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SEWER OOZE

These amorphous masses of sewage and other detritus

make their way through filthy culverts beneath cities large
and small.

SEWER 00ZE CREATUREM
[ Medium Perception +1; blindsight (tremors) 60 feet
Mindless Languages —
Doze Skills -1; Stealth -3 (+6 in sewers)
Str +1, Dex -2, Con +3, Int -5, Wis -5, Cha -5
AC 5, TAC 5; Fort +5, Ref +1, Will +1
HP 40; Immunities acid, asleep, critical hits, mental, precision,
visual
Speed 10 feet
0) Melee pseudopod +7, Damage 1d6+1 bludgeoning plus 1d4 acid
) Filth Wave
Frequency Once per minute
Effect The sewer ooze unleashes a wave of filth and slime,
hitting all creatures within a 20-foot aura. Creatures in
the area take 1d4 acid damage and are hampered 10 feet
for 1 minute unless they succeed at a DC 15 Reflex save
(no damage or hampered on a success, and a character
additionally falls prone on a critical failure). An affected
creature can clean off the muck as an Interact action,
reducing the hampered condition by 5 feet with
each action.

A2

These small humanmds have green skin and birge heads
“lf}‘ md! cars, .“'Ihl]f some E‘J‘bllm are tl\'ll.‘l.u'l'l ll'“j i'l.:\'!'
worked ther way nto other humanowd commuonites,
many gobling are wild and vicious creatures that deleght
m wreaking havoc.

Source: Pathfinder RPG Bestiary 156,

GOBLIN WARRIOR CREATUREE)
Chiaoric Perception + & darkwvisson
il Languages Goblin
Goblln | Shills -2: Aerohaties =3, Athletics <3, Stesith +5
Hemanold | St +0, Dex +3, Con +0, Int +0, Wis -1, Cha +1
S| e ogshices, lesther armir, shorhow with 10 armoes
AL 14, TAC 13; Fort +1, Rel 24, Will <0
HP &
> Gablin Seuttls
Trigger A goblin ally ends a move sction adiscent tothe warmarn,
[EMect The wasrior Steps.
Spesd 5 feet
#) Mebes doghees +f [apde. harkstabber), Damage 165 slashing
) Ranged thertbow +6 [deadly 1410), Damage 16 percng
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Crawhing about on dosens of pars of legs, gant centipedes
miject venom into their prey with their powerful mandibles.
Source: Pathfinder RPG Bestaary 435,

GIANT CENTIPEDE CREATURE

Arimal Perception +4; darkvision
Medaim Languages —

Skills -2: Acrobatecs +3, Athletars +5, Stealth +6

Str -1, Dex <2, Con +1, Int -5, Wis <0, Cha -4

AC 13, TAC 10; Fort +4, Ref +2, Will «1

HP B

Speed 30 fest. climb 30 feet

#) Melee mandibles +6, Damage 104-1 pisseing plus eentipede
VBRI

Centipede Yenom [pomson] Saving Throw Fortitude DT 13; Maximum
Duration & rounds; Stage 1146 poison and flat-footed (1 round]);
Stage 2 1d6 potson, fla-footed, ard shuggesh 2 [} round)
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MINDFOG FUNGUS HAZARD

Complex Stealth +0

Environmental | pescription A mass of red fungus emits mind-

altering spores.

Disable Survival DC 13 (trained) to prevent the plant from

emitting spores
AC 15, TAC 13; Fort +7, Ref +4
Hardness 6; Immunities mental; Weaknesses fire 10
® Spore Cloud
Trigger A creature enters the fungus's room.
Effect The fungus rolls initiative.
@ Spore Explosion
Trigger The fungus takes damage.

Effect If the damage was not fire damage, spores spray out,
causing the same effect as the fungus's routine. The fungus

is then destroyed. If the attack dealt fire damage, the
fungus explodes, leaving virulent spores that linger for
10 minutes. Though the fungus isn't there anymore, this
continues the fungus's routine at an increased DC of 16.

Routine (1 action) On its initiative, the fungus disperses its spores

through the room. Each creature in the room must succeed at
a DC 14 Fortitude save or become confused for 1d4 rounds. On
a critical failure, the creature is also stupefied 4 for 1 hour and
is easy to control and bully. A confused creature takes a -4
circumstance penalty on its saving throws against the fungus.



QUASIT crearure
Chantic Perception +4; darkvizhon
Demmn | Languages Abyssal Common
Bl Skills <% Acrobatics +4 Arcana <8, Deception +6,
Fiend Diplormacy =4, Planar Love +6, Religon +6, Stealth <5
Tiny St -1, Dew +2. Con 0, nt +0, Wis +1_ Cha +0
Abyssal Knowledge When a guasit Alds an ally with an Arcans,
Planar Love, or Rellgion chedk, any result that ks a success ls
imstead & eritical success and any result thet fs a falure is
Imstead & critical fadure.

