04-05 the Sanos Abduction

Zombie Owlbears (2) CR 3 
Fast zombie owlbear (Pathfinder RPG Bestiary 224, 288) 

NE Large undead 

Init +2; Senses darkvision 60 ft.; Perception +0 
DEFENSE 

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

hp 38 each (7d8+7) 

Fort +2, Ref +4, Will +5 

Immune undead traits 
OFFENSE 

Speed 40 ft. 

Melee 2 claws +9 (1d6+5 plus grab), bite +9 (1d6+5), slam +9 (1d8+5) 

Space 10 ft.; Reach 5 ft. 

Special Attacks quick strikes
TACTICS 

During Combat A zombie owlbear always attacks the nearest living creature full-force. If possible, it takes a 5-foot step and uses its quick strikes special ability. 

Morale The zombies have no regard for their wellbeing and fight until destroyed. 
STATISTICS 

Str 21, Dex 14, Con —, Int —, Wis 10, Cha 10 

Base Atk +5; CMB +11 (+15 grapple); CMD 23 (27 vs. trip) 

Feats Toughness 
SPECIAL ABILITIES 

Quick Strikes (Ex) Whenever a zombie owlbear takes a full-attack action, it can make one additional slam attack at its highest base attack bonus.
Skeletal Hodags (2) CR 4 
Hodag skeleton (Pathfinder RPG Bestiary 250, Pathfinder RPG Bestiary 3 148) 

NE Large undead 

Init +7; Senses darkvision 60 ft., scent; Perception +0
DEFENSE 

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

hp 36 each (8d8) 

Fort +2, Ref +5, Will +6 

DR 5/bludgeoning; Immune cold, undead traits 
OFFENSE 

Speed 30 ft., burrow 15 ft. 

Melee bite +11 (1d8+4), 2 claws +11 (1d6+4), tail slap +11 (1d4+4) 

Space 10 ft.; Reach 10 ft. 
TACTICS 

During Combat The skeletal hodags have reach, which allows them to make attacks of opportunity on PCs attempting to engage them in melee. 

Morale The skeletal hodags follow the commands of their creator, fighting until they’ve been destroyed. 
STATISTICS 

Str 19, Dex 16, Con —, Int —, Wis 10, Cha 10 

Base Atk +6; CMB +11; CMD 24 (28 vs. trip) 

Feats Improved Initiative

Riddywhipple CR 2
CG Tiny dragon 
Init +3; Senses darkvision 60 ft., low-light vision; Perception +8
DEFENSE
AC 18, touch 16, flat-footed 14 (+3 Dex, +1 dodge, +2 natural, +2 size)
hp 22 (3d12+3) 
Fort +4, Ref +6, Will +5; 
Immune paralysis, sleep; SR 13;
OFFENSE
Speed 10 ft., fly 60 ft. (perfect), swim 30 ft. 
Melee bite +4 (1d3-1)
Space 2-1/2 ft.Reach 0 ft.
Special Attacks breath weapon (5-ft. cone, euphoria, Fort DC 12 negates, usable every 1d4 rounds)
Spell-Like Abilities (CL 3rd; concentration +6) 3/day-greater invisibility (self only)
Spells Known (CL 3rd; concentration +6)
1st (6/day) grease (DC 14), silent image (DC 14), sleep (DC 14)
0 (at will) dancing lights, flare (DC 13), ghost sound (DC 13), mage hand, open/close
STATISTICS
Str 9, Dex 17, Con 13, Int 16, Wis 14, Cha 16; 
Base Atk 3; CMB 4; CMD 14 (18 vs. trip)
Feats Acrobatic, Dodge
Skills Acrobatics +8 (+0 when jumping), Bluff +9, Diplomacy +9, Fly +23, Perception +8, Sense Motive +8, Stealth +17, Swim +13, Use Magic Device +9
Languages Common, Draconic, Elven, Sylvan; telepathy 100 ft.
SPECIAL ABILITIES
Breath Weapon (Su) 5-foot cone, euphoria for 1d6 rounds, DC 12 Fortitude negates. Creatures affected by euphoria are staggered, sickened, and immune to fear effects for the duration. A faerie dragon can use this breath weapon once every 1d4 rounds. The save DC is Constitution-based. Spells A faerie dragon casts spells as a 3rd-level sorcerer.

