2
Defense
AC 14, touch 12, flat-footed 13 (+1 Dex, +2 natural, +1 size)
hp 19 (3d8+6)
Fort +3, Ref +2, Will +2
Offense
Speed 30 ft., climb 30 ft.
Melee club +5 (1d4+3), bite +0 (1d3+1)
Ranged rock +5 (1d4+2/19–20)
Special Attacks shrieking frenzy, thrown weapon mastery
Tactics
During Combat The charau-ka immediately go into a frenzy, throwing themselves at the nearest PC with reckless abandon.
Morale The charau-ka fight to the death. If their champion falls, they flee.
Statistics
Str 15, Dex 13, Con 14, Int 8, Wis 12, Cha 11
Base Atk +2; CMB +3; CMD 14
Feats Point Blank Shot, Precise Shot, Throw AnythingB
Skills Climb +14, Fly +0, Perception +2, Stealth +10; Racial Modifiers +4 Stealth
Languages Abyssal, Polyglot
Special Abiliti es
Shrieking Frenzy (Su) Once per day, a charau-ka can enter a state of shrieking frenzy as a free action. While in this state, the charauka automatically fails Stealth checks and cannot speak or cast spells that use verbal components (or use items that require

command words to activate), but functions as if under the effects of a haste spell. The charau-ka can continue shrieking for up to 3

rounds, after which it is staggered for 1 round.
Thrown Weapon Mastery (Ex) Charau-ka are masters of thrown weapons. All charau-ka gain Throw Anything as a bonus feat.

In addition, a charau-ka gains a +1 racial bonus on all thrown weapons, and the threat range for thrown weapons is doubled,

as if the charau-ka possessed the Improved Critical feat for all thrown weapons. This effect doesn’t stack with any other effect

that expands the threat range of a weapon.
Tier 6-7

Akt 1

Captain Calgredine CR 7
Male human fighter 8

NE Medium humanoid (human)
Init +6; Senses Perception +0
Defense
AC 21, touch 12, flat-footed 19 (+6 armor, +2 Dex, +3 shield)
hp 76 (8d10+32)
Fort +8, Ref +4, Will +4; +2 vs. fear
Defensive Abilities bravery +2
Offense
Speed 30 ft.; can move at normal speed in Medium armor
Melee +1 lance +15/+10 (1d8+7/x3) or mwk shortsword +13/+8 (1d6+4/19–20)
Ranged shortbow +10/+5 (1d6/x3)
Tactics
During Combat Calgredine rides into combat and charges the PC he can see who’s wearing the most armor. He tries to ride by

and circle around to repeat this action throughout the rest of combat. If surrounded, Calgredine dismounts and fights with

his shortsword.
Morale Calgredine is a brute, but he’s not stupid. If his men are slain and there’s no escape for him, he immediately

surrenders.
Statistics
Str 18, Dex 14, Con 14, Int 12, Wis 10, Cha 8
Base Atk +8; CMB +12; CMD 24
Feats Critical Focus, Greater Weapon Focus (lance), ImprovedInitiative, Iron Will, Mounted Combat, Ride-By Attack,

Spirited Charge, Toughness, Weapon Focus (lance), Weapon Specialization (lance)
Skills Handle Animal +6, Intimidate +7, Ride +12, Survival +10
Languages Common, Polyglot
SQ armor training 2
Gear +2 chain shirt, +1 heavy steel shield, +1 lance, shortbow with 20 arrows, masterwork shortsword, scroll tube (scroll of cure

moderate wounds, scroll of black tentacles, scroll of fireball, scroll of magic missile, scroll of shield), signal whistle, 3,550 gp in

Bloodcove trade bars
Aspis Consortium Mercenaries (3) CR 3
Male or female human warrior 5

