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The H Series
This adventure is part of the H series, being adventure H1‐1. The H series of adventures are
adventures that are intended to be humorous in nature, while still being actual adventures (as
opposed to mere unplayable parodies).
There is also the A series, which consists of adventures I am converting from AD&D and D&D
3.0/3.5 to Pathfinder. I am also working on the C series, which will be campaign adventures
written specifically for Pathfinder.

Monsters
Gorgon CR 8
XP 4,800
N Large magical beast
Init +4; Senses darkvision 60 ft., low‐light vision, scent; Perception +17
DEFENSE
AC 20, touch 9, flat‐footed 20 (+11 natural, –1 size)
hp 100 (8d10+56)
Fort +13, Ref +6, Will +7
OFFENSE
Speed 30 ft.
Melee gore +14 (2d8+7), 2 hooves +9 (1d6+3)
Space 10 ft.; Reach 5 ft.
Special Attacks breath weapon (60‐foot cone, turn to stone, Fortitude DC 21 negates), trample
(2d8+10, DC 21)
STATISTICS

Str 24, Dex 10, Con 24, Int 2, Wis 16, Cha 9
Base Atk +8; CMB +16; CMD 26
Feats Improved Initiative, Iron Will, Power Attack, Skill Focus (Perception)
Skills Perception +17
SPECIAL ABILITIES
Breath Weapon A gorgon can use its breath weapon once every 1d4+1 rounds to create a 60‐
foot cone of green gas. Those caught in the area of the gas can attempt a DC 21 Fortitude save
to resist the effects, but those who fail the save are immediately petrified. This petrification is
temporary—each round, a petrified creature can attempt a new DC 21 Fortitude save to
recover from the petrification as long as it is not caught within the area of effect of the gorgon's
breath weapon a second time while petrified. A creature exposed to the gorgon's breath a
second time while already petrified becomes permanently petrified, and can no longer attempt
to make additional Fortitude saves to recover naturally. The save DC is Constitution‐based.
Hell Hound CR 3
XP 800
LE Medium outsider (evil, extraplanar, fire, lawful)
Init +5; Senses darkvision 60 ft., scent; Perception +7
DEFENSE
AC 16, touch 11, flat‐footed 15 (+1 Dex, +5 natural)
hp 30 (4d10+8)
Fort +6, Ref +5, Will +1
Immune fire
Weaknesses vulnerability to cold
OFFENSE
Speed 40 ft.
Melee bite +5 (1d8+1 plus 1d6 fire)
Special Attacks breath weapon (10‐ft. cone, once every 2d4 rounds, 2d6 fire damage, Reflex DC
14 for half)
STATISTICS
Str 13, Dex 13, Con 15, Int 6, Wis 10, Cha 6
Base Atk +4; CMB +5; CMD 16 (20 vs. trip)
Feats Improved Initiative, Run
Skills Acrobatics +8, Perception +7, Stealth +13, Survival +7; Racial Modifiers +5 Stealth
Languages Infernal (cannot speak)
Sara the Nessian Warhound CR 9
XP 6,400
LE Large outsider (evil, extraplanar, fire, lawful)
Init +6; Senses darkvision 60 ft., scent; Perception +12
DEFENSE
AC 24, touch 11, flat‐footed 22 (+6 armor, +2 Dex, +7 natural, –1 size)
hp 126 (12d10+60)
Fort +13, Ref +10, Will +5

Immune fire
Weaknesses vulnerability to cold
OFFENSE
Speed 40 ft.
Melee bite +20 (2d6+12/19–20 plus 2d6 fire)
Space 10 ft.; Reach 10 ft.
Special Attacks breath weapon (30‐ft. cone, once every 1d4 rounds, 10d6 fire damage, Reflex
DC 21 half)
STATISTICS
Str 27, Dex 15, Con 21, Int 4, Wis 12, Cha 6
Base Atk +12; CMB +21; CMD 33 (37 vs. trip)
Feats Alertness, Improved Critical (bite), Improved Initiative, Skill Focus (Stealth, Survival),
Weapon Focus (bite)
Skills Acrobatics +16, Perception +12, Stealth +21, Survival +18; Racial Modifiers +5 Stealth
Languages Infernal
Treasure standard (+2 chain shirt barding)
Winter Wolf CR 5
XP 1,600
NE Large magical beast (cold)
Init +5; Senses darkvision 60 ft., low‐light vision, scent; Perception +11
DEFENSE
AC 17, touch 10, flat‐footed 16 (+1 Dex, +7 natural, –1 size)
hp 57 (6d10+24)
Fort +9, Ref +6, Will +3
Immune cold
Weaknesses vulnerability to fire
OFFENSE
Speed 50 ft.
Melee bite +10 (1d8+7 plus 1d6 cold and trip)
Space 10 ft.; Reach 5 ft.
Special Attacks breath weapon (every 1d4 rounds, 15‐ft. cone, 6d6 cold damage, Reflex half DC
17)
STATISTICS
Str 20, Dex 13, Con 18, Int 9, Wis 13, Cha 10
Base Atk +6; CMB +12; CMD 23 (27 vs. trip)
Feats Improved Initiative, Run, Skill Focus (Perception)
Skills Perception +11, Stealth +4 (+10 in snow), Survival +5; Racial Modifiers +2 Perception, +2
Stealth (+8 in snow), +2 Survival
Languages Common, Giant
Wolf, The Wolf of Vengeance
CR 12
Male Planar Wolf of Vengeance Monk 10
LN Medium Outsider (Native, Acid, Lawful)