Kelpie CR 4

XP 1200
NE Medium fey (aquatic, shapechanger)
Init +7; Senses low-light vision; Perception +13
DEFENSE
AC 17, touch 13, flat-footed 14 (+3 Dex, +4 natural)
hp 38 (7d6+14) 
Fort +4, Ref +8, Will +6; 
Resist fire 10; 
OFFENSE
Speed 40 ft., swim 40 ft. 
Melee 2 slams +6 (1d6+2 plus grab)
Space 5 ft.Reach 5 ft.
Special Attacks captivating lure
STATISTICS
Str 15, Dex 16, Con 15, Int 8, Wis 12, Cha 17; 
Base Atk 3; CMB +5 (+9 grapple); CMD 18
Feats Alertness, Deceitful, Improved Initiative, Weapon Finesse
Skills Bluff +15, Disguise +15, Perception +13, Sense Motive +13, Stealth +13, Swim +10
Languages Aquan, Common, Sylvan; telepathy (1 mile, previously touched creatures only)
SQ amphibious, change shape (hippocampus or horse, beast shape IV; Small or Medium humanoid, alter self )
SPECIAL ABILITIES

Captivating Lure (Su) Once per day, a kelpie can use a powerful mental attack to lure in a single creature within 60 feet. The target must make a DC 16 Will saving throw or become captivated by the kelpie, thinking it is a desirable woman in mortal danger or (if in hippocampus or horse form) a valuable steed. A victim under the effects of the captivating lure moves toward the kelpie using the most direct means available. If the path leads it into a dangerous area such as through fire or off a cliff, that creature receives a second saving throw to end the effect before moving into peril; the victim does not consider water a dangerous area, and will enter the water even if it cannot swim or breathe. A captivated creature can take no actions other than to move toward the kelpie and defend itself, even if it is drowning. A victim within 5 feet of the kelpie simply stands and offers no resistance to its attacks. This effect continues as long as the kelpie is alive and the victim is within 1 mile of the kelpie. This is a mind-affecting charm effect. The save DC is Charisma-based.

Zombie Pegasus CR 2 
Pathfinder RPG Bestiary 225, 288 

NE Large undead 

Init +1; Senses darkvision 60 ft., scent; Perception +0 
DEFENSE 

AC 13, touch 10, flat-footed 12 (+1 Dex, +3 natural, –1 size) 

hp 33 (6d8+6) 

Fort +2, Ref +3, Will +5 

DR 5/slashing; Immune undead traits 
OFFENSE 

Speed 60 ft., fly 120 ft. (clumsy) 

Melee bite +8 (1d3+5), 2 hooves +3 (1d6+2), slam +8 (1d8+5) 

Space 10 ft.; Reach 5 ft. 
TACTICS 

Before Combat Once the pegasus spots the PCs, it takes to the skies. Any character who attempts to use a ranged attack against it becomes its first target. 

During Combat Because the zombie pegasus is staggered, once it lands it’s unlikely it will be able to take off again. It fights mindlessly, using full-attack actions when able, and attempting to again take to the skies if no immediate threats are within range. 

Morale The pegasi fight until they are destroyed. 
STATISTICS 

Str 20, Dex 13, Con —, Int —, Wis 10, Cha 10 

Base Atk +4; CMB +10; CMD 21 (25 vs. trip) 

Feats Toughness 

Skills Fly –9 

SQ staggered
Staggered
A staggered creature may take a single move action or standard action each round (but not both, nor can he take full-round actions). A staggered creature can still take free, swift, and immediate actions. A creature with nonlethal damage exactly equal to its current hit points gains the staggered condition.