GOBLIN PYRO EHEATEIIIE'
Chastic Perception +2; darkvision
Ed Languages Comman, Gablin
Lohibn Shills -1, Fire Lore +6
Fomargid | Str-1, Dex +2, Can +0, Int +0, Wis -1, Cha +3
Il | e chib

AL 15, TAC 14; Fart +2, Ref <5, Wil +4
HP 26; Weaknesses codd iron 3, good 3. senic 3
Speed 15 feet, fly 40 feet
£ Melee claw +7 [agle). Damage 104-1 slashang plus quasit venom
Divime Inmate Speils DC 15; dth reod omens: st fear; At Wil
detect alignment [pood ondy), kesthilitg [self only); Cantrips
dedert mmpic
&) Abysesl Healing [concentrate, diving, Fealing necromaency]
The quasit restores 1dd HP to itself.
#) Change Shape [concentrats, diving, polymorph, transmutatian)
+ Bat echalocation 40 feet; Speed 15 feet, fiy Speed 30 fest;
fangs Strike =7 for 1d4-1 peercing. wing Strike +7 [agile]
far Tdd-1 bludgeoning
+ Centipede Spesd 10 feet, dimb Speed 10 feet; mandibles
Strike +7 for 1 peercang phus 1d4 potson
= Tead scent 30 fest; Speed 5 feet; jaws Strike +7 for 1
blubdgeoning
+ Wolf size Medium; scent 30 feet; Speed 20 feet, dlimd Speed
10 feet; jaws Stile +7 for 105+ plercing phas Knockdosn
Quasit Venoam [polsor] Saving Theow Fortitude DC 15 Maximum
Duration & rounds; Stage 1 1d4 poison [) round) Stage 2 As
stape 1 Stage 3 104 poisan and shvaed 11 round).
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These small humanaoids have green skin and birge heads
with wide ears. While some goblins are civilized and have
worked ther way mto other homanosd commuontes,
many gobhns are wild and vicsous creatures that delight
i wreaking havoc.

Source: Patlfinder RPG Bestiary 156,

GOBELIN COMMARDO CREATURE I
[Chastic Perception +5; darkvision
[¥] Languages Commman, Gablan
[iohilin Skills -1, Acrobatics +&, Athletics +4, Stealth s6
Homaraid | Str +1, Dex +3. Con +2, Int -1, Wis +0, Cha +0
Snall ltems harsechopper, shortbow with 20 arrows,
studded leather
AL 15, TAC 13; Fort <5, Red +5, Will +3
HP 18
> Gobilin Scuttle
Trigger A poblin ally erds a move action adjacent to the commands,
Effestt The eosnmanda Steps.
Speed 25 feet
&) Melee horsechenper 7 [reach 10 feet, trip, versatile P),
Damage 1d8+1 slashang
) Ranged shoethow <8 [deadly 1d10], Damage 148 piercing

AL T3, TAC 13; Fort <3, Ref +5, Will +1

HP 15

£ Goblin Seuttle
Trigger A pobdin ally ends a move action adjacent 1o the pyro.
EMect The pyro Steps.

Speed 25 fest

£y Meles club +4, Damage 151 bludgeaning

# Ranged club +6 [thrown 10 feet], Damsge 186-1 bludgeoring

Arcane Sportansous Spells DC 15, atack <& 15t (2 shors) busming
hands, grease: Camtrips light, mage hand, prestidigitation,
produce flome, tonglefoot

GOBLIN WARRIOR CREATURE[S

Skills -2; Aerobatics 3, Athletics <3, Stealth +5
Str +0, Dex =3 Con +0, Int <0, Wis -1, Cha +1

leather arnor, shisthow with B arrows
AL 14, TAC 13; Fort <1, Ref +4, Will <0
HP B
€ Goblin Seuttle

Trigger A goblin ally ends a move action adiscent to the warmsor,
Effect The warrior Steps.
Speed 25 fest
) Meles dogsheer o6 [agde. harkstabber), Damage 105 slashing
# Ranged shorbow +6 {deadly 1010), Damage 15 peercing

FALLING ROCK TRAP HAZARD
Mechanical | Stealth DC 17 (trained)
Trap Description A net filled with rocks is set to drop in
a 10-foot-by-10-foot square area.
Disable Thievery DC 12 [trained) to sabotage the rope that
releases the trap
AC 10, TAC 7; Fort +1, Ref +1
Hardness 0; Immunity critical hits, object immunities, precision
damage
<> Rock Fall
Trigger A creature pulls the rope at the spat marked with an
“X™ on the map.
Effect Rocks fall on the are marked with a "T," dealing 2d6
bludgeoning damage to everyone in the area (DC 13 Reflex
half, or no damage on a critical success).




A8

SKELETON

Skeletons are often found m forgotten dungeons and
undergroond caverns, or servimg s goardsans of a
necromancer’s stromghold.