Init +7; Senses Darkvision (60 feet), Scent; Perception +21
DEFENSE
AC 31, touch 22, flat‐footed 27 (+3 Dex, +9 natural, +1 deflection, +1 dodge)
hp 127 (4d10+10d8+42)
Fort +14, Ref +14, Will +12
Defensive Abilities Evasion, Improved Evasion; Immune disease, acid)
Weakness Vulnerability to Cold
OFFENSE
Spd 70 ft.
Melee Bite +17 (1d8+8+1D6 acid/20/x2)
Unarmed Strike +17/+12/+7 (1d10+6+1D6 acid/20/x2)
Special Attacks Breath weapon (10‐ft. cone, once every 2d4 rounds, Flurry of Blows
+8/+8/+3/+3, Ki Strike, Lawful, Ki Strike, Magic
STATISTICS
Str 20, Dex 16, Con 16, Int 12, Wis 18, Cha 12
Base Atk +11; CMB +19 (+21 Bull Rushing+21 Tripping); CMD 38 (40 vs. Bull Rush44 vs. Trip)
Feats Blind‐Fight, Combat Reflexes (4 AoO/round), Deflect Arrows, Dodge, Improved Bull Rush,
Improved Initiative, Improved Trip, Improved Unarmed Strike, Mobility, Monk Weapon
Proficiencies, Run, Spring Attack, Stunning Fist (11/day) (DC 21), Vital Strike
Skills Acrobatics +20, Bluff +6, Climb +9, Escape Artist +7, Intimidate +10, Perception +21, Sense
Motive +16, Stealth +25, Survival +21, Swim +21
Languages Common, Infernal (can't speak)
SQ AC Bonus +6, Fast Movement (+30'), High Jump (+10) (Ex), Ki Defense (Su), Ki Pool (Su),
Maneuver Training (Ex), Purity of Body (Ex), Slow Fall 50' (Ex), Still Mind (Ex), Stunning Fist
(Stun, Fatigue, Sicken) (Ex), Unarmed Strike (1d10), Wholeness of Body (10 HP/use) (Su)
Other Gear Amulet of Mighty Fists +1, Ioun Stone, Dusty Rose Prism, Ring of Protection, +1
SPECIAL ABILITIES
AC Bonus +6 The Monk adds his Wisdom bonus to AC and CMD, more at higher levels.
Blind‐Fight Re‐roll misses because of concealment, other benefits.
Breath weapon (30‐ft. cone, once every 2d4 rounds, 4d6 acid damage, Ref. half) (DC 20)
Combat Reflexes (4 AoO/round) You may make up to 4 attacks of opportunity per round, and
may make them while flat‐footed.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Deflect Arrows Deflect an incoming arrow once per round.
Evasion (Ex) If you succeed at a Reflex save for half damage, you take none instead.
Fast Movement (+30') The Monk adds 10 or more feet to his base speed.
Flurry of Blows +8/+8/+3/+3 (Ex) Make Flurry of Blows attack as a full action.
High Jump (+10) (Ex) +10 to Acrobatics checks made to jump.
Immunity to Disease You are immune to diseases.
Immunity to Fire You are immune to fire damage.
Improved Bull Rush Bull Rush at +2 to push back. No attack of opportunity.
Improved Evasion (Ex) If you succeed at a Reflex save for half damage, you take none instead. If
you fail you take half damage.

Improved Trip You Trip at +2 and don't cause an attack of opportunity.
Improved Unarmed Strike Unarmed strikes don't cause attacks of opportunity, and can be
lethal.
Ki Defense (Su) A monk can spend 1 point from his ki pool to give himself a +4 dodge bonus to
AC for 1 round.
Ki Pool (Su) You have a ki pool equal to 1/2 your monk level + your Wisdom modifier.
Ki Strike, Lawful (Su) At 10th level, a monk's unarmed attacks are also treated as lawful
weapons for the purpose of overcoming damage reduction.
Ki Strike, Magic (Su) At 4th level, ki strike allows a monk's unarmed attacks to be treated as
magic weapons for the purpose of overcoming damage reduction.
Maneuver Training (Ex) CMB = other BABs + Monk level
Mobility +4 to AC against some attacks of opportunity.
Purity of Body (Ex) At 5th level, a monk gains immunity to all diseases, including supernatural
and magical diseases.
Run You run faster than normal.
Scent (Ex) Detect opponents within 15+ feet by sense of smell.
Slow Fall 50' (Ex) Treat a fall as shorter than normal if within arm's reach of a wall.
Spring Attack You can move ‐ attack ‐ move when attacking with a melee weapon.
Still Mind (Ex) +2 to saves against enchantment spells and effects.
Stunning Fist (11/day) (DC 21) You can stun an opponent with an unarmed attack.
Stunning Fist (Stun, Fatigue, Sicken) (Ex) At 1st level, the monk gains Stunning Fist as a bonus
feat, even if he does not meet the prerequisites. At 4th level, and every 4 levels thereafter, the
monk gains the ability to apply a new condition to the target of his Stunning Fist. This conditio
Unarmed Strike (1d10) The Monk does lethal damage with his unarmed strikes.
Vital Strike Standard action: x2 weapon damage dice.
Vulnerability to Cold You are vulnerable (+50% damage) to Cold damage.
Wholeness of Body (10 HP/use) (Su) Self‐heal monk level in damage for 2 Ki points.
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Monologue (Ex) Wolf can tell his story as a free action, before initiative is rolled.
Description As a bold young pup, Wolf dreamed of being the animal companion to a brave and
heroic ranger. When a ranger adopted him, it seemed that Wolf’ dream had come true‐but it
was, sadly, not to be. During one adventure, one of the ranger’s companions “accidentally”
caught Wolf within the burst of an acid fireball, killing Wolf. As his soul went upwards to the
heavens (all good wolves go to heaven) he learned that he had been betrayed—his ranger
decided that he no longer wanted an animal companion and switched his class feature to
optimize his build. Informed of this murder and betrayal, the League of Extraordinary Animal
Companions took action: they resurrected Wolf from the dead and, as they had done on too
many other occasions, remade an animal companion into an instrument of vengeance. Wolf’s
flesh was replaced with the material of the outer planes and his fur replaced with plates of
planar metal. Because of the nature of his death, he was imbued with acid, granting him a
breath weapon, acid damage and a cool green glow (that he can suppress at will when he needs
to sneak). After his rebirth, he trained intensely with the best animal companions under the