Blackwinged Pegasi (3) CR 3 
Advanced zombie pegasus (Pathfinder RPG Bestiary 225, 288, 294) 

NE Large undead 

Init +3; Senses darkvision 60 ft., scent; Perception +2 
DEFENSE 
AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, –1 size) 

hp 45 (6d8+18) 

Fort +4, Ref +5, Will +7 

DR 5/slashing; Immune undead traits 
OFFENSE 
Speed 60 ft., fly 120 ft. (clumsy) 

Melee bite +10 (1d3+5), 2 hooves +5 (1d6+3), slam +10 (1d8+5) 

Space 10 ft.; Reach 5 ft. 
TACTICS 
Use the tactics from the zombie pegasi in Subtier 3–4. 
STATISTICS 
Str 24, Dex 17, Con —, Int —, Wis 14, Cha 14 

Base Atk +4; CMB +12; CMD 25 (29 vs. trip) 

Feats Toughness 

Skills Fly –7 

SQ staggered
Staggered
A staggered creature may take a single move action or standard action each round (but not both, nor can he take full-round actions). A staggered creature can still take free, swift, and immediate actions. A creature with nonlethal damage exactly equal to its current hit points gains the staggered condition.

Pugwampi CR ½

XP 200
NE Tiny fey 
Init +5; Senses darkvision 120 ft., low-light vision; Perception +6
Aura unluck (20 ft.)
DEFENSE
AC 13, touch 13, flat-footed 12 (+1 Dex, +2 size)
hp 6 (1d6+3) 
Fort +0, Ref +3, Will +4; 
DR 2/cold iron; SR 7;
OFFENSE
Speed 30 ft. 
Melee dagger +3 (1d2-4/19-20)
Ranged shortbow +3 (1d3-4/x3)
Space 2-1/2 ft.Reach 0 ft.
Spell-Like Abilities (CL 1st; concentration -1) At will-prestidigitation, speak with animals 1/day-shatter (DC 10)
STATISTICS
Str 3, Dex 13, Con 11, Int 10, Wis 14, Cha 6; 
Base Atk 0; CMB -1; CMD 5
Feats Improved Initiative, ToughnessB, Weapon FinesseB
Skills Bluff +2, Craft (traps) +4, Disable Device +2, Perception +6 (+2 Listening), Ride +2, Stealth +17; Racial Modifiers +4 Stealth, -4 Perception when listening
Languages Gnoll, Undercommon
SPECIAL ABILITIES
Unluck Aura (Su) A pugwampi radiates an aura of unluck to a radius of 20 feet. Any creature in this area must roll two d20s whenever a situation calls for a d20 roll (such as an attack roll, a skill check, or a saving throw) and must use the lower of the two results generated. This is a mind-affecting effect that does not work on animals, other gremlins, or gnolls. Any character who gains any sort of luck bonus (such as that granted by a luckstone or divine favor) is immune to the pugwampi unluck aura.

Twigjack  CR 3

XP 800
CE Tiny fey 
Init +3; Senses darkvision 60 ft., low-light vision; Perception +10
DEFENSE
AC 17, touch 15, flat-footed 14 (+3 Dex, +2 natural, +2 size)
hp 27 (5d6+10) 
Fort +3, Ref +7, Will +6; 
Weaknesses vulnerable to fire
OFFENSE
Speed 30 ft. 
Melee spear +3 (1d4-1) or 2 claws +7 (1d4-1)
Space 2-1/2 ft.Reach 0 ft. (5 ft. with spear)
Special Attacks sneak attack +2d6, splinterspray
STATISTICS
Str 8, Dex 16, Con 15, Int 11, Wis 14, Cha 13; 
Base Atk 2; CMB 3; CMD 12
Feats Agile Maneuvers, Skill Focus (Stealth), Weapon Finesse
Skills Acrobatics +11, Climb +7, Disable Device +8, Knowledge (nature) +8, Perception +10, Stealth +22
Languages Common, Sylvan
SQ bramble jump, woodland stride
SPECIAL ABILITIES

Bramble Jump (Su) A twigjack can travel short distances between brambles, shrubs, or thickets as if via dimension door as part of a move action. The twigjack must begin and end this movement while in an area of at least light undergrowth. The twigjack can travel in this manner up to 60 feet per day. This movement must be used in 10-foot increments and does not provoke attacks of opportunity.

Splinterspray (Ex) A twigjack can eject a barrage of splinters and brambles from its body three times per day as a standard action. This effect creates a 15-foot conical burst of jagged splinters, dealing 4d6 points of piercing damage to all creatures in the area. A DC 14 Reflex saving throw halves this damage. The save DC is Constitution-based.