Source: Pathfinder RPG Bestiary 250,

SKELETON GUARD CREATURE )
el Perception +0; darkvision
Madfigm | Languages —

Mindless Skills -3; Acrobstics +3, Athletics +3
Sheleton | Sux 40, Dew +4, Con =0, Int -5, Wis +0, Cha +0
Undesd | gy simitar

AL 14, TAC 12 Fort +1, Ref +3, Wil +1

HP &, megative healing: Immunithes ssleep disease. mental,
paralysis, polson; Resistences cold 5, electricity 5, fire 5,
peercing 5, thashing 5

Speed 25 feet

#¥ Meles scimatar +6 [forceful, sweep), Damage 105 slashang

) Meles claw +6 [agle], Damage 164 slashing

& Ranged shorthow +6 {deadly 1090, range mcrement B0 feet),
Damage 106 piercing
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SANDS OF THE BONEYARD HAZARD

Magic Stealth DC 15 (trained) or detect magic

Trap Description A statue of Pharasma holds an hourglass

filled with red sand that explodes outward to choke intruders.
Disable Thievery OC 18 (trained) to remove the hourglass without
passing in front of the statue, or spell DC 14 (1st level) to dispel
the rune

<> Choking Sand (arcane, conjuration)

Trigger A creature who has not been blessed by a cleric of
Pharasma or is not wearing a holy symbol of Pharasma
passes the statue in the direction of area A10.

Effect Swirling sand bursts forth from the hourglass, filling
the corridor for 10 feet in each direction. A creature that
starts its turn in the area must succeed at a OC 15 Fortitude
save or choke and take 1d6 damage. Once triggered, the
sand swirls in the corridor for 1 minute.

Reset The trap resets over the course of 1 minute after it is triggered.

A10

DRAKUS THE TAKER CREATURE
Aberration Perception +6, darkvision
Chaotic Languages Aquan, Comman; tongues
Evil Skills +3, Athletics +9, Deception +10, Stealth +9
Medium | ger +3, Dex +3, Con +1, Int +1, Wis +2, Cha +3
Items expert longsword, master key (unlocks all doors in the
dungeon), 2 minor healing potions, silver religious symbol of
Pharasma, expert studded leather
AC 18, TAC 16; Fort +7, Ref +8, Will +5; +2 circumstance bonus vs.
auditory and visual
HP 40; Resistances bludgeoning 5
(} Attack of Opportunity
Speed 25 feet
4 Melee long sword +10 (versatile P), Damage 1d8+3 slashing
claw +9 (agile), Damage 1d4+3 plus grab
Occult Innate Spells DC 17; Constant tongues
Assume Form (concentrate, occult, polymorph, transmutation) The
faceless stalker spends 10 minutes reshaping its appearance to
take on the shape of any Small or Medium humanoid. It gains a +4
circumstance bonus on Deception checks to pass as that creature.
4 Blood Nourishment The faceless stalker uses its three-
pronged tongue to drink the blood of an adjacent restrained or
unconscious creature. The creature gains drained 1.
4) Revert Form
Requirements The faceless stalker is in an assumed form.
Effect The faceless stalker resumes its true form. Until the
start of its next turn, it gains a +2 conditional bonus on
attack rolls, damage rolls, saving throws, and skill checks.

Sneak Attack (precision) The faceless stalker deals 1d6 extra
precision damage to flat-footed creatures.

RAT

Scurrymg through sewers and being nuisances in barns

and food stores. rats are obaguitons o the world,

Especially large specimens can even be dangerous ro

humanomds, and when common rats band rogether i

large enough numbers, ther destruction can be deadly.
Source: Pathfmder RPG Bestarry 232,

GIANT RAT CREATURE ]
[ foimal | Perception +&: low-light vision, scent 30 fest

Sl '-"F'liﬂ—

Skills +1; Athletics =2 [+5 to Climb ar Swim), Acrobaties +4,
Stealth +4

Ser +0, Dex +2, Com +2, Imt -4, Wis +1, Cha -3

AL 13, TAC 13; Fort +3, Ret +3, Will +1

HP 8

Speed 30 feet, climb 10 fest

& Melee jaws +6 [2gile), Damage M4 pisrcing ples filth feves

Filth Fewer [dresse] Sickness ard uncorsclousress from filth
fever can't be reduced or recovered from naturally, Fort DC
13. Stage 1 carmeer with no # effect [1dd hours), Stage 2 sick 1
[0 day]. Stage 3 sick 1 and slowed 1 88 long as it remains slck
[0 dav]) Stage 4 uncorsesous [1 day], Stage 5 dead.
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LOCK HAZARD [
sl | ‘Stealth D 15 [irained)

Irap Description A spring-loaded possoned spins is

Fudden mear the keyhole of 2 lock.

Disahle Thievery OC 18 {trained) on the spring mechanism

AL 15, TAC 12; Fort «d. Red =3

Hardreess 6; Immunities criteal hats, object immunities, precision
damage

> spring (attack)
Trigges A creature sttempis to unlock or Pick the Lock
Efect A spine springs out ard aftacks the trigeering cresture.
Meles spine <10, Damage 1 plercang plus cladks poison

Cladbs Poison [paleon] Fortitude DC 15 Maximum Durstion 4
hours; Stage 1146 porson damage snd draired 1 (1 how); Stage
2 2d6 polson damsge and draired 2 {1 hourk Stage 3 3d6
pesnn damage and dessned 2 [1 how)