guidance of Doctor Whiskerpants, the greatest animal companion of all. Forged into an
instrument of vengeance, Wolf was sent on his mission‐to bring justice and pain to those who
betrayed him. He also works part time as a guardian of the golden cow. In combat Wolf will use
his monk abilities to the fullest, focusing his attacks on spellcasters first.

NPCs
NITNITNIR
CR 11
Male Archon, Hound Paladin 8
LG Medium Outsider (Archon, Extraplanar, Good, Lawful)
Init +4; Senses Darkvision (60 feet), Low‐Light Vision, Scent; Perception +11
Aura Aura of Menace (20 feet) (DC 23)
DEFENSE
AC 29, touch 10, flat‐footed 29 (+10 armor, +9 natural)
hp 127 (14d10+28)
Fort +17, Ref +11, Will +16
Defensive Abilities Poison Resistance +4; DR 10/evil; Immune charm, fear, disease, electricity,
petrification; SR 15
OFFENSE
Spd 30 ft.
Melee +1 Greatsword +20/+15/+10 (2d6+7/19‐20/x2)
Bite (Archon, Hound) +13 (1d8+2/20/x2)
Masterwork Dagger +19/+14/+9 (1d4+4/19‐20/x2)
Slam (Archon, Hound) +13 (1d4+2/20/x2) and
Ranged +1 Longbow, Composite (Str +2) +15/+10/+5 (1d8+3/20/x3)
Special Attacks Smite Evil (3/day)
Spell‐Like Abilities Aid (At will), Continual Flame (At will), Detect Evil (At will), Detect Evil
(Constant), Greater Teleport (At will), Magic Circle against Evil (Constant), Message (At will)
Paladin Spells Known (CL 5, 18 melee touch, 14 ranged touch):
2 (2/day) Resist Energy (DC 16), Resist Energy (DC 16)
1 (2/day) Protection from Evil (DC 15), Restoration, Lesser (DC 15)
STATISTICS
Str 18, Dex 10, Con 14, Int 10, Wis 14, Cha 18
Base Atk +14; CMB +18; CMD 28
Feats Cleave, Extra Channel, Extra Lay on Hands, Improved Initiative, Iron Will, Power Attack
‐4/+8, Weapon Focus: Greatsword
Skills Acrobatics +3, Bluff +8, Climb ‐2, Diplomacy +8, Escape Artist ‐6, Fly ‐6, Heal +6, Intimidate
+13, Knowledge (Nobility) +4, Knowledge (Planes) +4, Knowledge (Religion) +4, Perception +11,
Ride ‐6, Sense Motive +19, Spellcraft +4, Stealth +8, Survival +15, Swim ‐2
Languages Celestial, Draconic, Infernal; Truespeech
SQ Aura of Courage (10' radius) (Su), Aura of Good (Ex), Aura of Resolve (10' radius) (Su),
Change Shape (any Small to Large canine, beast shape II) (Su), Divine Grace (Su), Divine Weapon
+2 (8 minutes) (1/day) (Sp), Lay on Hands (4d6) (10/day) (Su), Mercy: Diseased (Su), Mercy:

