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The A Series
This adventure is part of the A series, being adventure A4‐3. This series 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. The H series is devoted to playable adventures with a
strong element of humor.

Random Encounters
Ghoul 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 +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (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 13, Wis 14, Cha 14
Base Atk +1; CMB +2; CMD 14
Feats Weapon Finesse
Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3
Languages Common
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.

Scarab Swarm
CR 3XP 800
N Diminutive vermin (swarm)
Init +4; Senses darkvision 60 ft.; Perception +4
DEFENSE
AC 18, touch 18, flat‐footed 14; (+4 Dex, +4 size)
hp 21 (6d8‐6)
Fort +4, Ref +6, Will +2
Defensive Abilities swarm traits; Immune weapon damage
Weakness swarm traits
OFFENSE
Speed 10 ft., fly 30 ft. (poor)
Melee swarm (2d6)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 12)
STATISTICS
Str 1, Dex 19, Con 8, Int —, Wis 10, Cha 2
Base Atk +4; CMB —; CMD —
Skills Fly +6, Perception +4; Racial Modifiers +4 Perception
SQ swarm traits, vermin traits
ECOLOGY
Environment Warm Desert
Organization solitary, cloud (2‐7 swarms), plague (11‐20 swarms)
Treasure none
Description: A scarab beetle swarm is a mass of flying and crawling beetles. Desert legends claim that they are possessed by the
souls of those who died of thirst in the trackless wastes of the desert. While almost certainly not true, it would explain their almost
unnatural voracity.
Ghost Scorpion CR 1/2
XP 200
N Small vermin
Init +0; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4
DEFENSE
AC 12, touch 11, flat‐footed 12 (+1 natural, +1 size)
hp 13 (2d8+4)
Fort +5, Ref +0, Will +0
Immune mind‐affecting effects
OFFENSE
Speed 30 ft.
Melee 2 claws +2 (1d3), sting +2 (1d3 plus poison)
Special Attacks pounce
STATISTICS
Str 10, Dex 11, Con 14, Int —, Wis 10, Cha 2
Base Atk +1; CMB +0; CMD 10 (22 vs. trip)
Skills Perception +4, Stealth +8; Racial Modifiers +4 Perception, +4 Stealth
SPECIAL ABILITIES
Poison (Ex) Sting—injury; save Fort DC 13; frequency 1/round for 4 rounds; effect 1 Str damage; cure 1 save.

Zombie, Desert
Human Zombie CR 1/2
XP 200
NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 10, flat‐footed 14 (+4 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
Immune undead traits
Weaknesses vulnerable to fire.
OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+4)
Special Attacks breath weapon (15‐ft. cone , DC 11, blindess)
STATISTICS
Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats ToughnessB
Special Qualities staggered
ECOLOGY
Environment desert
Organization any
Treasure none
Description: These creatures look like desiccated human corpses. They look similar in many respects to mummies and might be
mistaken as such by inexperienced adventures. These zombies are similar to normal zombies in that they are corpses animated by
mindless spirits of undeath. However, they differ in two important ways from normal zombies. First, their flesh is desiccated and
almost as hard as wood. This gives them better natural armor but makes them vulnerable to fire and robs them of the usual damage
reduction of zombies. Second, they can expel a breath of blinding sand.
The creation of desert zombies requires knowledge of the process (a variation of the animate dead spell).
Sand breath (Su): As a standard action a desert zombie can expel a cloud of fine sand into a 15 foot cone. The sand almost seems to
consciously seek the eyes of those exposed to it. Those within the cone must make a DC 11 Fortitude save or be blinded for 1D4
rounds. The DC is Charisma based. A desert zombie can use this attack once per day.
Giant Scorpion CR 3
XP 800
N Large vermin
Init +0; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +4
DEFENSE
AC 16, touch 9, flat‐footed 16 (+7 armor, –1 size)
hp 37 (5d8+15)
Fort +7, Ref +1, Will +1
Immune mind‐affecting effects
OFFENSE
Speed 50 ft.
Melee 2 claws +6 (1d6+4 plus grab), sting +6 (1d6+4 plus poison)
Space 10 ft.; Reach 10 ft.
Special Attacks constrict (1d6+4)
STATISTICS
Str 19, Dex 10, Con 16, Int —, Wis 10, Cha 2
Base Atk +3; CMB +8 (+12 grapple); CMD 18 (30 vs. trip)
Skills Climb +8, Perception +4, Stealth +0; Racial Modifiers +4 Climb, +4 Perception, +4 Stealth
SPECIAL ABILITIES
Poison (Ex) Sting—injury; save Fort DC 17; frequency 1/round for 6 rounds; effect 1d2 Strength damage; cure 1 save. The save DC is
Constitutuion‐based and includes a +2 racial bonus.

Dust Digger
CR 4
XP 1,200
N Large aberration
Init +4; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +5
DEFENSE
AC 16, touch 9, flat‐footed 16 (+7 natural, –1 size)
hp 42 (5d8+20)
Fort +5, Ref +1, Will +4
OFFENSE
Speed 10 ft., burrow 20 ft.
Melee bite +5 (1d8+3 plus grab), 5 tentacles +3 (1d4+1 plus grab)
Space 10 ft.; Reach 10 ft.
Special Attacks sinkhole, swallow whole (2d8+4 bludgeoning, AC 13, 4 hp)
STATISTICS
Str 17, Dex 11, Con 18, Int 2, Wis 11, Cha 10
Base Atk +3; CMB +7; CMD 17
Feats Improved Initiative, Multiattack, Skill Focus (Stealth)
Skills Perception +5, Stealth +5 (+13 in ambush); Racial Modifiers +8 Stealth in ambush
SPECIAL ABILITIES
Sinkhole (Ex) A dust digger can burrow into sand, loose soil, or dirt to lie in ambush just under the surface. When it feels (via
tremorsense) prey walk into a square it threatens, it can deflate its body as an immediate action, causing the sand and other loose
soil above to shift and slide. All creatures who were standing in the dust digger’s reach must make a DC 15 Reflex save or become
entangled as long as they remain in the dust digger’s reach. All creatures who were standing at least partially in the dust digger’s
actual space must make a DC 15 Reflex save or become entangled and fall prone—if such a creature makes this save, it immediately
moves to the closest adjacent unoccupied square. If this results in more than a 5‐foot move, the creature moves that distance and
then falls prone. The save DC is Strength‐based.