N Medium humanoid (human)
Init +3; Senses Perception +0
Defense
AC 16, touch 13, flat-footed 13 (+3 armor, +3 Dex)
hp 32 each (5d10+5)
Fort +8, Ref +5, Will +2
Offense
Speed 30 ft.
Melee shortspear +5 (1d6)
Ranged +1 longbow +10 (1d8/x3)
Tactics
During Combat The mercenaries ride around the periphery of the camp, firing wildly at the PCs.
Morale As long as Captain Calgredine is alive, the mercenaries fight to the death. If Calgredine goes down, they flee.
Statistics
Str 11, Dex 16, Con 12, Int 9, Wis 10, Cha 8
Base Atk +5; CMB +5; CMD 18
Feats Improved Initiative, Mounted Archery, Mounted Combat, Weapon Focus (longbow)
Skills Intimidate +5, Profession (mercenary) +6, Ride +7
Languages Common
Combat Gear tanglefoot bags (2); Other Gear masterwork studded leather, +1 longbow with 20 arrows, shortspear
Aspis Consortium Horses (4) CR 1  
N Large animal
Init +2; Senses low-light vision, scent; Perception +6
Defense
AC 11, touch 11, flat-footed 9 (+2 Dex, –1 size)
hp 15 (2d8+6)
Fort +6, Ref +5, Will +1
Offense
Speed 50 ft.
Melee 2 hooves –2 (1d4+1)
Space 10 ft.; Reach 5 ft.
Statistics
Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7
Base Atk +1; CMB +5; CMD 17 (21 vs. trip)
Feats Endurance, RunB
Skills Perception +6
SQ docile
Special Abilities
Docile (Ex) Unless specifically trained for combat (see the Handle  Animal skill on page 97 of the Pathfinder RPG Core Rulebook), a horse’s hooves are treated as secondary attacks.
Act 2

B8 Stasis Chamber
WRAITH (4) CR 5
XP 1,600
LE Medium undead (incorporeal)
Init +3; Senses darkvision 60 ft., lifesense; Perception +10
Aura unnatural aura (30 ft.)
DEFENSE
AC 18, touch 18, flat-footed 14 (+5 deflection, +3 Dex)
hp 47 (5d8+25)
Fort +6, Ref +4, Will +6
Defensive Abilities channel resistance +2, incorporeal;
Immune undead traits
Weaknesses sunlight powerlessness
OFFENSE
Speed fly 60 ft. (good)
Melee incorporeal touch +5 (1d6 negative energy plus 1d6 Con drain)
Special Attack create spawn
STATISTICS
Str —, Dex 16, Con —, Int 0, Wis 14, Cha 21
Base Atk +3; CMB +6; CMD 21
SPECIAL ABILITIES
Create Spawn (Su) A humanoid slain by a wraith becomes a wraith in 1d4 rounds. These spawn

are less powerful than typical wraiths, and suffer a –2 penalty on all d20 rolls and checks, receive –2 hp

per HD, and only drain 1d2 points of Constitution on a touch. Spawn are under the command

of the wraith that created them until its death, at which point they lose their

spawn penalties and become free-willed wraiths. They do not possess any of the abilities they had in life.
Constitution Drain (Su) Creatures hit by a wraith’s touch attack must succeed on a

DC 17 Fortitude save or take 1d6 points of Constitution drain. On each successful

attack, the wraith gains 5 temporary hit points. The save DC is Charisma-based.
Lifesense (Su) A wraith notices and locates living creatures within 60 feet, just as if it

possessed the blindsight ability.
Sunlight Powerlessness (Ex) A wraith caught in sunlight cannot attack and is staggered.
Unnatural Aura (Su) Animals do not willingly approach within 30 feet of a wraith, unless a master makes a DC 25 Handle

Animal, Ride, or wild empathy check.
Akt 3

Charau-Ka Chieftain CR 4
Female charau-ka druid 3

NE Small humanoid (charau-ka)
Init +1; Senses darkvision 60 ft., low-light vision, scent; Perception +7
Defense
AC 22, touch 13, flat-footed 20 (+5 armor, +1 Dex, +1 dodge, +2 natural, +1 size, +2 shield)
hp 42 (6d8+15)
Fort +6, Ref +1, Will +7
Offense
Speed 20 ft., climb 20 ft.
Melee shillelagh +7 (2d6+3), bite +1 (1d3+1)
Ranged rock +7 (1d4+1/19–20)
Special Attacks shrieking frenzy, thrown weapon mastery
Druid Spells Prepared (CL 3rd; concentration +6)