Sickened (Su), Paladin Channel Positive Energy 4d6 (7/day) (DC 18) (Su)
Combat Gear +1 Full Plate, +1 Greatsword, +1 Longbow, Composite (Str +2), Masterwork
Dagger;
SPECIAL ABILITIES
Aura of Courage (10' radius) (Su) You are immune to Fear. Allies within 10 feet save at +4 vs
Fear.
Aura of Good (Ex) The paladin has an Aura of Good with power equal to her class level.
Aura of Menace (20 feet) (DC 23) (Su) Hostile creatures must save or take a ‐2 to attacks, AC,
and saves for 24 hours.
Aura of Resolve (10' radius) (Su) You are immune to charm spells, your allies gain a +4 bonus to
saves vs. charm.
Change Shape (any Small to Large canine, beast shape II) (Su) You can change your form.
Cleave If you hit your first target, attack an adjacent target at the same attack bonus in
exchange for ‐2 AC.
Damage Reduction (10/evil) You have Damage Reduction against all except Evil attacks.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Detect Evil (At will) (Sp) You can use Detect Evil at will (as the spell).
Divine Grace (Su) You gain your Charisma Bonus as a bonus to all saving throws.
Divine Weapon +2 (8 minutes) (1/day) (Sp) You can enhance your weapon for 1 minute per
level one or more times per day.
Greater Teleport (At will) (Su) Archons can use greater teleport at will, as the spell (caster level
14th), except that the creature can transport only itself and up to 50 pounds of carried objects.
Immune to Charm You are immune to charm effects.
Immune to Fear (Ex) You are immune to all fear effects.
Immunity to Disease You are immune to diseases.
Immunity to Electricity You are immune to electricity damage.
Immunity to Petrification You are immune to Petrification.
Lay on Hands (4d6) (10/day) (Su) You can heal 4d6 damage, 10/day
Low‐Light Vision See twice as far as a human in low light, distinguishing color and detail.
Mercy: Diseased (Su) When you use your lay on hands ability, it also removes disease, as per
the remove disease spell at a caster level of your Paladin level.
Mercy: Sickened (Su) When you use your lay on hands ability, it also removes the sickened
condition.
Paladin Channel Positive Energy 4d6 (7/day) (DC 18) (Su) A good cleric can channel positive
energy to heal the living and injure the undead; an evil cleric can channel negative energy to
injure the living and heal the undead.
Poison Resistance +4 (Ex) You have the listed resistance to poison.
Power Attack ‐4/+8 You can subtract from your attack roll to add to your damage.
Scent (Ex) Detect opponents within 15+ feet by sense of smell.
Smite Evil (3/day) (Su) +4 to hit, +8 to damage, +4 deflection bonus to AC when used.
Spell Resistance (15) You have Spell Resistance.
Truespeech (Su) Speak with any creature that has a language.
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Description: Nitnitnir is a hound archon paladin and is typical of his kind. He has been
assigned to watch over the golden cow, in addition to his usual duties (such as killing evil
things). For a paladin, he is not very up‐tight and enjoys a good glass of milk‐sometimes he even
goes a bit wild by adding some cocoa powder to it.
GATO DIABLO RATA CR 10
Male Catfolk Rogue 10
NE Medium Humanoid (Catfolk, Shapechanger)
Init +8; Senses Low‐Light Vision, Scent; Perception +17
DEFENSE
AC 23, touch 15, flat‐footed 18 (+4 armor, +1 shield, +4 Dex, +3 natural, +1 dodge)
hp 75 (10d8+20)
Fort +5, Ref +11, Will +5
Defensive Abilities Evasion, Improved Evasion, Improved Uncanny Dodge (Lv >=14), Trap Sense
+3; DR 5/silver
OFFENSE
Spd 30 ft.
Melee +1 Shortsword +11/+6 (1d6+3/19‐20/x2)
Bite (Wererat, Dire, Afflicted) +6 (1d4+1/20/x2)
Masterwork Shortsword +11 (1d6+1/19‐20/x2)
Ranged Masterwork Shortbow, Composite (Str +0) +12/+7 (1d6/20/x3)
Special Attacks Filth Fever (Disease) (DC 17), Sneak Attack +5d6
STATISTICS
Str 12/14, Dex 18, Con 10/15, Int 12, Wis 10/15, Cha 10
Base Atk +7; CMB +9; CMD 24
Feats Dodge, Improved Initiative, Mobility, Quick Draw, Rogue Weapon Proficiencies, Spring
Attack, Two‐weapon Defense, Two‐weapon Fighting, Weapon Finesse, Weapon Focus:
Shortsword
Skills Acrobatics +17, Appraise +7, Bluff +13, Climb +15, Diplomacy +7, Disable Device +22,
Disguise +4, Escape Artist +10, Intimidate +4, Knowledge (Dungeoneering) +6, Knowledge
(Local) +6, Perception +17, Sense Motive +15, Sleight of Hand +10, Stealth +19, Survival +4,
Swim +6, Use Magic Device +13
Languages Catfolk, Common, Elven
SQ Cat's Luck (1/day) (Ex), Change Forms (Su), Lycanthropic Empathy +14 (Ex), Sprinter (Ex),
Trapfinding +5
Combat Gear +1 Shortsword, +2 Leather, Masterwork Shortbow, Composite (Str +0),
Masterwork Shortsword; Other Gear Amulet of Natural Armor +1, Bag of Holding I (empty)
SPECIAL ABILITIES
Cat's Luck (1/day) (Ex) Can roll 2d20 for a Reflex save and take better result.
Change Forms (Su) Change into Hybrid or Animal forms.
Damage Reduction (5/silver) You have Damage Reduction against all except Silver attacks.
Evasion (Ex) If you succeed at a Reflex save for half damage, you take none instead.
Filth Fever (Disease) (DC 17) (Ex) Bite—injury; save Fort; onset 1d3 days; frequency 1/day;

effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves. The save DC is
Constitution‐based.
Improved Evasion (Ex) If you succeed at a Reflex save for half damage, you take none instead. If
you fail you take half damage.
Improved Uncanny Dodge (Lv >=14) (Ex) Retain DEX bonus to AC when flat‐footed. You cannot
be flanked unless the attacker is Level 14+.
Low‐Light Vision See twice as far as a human in low light, distinguishing color and detail.
Lycanthropic Empathy +14 (Ex) Improve the attitude of your type of animal, as if using
Diplomacy.
Mobility +4 to AC against some attacks of opportunity.
Quick Draw Draw a weapon as a free action. Throw at full rate of attacks.
Scent (Ex) Detect opponents within 15+ feet by sense of smell.
Sneak Attack +5d6 +5d6 damage if you flank your target or your target is flat‐footed.
Spring Attack You can move ‐ attack ‐ move when attacking with a melee weapon.
Sprinter (Ex) +10 ft to speed when charge, run, or withdraw.
Trap Sense +3 (Ex) +3 bonus on reflex saves and AC against traps.
Trapfinding +5 +5 to find or disable traps.
Two‐weapon Defense +1 to AC while wielding 2 weapons. +2 when doing so defensively.
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Description Gato Diablo was once a thief with a conscience: he only stole from evil beings and
would often share a portion of his gains with those who were less fortunate. His main dream in
life was to find the location of the golden cow and restore it to the cats of the world. After years
of adventuring, he managed to learn the location of the Dungeon of Leche and was preparing to
gather a party of catfolk to reclaim the cow. Unfortunately for him, he ran afoul of the Sewer
Gang, a guild composed of wererat rogues. After torturing him for days with savage bites, he
eventually became infected and transformed into a wererat. This altered his outlook on things
considerably‐while his goal is to find the golden cow, he intends to destroy it at the command
of his wererat masters. Gato Diablo still struggles against his new outlook and might be briefly
won over back to his true nature by a suitable Diplomacy check (DC 25). He favors a hit and run
approach to combat and makes full use of spring attack at every opportunity. He only remains
in one place in battle in order to flank and launch an all‐out sneak attack offensive.
The THREE WERERAT BOTHERS
CR 6
Male Human Rogue 6
NE Medium Humanoid (Human, Shapechanger)
Init +3; Senses Low‐Light Vision, Scent; Perception +11
DEFENSE
AC 18, touch 14, flat‐footed 14 (+2 armor, +3 Dex, +2 natural, +1 dodge)
hp 47 (6d8+12)
Fort +4, Ref +8, Will +4
Defensive Abilities Evasion, Trap Sense +2, Uncanny Dodge; DR 10/silver
OFFENSE
Spd 20 ft.

Melee Bite (Wererat, Dire, Natural) +2 (1d4/20/x2)
Masterwork Dagger +6 (1d4/19‐20/x2)
Masterwork Rapier +6 (1d6+1/18‐20/x2)
Special Attacks Bleeding Attack +3, Curse of Lycanthropy (DC 15), Filth Fever (Disease) (DC 15),
Sneak Attack +3d6
STATISTICS
Str 10/12, Dex 15/17, Con 10/15, Int 12, Wis 12/15, Cha 10
Base Atk +4; CMB +5; CMD 19
Feats Blind‐Fight, Dodge, Mobility, Rogue Weapon Proficiencies, Two‐weapon Fighting, Weapon
Finesse
Skills Acrobatics +9, Appraise +10, Bluff +9, Climb +7, Diplomacy +9, Disguise +7, Escape Artist
+9, Fly +0, Intimidate +4, Perception +11, Ride +0, Sense Motive +11, Sleight of Hand +9, Stealth
+9, Swim +2
Languages Catfolk, Common
SQ Change Forms (Su), Fast Stealth (Ex), Lycanthropic Empathy +10 (Ex), Trapfinding +3
Combat Gear Leather, Masterwork Dagger, Masterwork Rapier;
SPECIAL ABILITIES
Bleeding Attack +3 (Ex) Sneak attacks also deal 3 bleed damage per round.
Blind‐Fight Re‐roll misses because of concealment, other benefits.
Change Forms (Su) Change into Hybrid or Animal forms.
Curse of Lycanthropy (DC 15) (Su) Bitten enemy must pass DC 15 Fortitude save or contract
lycanthropy.
Damage Reduction (10/silver) You have Damage Reduction against all except Silver attacks.
Evasion (Ex) If you succeed at a Reflex save for half damage, you take none instead.
Fast Stealth (Ex) You may move at full speed while using the Stealth skill without penalty.
Filth Fever (Disease) (DC 15) (Ex) Bite—injury; save Fort; onset 1d3 days; frequency 1/day;
effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves. The save DC is
Constitution‐based.
Low‐Light Vision See twice as far as a human in low light, distinguishing color and detail.
Lycanthropic Empathy +10 (Ex) Improve the attitude of your type of animal, as if using
Diplomacy.
Mobility +4 to AC against some attacks of opportunity.
Scent (Ex) Detect opponents within 15+ feet by sense of smell.
Sneak Attack +3d6 +3d6 damage if you flank your target or your target is flat‐footed.
Trap Sense +2 (Ex) +2 bonus on reflex saves and AC against traps.
Trapfinding +3 +3 to find or disable traps.
Uncanny Dodge (Ex) Retain Dex bonus to AC when flat‐footed.
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Description: The three rat brothers are identical triplets who have the annoying tendency to
finish each other’s’ sentences while speaking. They have a deep and abiding hatred of cats,
mainly because they were previously the four rat brothers. The fourth brother was gutted and
eaten by a druid’s tiger companion during a bungled attempt at a woodland mugging.