Marigana  

NE Tiny monstrous humanoid (shapechanger)
Init +5; Senses darkvision 60 ft., deathwatch, detect good, detect magic; Perception +13
DEFENSE
AC 22, touch 18, flat-footed 16 (+5 Dex, +1 dodge, +4 natural, +2 size)
hp 67 (9d10+18) 
Fort +7, Ref +11, Will +10; 
Immune poison;
OFFENSE
Speed 30 ft. 
Melee 2 claws +13 (1d3 plus poison)
Ranged 2 quills +16 (1d3+2 plus poison)
Space 2-1/2 ft.Reach 0 ft.
Special Attacks sneak attack +3d6, spawn undead
Spell-Like Abilities (CL 10th; concentration +14) Constant-deathwatch, detect good, detect magic At Will-command undead (DC 14), produce flame 3/day-animate dead, death knell (DC 14), invisibility, ray of enfeeblement (DC 13), scare (DC 14) 1/day-nondetection (DC 15)
STATISTICS
Str 10, Dex 20, Con 19, Int 15, Wis 14, Cha 19; 
Base Atk 9; CMB 7; CMD 24
Feats Dodge, Iron Will, Mobility, Weapon Finesse, Weapon Focus (quill)
Skills Bluff +10, Heal +10, Knowledge (arcana) +11, Knowledge (religion) +11, Perception +13, Spellcraft +11, Stealth +22
Languages Common, Draconic, Infernal
SQ change shape (porcupine, beast shape II)
SPECIAL ABILITIES
Spawn Undead (Su) Any creature slain by a pukwudgie's poisonous quills rises in 24 hours as a zombie. Undead created by this ability are not immediately under the control of a pukwudgie, but they receive a -4 penalty on saves against a pukwudgie's control undead spell-like ability.

Poison (Su) Quill-injury; save Fort DC 16; frequency 1/round for 6 rounds; effect 1d3 Con damage; cure 2 consecutive saves. The save DC -2 Constitution-based.

Quills (Ex) A pukwudgie can fire two of its quills as a ranged attack as a standard action. These quills have a range increment of 40 feet. Any creature attacking a pukwudgie with light or one-handed melee weapons, natural weapons, or an unarmed strike takes 1d3 points of piercing damage. A creature that grapples a pukwudgie takes 2d4 points of piercing damage. Anyone who takes damage from these quills is also exposed to the pukwudgie's poison.

Dire Porcupine Zombies (3) CR 1 
Pathfinder RPG Bestiary 288, Pathfinder RPG Bestiary 3 222 

NE Small undead 

Init –1; Senses darkvision 60 ft., scent; Perception +0 
DEFENSE 
AC 11, touch 10, flat-footed 11 (–1 Dex, +1 natural, +1 size) 

hp 16 each (3d8+3) 

Fort +1, Ref +0, Will +3 

DR 5/slashing; Immune undead traits 
OFFENSE 
Speed 30 ft. 

Melee 1d6 quills +6 (1d3+3), bite +6 (1d4+3), slam +6 (1d4+3) 
TACTICS 
Before Combat The dire porcupine zombies make no attempt to hide. They hold their ground against the advancing party. 

During Combat If controlled by Marigana, the zombies have orders to fight defensively and guard her. If not, they shamble toward the PCs to attack them. 

Morale The dire porcupine zombies fight until destroyed. 
STATISTICS 
Str 16, Dex 8, Con —, Int —, Wis 10, Cha 10 

Base Atk +2; CMB +4; CMD 13 (17 vs. trip) 

Feats Toughness 

SQ staggered 
SPECIAL ABILITIES 

Quills (Ex) When a dire porcupine zombie strikes with its tail or slam attacks, it dislodges 1d6 quills that automatically break off and lodge in the opponent’s flesh. A lodged quill imposes a –1 circumstance penalty to attacks, saves, and checks. Every 1 minute thereafter, the quill moves deeper into the opponent’s flesh, dealing 1d2 additional points of damage. Removing the quill takes 1 full round and deals 1d4 additional points of damage. If the quill has been embedded for more than 10 rounds, a DC 10 Strength check is required to remove the quill. For every minute after that, the DC to remove a lodged quill increases by 1. An unarmed or melee touch attack against a dire porcupine causes 1d4 quills to break off and lodge in the attacker.