2nd—flaming sphere (DC 15), summon nature’s ally II
1st—entangle (DC 14), shillelagh (already cast), summon nature’s ally I
0—create water, detect poison, flare (DC 13), purify food and drink
Tactics
During Combat The chieftain does not go into a frenzy, but instead orders her tiger to attack and either summons

creatures with her summon nature’s ally spells or rolls a flaming sphere into the PCs’ midst. If she thinks the PCs are

getting the upper hand, she casts entangle on them and her fellow charau-ka.
Morale The chieftain fights to the death.
Statistics
Str 12, Dex 13, Con 14, Int 8, Wis 16, Cha 11
Base Atk +4; CMB +2; CMD 13
Feats Dodge, Point Blank Shot, Precise Shot, Throw AnythingB
Skills Climb +11, Fly –3, Handle Animal +10, Knowledge (nature) +5, Perception +7, Stealth +7, Survival +10; Racial

Modifiers +4 Stealth
Languages Abyssal, Druidic, Polyglot
SQ nature bond, nature sense, trackless step, wild empathy +3, woodland stride
Combat Gear potion of cure moderate wounds; Other Gear +1 hide armor, masterwork heavy wooden shield, club, 28 gp
Tiger, Druid Animal Companion CR —
NE Medium animal
Init +4; Senses low-light vision, scent; Perception +6
Defense
AC 17, touch 14, flat-footed 13 (+4 Dex, +3 natural)
hp 19 (3d8+6)
Fort +4, Ref +8, Will +3
Defensive Abilities evasion
Offense
Speed 40 ft.
Melee bite +6 (1d6+2), 2 claws +6 (1d4+2)
Special Attacks pounce, rake (2 claws +6, 1d4+2)
Statistics
Str 14, Dex 18, Con 13, Int 2, Wis 15, Cha 10
Base Atk +2; CMB +4; CMD 18 (22 vs. trip)
Feats Toughness, Weapon Finesse
Skills Acrobatics +8, Perception +6, Stealth +8
SQ link, share spells, tricks (attack, guard)
Charau-Ka (4-6) CR 2
CE Small humanoid (charau-ka)
Init +1; Senses darkvision 60 ft., low-light vision, scent;

Perception +2
Defense
AC 14, touch 12, flat-footed 13 (+1 Dex, +2 natural, +1 size)
hp 19 (3d8+6)
Fort +3, Ref +2, Will +2
Offense
Speed 30 ft., climb 30 ft.
Melee club +5 (1d4+3), bite +0 (1d3+1)
Ranged rock +5 (1d4+2/19–20)
Special Attacks shrieking frenzy, thrown weapon mastery
Tactics
During Combat The charau-ka immediately go into a frenzy, throwing themselves at the nearest PC with reckless abandon.
Morale The charau-ka fight to the death. If their champion falls, they flee.
Statistics
Str 15, Dex 13, Con 14, Int 8, Wis 12, Cha 11
Base Atk +2; CMB +3; CMD 14
Feats Point Blank Shot, Precise Shot, Throw AnythingB
Skills Climb +14, Fly +0, Perception +2, Stealth +10; Racial Modifiers +4 Stealth
Languages Abyssal, Polyglot
Special Abiliti es
Shrieking Frenzy (Su) Once per day, a charau-ka can enter a state of shrieking frenzy as a free action. While in this state, the charauka automatically fails Stealth checks and cannot speak or cast spells that use verbal components (or use items that require

command words to activate), but functions as if under the effects of a haste spell. The charau-ka can continue shrieking for up to 3

rounds, after which it is staggered for 1 round.
Thrown Weapon Mastery (Ex) Charau-ka are masters of thrown weapons. All charau-ka gain Throw Anything as a bonus feat.

In addition, a charau-ka gains a +1 racial bonus on all thrown weapons, and the threat range for thrown weapons is doubled,

as if the charau-ka possessed the Improved Critical feat for all thrown weapons. This effect doesn’t stack with any other effect

that expands the threat range of a weapon.