New Monsters
Bessie the Golden Cow CR 8
XP 4,800
N Large magical beast
Init +4; Senses darkvision 60 ft., low‐light vision, scent; Perception +17
DEFENSE
AC 20 touch 9, flat‐footed 20 (+11 natural, –1 size)
hp 100 (8d10+56)
Fort +13, Ref +6, Will +7
OFFENSE
Speed 30 ft.
Melee gore +14 (2d8+7), 2 hooves +9 (1d6+3)
Space 10 ft.; Reach 5 ft.
Special Attacks breath weapon (60‐foot cone, turn to salt, Fortitude DC 21 negates), trample
(2d8+10, DC 21)
STATISTICS
Str 24, Dex 10, Con 24, Int 2, Wis 16, Cha 9
Base Atk +8; CMB +16; CMD 26
Feats Improved Initiative, Iron Will, Power Attack, Skill Focus (Perception)
Skills Perception +17
ECOLOGY
Environment temperate plains, rocky hills, and underground
Organization Unique
Treasure none
SPECIAL ABILITIES
Breath Weapon The golden cow can use its breath weapon once every 1d4+1 rounds to create
a 60‐foot cone of white gas. Those caught in the area of the gas can attempt a DC 21 Fortitude
save to resist the effects, but those who fail the save are immediately petrified into salt. This
petrification is temporary—each round, a petrified creature can attempt a new DC 21 Fortitude
save to recover from the petrification as long as it is not caught within the area of effect of the
cow's breath weapon a second time while petrified. A creature exposed to the cows's breath a
second time while already petrified becomes permanently petrified, and can no longer attempt
to make additional Fortitude saves to recover naturally. The save DC is Constitution‐based.
Magical Milk Each morning the golden cow can be milked for 30 liters of milk. This milk is the
finest in the world. Using the milk in recipes provides a +4 circumstance bonus on cooking skill
checks. Drinking a glass of this milk “does a body good”, granting a +4 enhancement bonus to
Constitution for 24 hours. The remainder of the day the cow can magically produce milk as fast
as she can be milked. This milk is delicious, nutritious and clean but lacks the special properties
of the first 30 liters of the day.
Description The golden cow was created as a magical gift to the cats and cat folks as a reward
for their aid in the wars against the demons. She is a magical, pleasant‐tempered creature—
while she might appear to be a construct at first glance, beneath the golden skin she is made of

flesh and bone. The golden cow derives its sustenance from plants, like a normal cow. While
not aggressive, the golden cow will fight to defend herself. In addition to her prowess in
physical combat, she can also breathe forth a mist that transforms victims into salt. While she is
not malicious or vengeful, she does love salt and petrified victims will typically be shortly licked
down to mere nubs. While her milk makes her a creature of great value, her hide is made of
magical gold leather worth 4,000 gp. It can be used to make hide, leather or studded leather
armor (there is enough hide for one medium sized suit). Such armor is golden in hue and
provides an additional +1 armor bonus over and above that of normal armor.

Butter Golem
A human sized figure, carved from butter, lurches forward on its wooden boots.
Butter Golem CR 3
XP 800
N Medium construct
Init ‐1; Senses darkvision 60 ft., low‐light vision; Perception +0
DEFENSE
AC 15, touch 9, flat‐footed 15 (‐1 Dex, +6 natural)
hp 42 (4d10+20)
Fort +1, Ref +0, Will +1
Immune construct traits, magic
Weaknesses vulnerable to fire
Buttery
OFFENSE
Speed 30 ft.
Melee slam +6 (1d6+3)
STATISTICS
Str 14, Dex 9, Con ‐‐, Int ‐‐, Wis 11, Cha 1
Base Atk +4; CMB +6; CMD 15
SPECIAL ABILITIES
Immunity to Magic (Ex) A butter golem is immune to any spell or spell‐like ability that allows
spell resistance, with the exception of spells and spell‐like abilities that have the fire descriptor.
In addition, certain spells and effects function differently against the creature, as noted below.
A magical attack that deals fire damage slows a butter golem (as the slow spell) for 2d6 rounds
(no save). In addition, for 3 rounds after being afflicted with fire damage, every time a butter
golem uses its slam attack, it deals an additional 1d4 points of fire damage due to the hot
butter. During this time, any attempt to grapple a butter golem suffers from a ‐10 circumstance
penalty. Should the golem attempt to grapple, it also suffers from this penalty.
A magical attack that deals cold damage breaks any slow effect on the golem and heals 1 point
of damage for each 3 points of damage the attack would otherwise deal. If the amount of
healing would cause the golem to exceed its full normal hit points, it gains any excess as
temporary hit points. A butter golem gets no saving throw against cold effects.