Marigana 
NE Small monstrous humanoid (shapechanger)
Init +4; Senses darkvision 60 ft., deathwatch, detect good, detect magic; Perception +13
DEFENSE
AC 20, touch 16, flat-footed 15 (+4 Dex, +1 dodge, +4 natural, +1 size)
hp 85 (9d10+36) 
Fort +7, Ref +10, Will +10; 
Immune poison; 
OFFENSE
Speed 30 ft. 
Melee 2 claws +14 (1d4+2 plus poison)
Ranged 2 quills +14 (1d4+2 plus poison)
Space 5 ft.Reach 5 ft.
Special Attacks sneak attack +3d6, spawn undead
Spell-Like Abilities (CL 10th; concentration +14) Constant-deathwatch, detect good, detect magic At Will-command undead (DC 16), produce flame 3/day-animate dead, death knell (DC 16), invisibility, ray of enfeeblement (DC 15), scare (DC 16) 1/day-nondetection (DC 17)
STATISTICS
Str 14, Dex 18, Con 19, Int 15, Wis 14, Cha 19; 
Base Atk 9; CMB 10; CMD 25
Feats Dodge, Iron Will, Mobility, Weapon Finesse, Weapon Focus (quill)
Skills Bluff +10, Heal +10, Knowledge (arcana) +11, Knowledge (religion) +11, Perception +13, Spellcraft +11, Stealth +16
Languages Common, Draconic, Infernal
SQ change shape (porcupine, beast shape II)
SPECIAL ABILITIES

Spawn Undead (Su) Any creature slain by a pukwudgie's poisonous quills rises in 24 hours as a zombie. Undead created by this ability are not immediately under the control of a pukwudgie, but they receive a -4 penalty on saves against a pukwudgie's control undead spell-like ability.

Poison (Su) Quill-injury; save Fort DC 18; frequency 1/round for 6 rounds; effect 1d3 Con damage; cure 2 consecutive saves. The save DC is Constitution-based.

Quills (Ex) A pukwudgie can fire two of its quills as a ranged attack as a standard action. These quills have a range increment of 40 feet. Any creature attacking a pukwudgie with light or one-handed melee weapons, natural weapons, or an unarmed strike takes 1d3 points of piercing damage. A creature that grapples a pukwudgie takes 2d4 points of piercing damage. Anyone who takes damage from these quills is also exposed to the pukwudgie's poison.

Skeletal redcaps (3) CR 4 
Pathfinder RPG Bestiary 288, Pathfinder RPG Bestiary 2 233 

NE Small undead 

Init +9; Senses darkvision 60 ft.; Perception +0 
DEFENSE 
AC 19, touch 16, flat-footed 14 (+2 armor, +5 Dex, +1 natural, +1 size) 

hp 36 each (8d8) 

Fort +2, Ref +7, Will +6 

DR 5/bludgeoning; Immune cold, undead traits 
OFFENSE 
Speed 60 ft. 

Melee Medium scythe +11/+6 (2d4+10/19–20) or 

2 claws +11 (1d3+8) 
TACTICS 
Before Combat The skeletal redcaps make no attempt to hide. They hold their ground against the advancing party. 

During Combat The skeletons try to stay upright and shield Marigana . They use their high speed and initiative to deal as much damage as possible to PCs who engage in melee. 

Morale Skeletal redcaps fight until destroyed. 
STATISTICS 
Str 18, Dex 21, Con —, Int —, Wis 10, Cha 10 

Base Atk +6; CMB +9; CMD 24 

Feats Improved Initiative 

SQ heavy weapons, red cap 
SPECIAL ABILITIES 
Heavy Weapons (Ex) A redcap can wield weapons sized for Medium creatures without penalty. 
Red Cap (Su) A skeletal redcap wears a tiny, shapeless woolen hat, dyed over and over with the blood of its victims. While wearing this cap, a skeletal redcap gains a +4 bonus on damage rolls (included in the above totals). Unlike living redcaps, a skeletal redcap doesn’t gain fast healing 3 from its cap. These benefits are lost if the cap is removed or destroyed. A skeletal redcap can never create a new cap or replace a lost one. Caps are non-transferable, even between skeletal redcaps.