Buttery (Ex) A butter golem is buttery, making it difficult to grapple. A butter golem has a +4
butter bonus to its CMD when defending against a grapple attempt or trying to break a grapple.
However, it has a ‐4 butter penalty when attempting to grapple.
ECOLOGY
Environment any
Organization solitary or box (2–4)
Treasure none
Description Butter golems are human sized golems constructed from butter. They are always
given boots, often wooden, to keep them from collecting debris from the ground and to
prevent them from slipping.
Construction
The construction of a butter golem requires a block of solid butter large enough to carve a
human sized figure. A butter golem can be sculpted crudely or finely. A crude butter golem
requires the creator to make a Craft (sculptures) check, with butter golems resembling specific
races or individuals requiring higher DCs..
Butter Golem
CL 9th; Price 14,000 gp
Requirements Craft Construct, animate objects, geas/quest, limited wish, silent image, creator
must be caster level 9th; Skill Craft (sculptures) DC 18 (DC 25 if the creator wants the golem to
look like a member of a particular race; DC 30 if the creator wants the golem to look like a
specific individual); Cost 7,000 gp

Cheese Golem
A mountain of cheese that walks like a man‐a terrible mixture of deliciousness and destruction.
Cheese Golem
CR 9
XP 6,400
N Large construct
Init –1; Senses darkvision 60 ft., low‐light vision; Perception +0
DEFENSE
AC 24, touch 8, flat‐footed 24 (–1 Dex, +16 natural, –1 size)
hp 101 (13d10+30)
Fort +4, Ref +3, Will +4
DR 10/adamantine and slashing; Immune construct traits, magic
OFFENSE
Speed 20 ft.
Melee 2 slams +19 (2d10+7 plus cheese wound)
Space 10 ft.; Reach 10 ft.
Special Attacks cheese wound
STATISTICS
Str 24, Dex 9, Con —, Int —, Wis 11, Cha 1
Base Atk +13; CMB +21; CMD 30
SPECIAL ABILITIES

The Power of Cheese (Ex): All creatures within a 30‐foot radius that see a cheese golem must
make a DC 16 Will save or be fascinated for 1d4 rounds. Whether or not the save is successful,
that creature cannot be affected again by the same cheese golem’s ability for 24 hours. The
save DC is Constitution‐based.
Cheese Wound (Ex) Each time a creature is wounded by a cheese golem, a swarm of mice will
appear from nowhere and attempt to consume the cheese from the wounds, most likely
harming the creature in the process. A mouse swarm will vanish as mysteriously as it appeared
1D4 rounds after its appearance.
Immunity to Magic (Ex) A cheese golem is immune to any spell or spell‐like ability that allows
spell resistance. In addition, certain spells and effects function differently against the creature,
as noted below.
A magical attack that deals fire damage softens a cheese golem, lowering its natural armor
bonus to +8 for 1D6 rounds (no save). A magical attack that deals cold damage breaks any
softening effect on the golem and hardens its cheese body. This increases its natural armor by
+4 but also causes it to act as if under the effect of a slow spell. The natural armor bonus and
slow effect last 1D6 rounds. A cheese golem gets no saving throw against cold effects.
ECOLOGY
Environment any
Organization solitary or gang (2–4)
Treasure None
Construction
A cheese golem's body must be sculpted from a block of cheese weighing at least 1,000
pounds, treated with rare oils and spices worth 1,500 gp.
CL 11th; Price 41,500 gp
Requirements Craft Construct, animate objects, bless, commune, prayer, resurrection, creator
must be caster level 11th; Skill Craft (sculptures) DC 16; Cost 21,500 gp

Cheese Hungering Mouse Swarm
A roiling mass of gray bodies‐hunger for cheese made manifest in the flesh.
Cheese Hungering Mouse Swarm CR 1
XP 400
N Tiny animal (swarm)
Init +6; Senses low‐light vision, scent; Perception +8
DEFENSE
AC 14, touch 14, flat‐footed 12 (+2 Dex, +2 size)
hp 16 (3d8+3)
Fort +4, Ref +5, Will +2
Defensive Abilities swarm traits
OFFENSE
Speed 15 ft., climb 15 ft., swim 15 ft.
Melee swarm (1d3)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 12)
STATISTICS

Str 2, Dex 15, Con 13, Int 2, Wis 13, Cha 2
Base Atk +2; CMB —; CMD —
Feats Improved Initiative, Skill Focus (Perception)
Skills Acrobatics +6, Climb +10, Perception +8, Stealth +14, Swim +10; Racial Modifiers uses Dex
to modify Climb and Swim
ECOLOGY
Environment any
Organization solitary,)
Treasure none
SPECIAL ABILITIES
Distraction (Ex) A creature with this ability can nauseate the creatures that it damages. Any
living creature that takes damage from a creature with the distraction ability is nauseated for 1
round; a Fortitude save DC 12 negates the effect.
Description A mouse swarm consists of a biting, roiling mass of hundreds of mice driven to
uncharacteristic heights of aggression by fantastic and overwhelming hunger for cheese.

Golem, Ice Cream
Ice cream sculpted into the crude shape of a humanoid; high‐calorie death on the move.
Ice Golem
CR 5
XP 1,600
N Medium construct (cold)
Init –1; Senses darkvision 60 ft., low‐light vision; Perception +0
DEFENSE
AC 17, touch 9, flat‐footed 17 (–1 Dex, +8 natural)
hp 53 (6d10+20)
Fort +2, Ref +1, Will +2
DR 5/adamantine; Immune construct traits, cold, magic
Weaknesses vulnerability to fire
OFFENSE
Speed 30 ft.
Melee 2 slams +9 (1d6+3 plus 1d6 cold)
Special Tempting treat (DC 13 Will save), brain freeze (DC 13 Fortitude save) cold (1d6),
Delicious Death
STATISTICS
Str 16, Dex 9, Con —, Int —, Wis 11, Cha 1
Base Atk +6; CMB +9; CMD 18
SPECIAL ABILITIES
Cold (Ex) An ice cream golem's body generates intense cold, dealing 1d6 points of damage with
its touch. Creatures attacking an ice cream golem with unarmed strikes or natural weapons take
this same cold damage each time one of their attacks hits.
Tempting Treat(Ex) As a swift action, an ice cream golem can toss an ice cream cone to any
creature within 30 feet. A creature receiving an ice cream must make a DC 13 Will save or
spend 1D4 rounds consuming the ice cream cone. The creature takes no other action, but is

not considered helpless. Whether or not the save is successful, that creature cannot be affected
again by the same ice cream golem’s ability for 24 hours. The save DC is Constitution‐based.
Brain Freeze(Ex) Each round that a creature consumes ice cream from the golem, it must make
a DC 13 Fortitude save or spend 1D6 rounds suffering from a brain freeze (treat as the sickened
condition).
Delicious Death (Ex) When reduced to 0 hit points, an ice golem is reduced to a mass of
delicious ice cream. All creatures within 30 feet of the golem must make a DC 13 Will save or
spend 1D8 rounds consuming the ice cream, thus risking brain freeze. The save DC is
Constitution‐based.
Immunity to Magic (Ex) An ice cream golem is immune to any spell or spell‐like ability that
allows spell resistance, with the exception of spells and spell‐like abilities that have the Fire
descriptor, which affect it normally. In addition, certain spells and effects function differently
against the creature, as noted below. A magical attack that deals cold damage breaks any slow
effect on the golem and heals 1 point of damage for every 3 points of damage the attack would
otherwise deal. If the amount of healing would cause the golem to exceed its full normal hit
points, it gains any excess as temporary hit points. An ice golem gets no saving throw against
cold effects.
ECOLOGY
Environment any cold
Organization solitary or Sundae (2–4)
Treasure none
Construction
An ice cream golem's body must be constructed from a large mass of ice cream weighing at
least 1,000 pounds. The ice cream must be made with magical ingredients and flavorings worth
at least 500 gp.
CL 12th; Price 18,500 gp
Requirements Craft Construct, chill touch, cone of cold, geas/quest, ice storm, resist energy
(cold), creator must be caster level 12th; Skill Craft (sculptures) DC 17; Cost 9,500 gp
Description Ice cream golems are humanoid figures shaped from the finest ice cream and
animated to serve some terrible purpose. Ice cream golems cannot speak, but the faint sound
of music can often be heard before they approach. An ice cream golem stands 7 feet tall and
weighs 500 pounds.
Yogurt Ooze
A mass of yogurt oozes across the floor, seeking flesh.
Yogurt Ooze CR 5
XP 1,600
N Large ooze
Init –5; Senses blindsight 60 ft.; Perception –5
DEFENSE
AC 4, touch 4, flat‐footed 4 (–5 Dex, –1 size)
hp 63 (6d8+36)
Fort +8, Ref –3, Will –3

Defensive Abilities split; Immune mind‐affecting effects, ooze traits, slashing and piercing
damage
OFFENSE
Speed 10 ft., climb 10 ft.
Melee slam +5 (2d4+3 plus disease and grab)
Space 10 ft.; Reach 5 ft.
Special Attacks constrict (2d4+3 plus disease)
STATISTICS
Str 14, Dex 1, Con 22, Int —, Wis 1, Cha 1
Base Atk +4; CMB +7 (+11 grapple); CMD 12 (can't be tripped)
Skills Climb +10
ECOLOGY
Environment Supermarkets
Organization solitary or pack (2‐6)
Treasure none
SPECIAL ABILITIES
Yogurt Consumption(Ex) Disease—slam; save Fort DC 19 onset 1 minute; frequency 1/day;
effect 1d6 Constitution damage and 1d6 Charisma damage; cure 2 consecutive saves. The save
DC is Constitution‐based. A yogurt ooze contains untold trillions of magical bacteria and when it
strikes a foe it can infect them with Yogurt Consumption. A creature that dies of Yogurt Wasting
becomes a yogurt ooze and immediately begins searching for new victims.
Split (Ex) Slashing weapons, piercing weapons, and electricity attacks deal no damage to a
yogurt ooze. Instead the creature splits into two identical oozes, each with half of the original
creature's current hit point total, rounded down. An ooze with 10 hit points or less cannot be
further split and dies if reduced to 0 hit points.
Description Sometimes mistaken as a weird variant of the ochre jelly, a yogurt ooze is a whitish
mass of unnatural yogurt. The typical yogurt ooze stands about 6 inches tall, spread out to a
little over 10 feet in diameter, and weighs upward of 2,600 pounds. When in combat, they tend
to pile up upon themselves and exude long, dripping pseudopods to slam and grapple anything
that moves. While most yogurt oozes are plain or vanilla, adventurers do speak of encounters
with varieties containing fruit and some even speak of a frozen variant. As might be imagined,
the most awful version is fat free.
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