Monsters
Beetle, Giant Stag
CR 4
XP 1,200
N Large vermin
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 17, touch 9, flat‐footed 17 (+8 natural, –1 size)
hp 45 (7d8+14)
Fort +7, Ref +2, Will +2
Immune mind‐affecting effects
OFFENSE
Speed 20 ft., fly 20 ft. (poor)
Melee bite +8 (2d8+6)
Space 10 ft.; Reach 5 ft.
Special Attacks trample (1d6+6, DC 17)
STATISTICS
Str 19, Dex 10, Con 15, Int —, Wis 10, Cha 9
Base Atk +5; CMB +10; CMD 20 (28 vs. trip)
Skills Fly –6

Allip
CR 3
XP 800
CE Medium undead (incorporeal)
Init +5; Senses darkvision 60 ft.; Perception +7
Aura babble (60 ft., DC 15)
DEFENSE
AC 14, touch 14, flat‐footed 13 (+3 deflection, +1 Dex)
hp 30 (4d8+12)
Fort +4, Ref +4, Will +4
Defensive Abilities channel resistance +2, incorporeal; Immune undead traits
OFFENSE
Speed fly 30 ft. (perfect)
Melee incorporeal touch +4 (1d4 Wisdom damage)
Special Attacks babble, touch of insanity
STATISTICS
Str —, Dex 12, Con —, Int 11, Wis 11, Cha 16
Base Atk +3; CMB +4; CMD 17
Feats Improved Initiative, Lightning Reflexes
Skills Fly +16, Intimidate +10, Perception +7, Stealth +8
Languages Aklo, Common
SQ madness
SPECIAL ABILITIES
Babble (Su) An allip constantly mutters to itself, creating a hypnotic effect. All sane creatures within 60 feet of the allip must
succeed at a DC 15 Will save or be fascinated for 2d4 rounds. While a target is fascinated, the allip can approach it without breaking
the effect, but an attack by the allip does end the effect. Creatures that successfully save cannot be affected by the same allip's
babble for 24 hours. This is a sonic, mind‐affecting compulsion effect. The save DC is Charisma‐based.
Madness (Su) Anyone targeting an allip with a thought detection, mind control, or telepathic effect makes direct contact with its
tortured mind and takes 1d4 points of Wisdom damage.
Touch of Insanity (Su) The touch of an allip deals 1d4 points of Wisdom damage (DC 15 Will negates). A successful critical hit causes
1d4 points of Wisdom damage and 1 point of Wisdom drain (instead of double Wisdom damage). With each successful attack, an
allip gains 5 temporary hit points. The save DC is Charisma‐based.
Gargoyle
CR 4
XP 1,200
CE Medium monstrous humanoid (earth)
Init +6; Senses darkvision 60 ft.; Perception +5
DEFENSE
AC 16, touch 12, flat‐footed 14 (+2 Dex, +4 natural)
hp 42 (5d10+15)
Fort +4, Ref +6, Will +4
DR 10/magic
OFFENSE
Speed 40 ft., fly 60 ft. (average)
Melee 2 claws +7 (1d6+2), bite +7 (1d4+2), gore +7 (1d4+2)
STATISTICS
Str 15, Dex 14, Con 16, Int 6, Wis 11, Cha 7
Base Atk +5; CMB +7; CMD 19
Feats Hover, Improved Initiative, Skill Focus (Fly)
Skills Fly +12, Perception +5, Stealth +11 (+17 in stony areas); Racial Modifiers +2 Stealth (+6 in stony environs)
Languages Common, Terran
SQ freeze
SPECIAL ABILITIES
Freeze (Ex) A gargoyle can hold itself so still it appears to be a statue. A gargoyle that uses freeze can take 20 on its Stealth check to
hide in plain sight as a stone statue.

Ghoul 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 +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (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 13, Wis 14, Cha 14
Base Atk +1; CMB +2; CMD 14
Feats Weapon Finesse
Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3
Languages Common
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.
Ghast CR 2
XP 600
CE Medium undead
Init +4; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 18, touch 14, flat‐footed 14 (+4 Dex, +4 natural)
hp 17 (2d8+8)
Fort +4, Ref +4, Will +7
Defensive Abilities channel resistance +2
OFFENSE
Speed 30 ft.
Melee bite +5 (1d6+3 plus disease and paralysis) and 2 claws +5 (1d6+3 plus paralysis)
Special Attacks paralysis (1d4+1 rounds, DC 15, affects elves normally), stench
STATISTICS
Str 17, Dex 19, Con —, Int 17, Wis 18, Cha 18
Base Atk +1; CMB +4; CMD 18
Feats Weapon Finesse
Skills Acrobatics +6, Climb +8, Perception +9, Stealth +9, Swim +4
Languages Common
SPECIAL ABILITIES
Disease (Su)
Ghoul Fever: Bite—injury; save Fort DC 15; 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.
Paralysis (Su) Creatures damaged by a ghast's natural attacks must make a successful DC 15 Fortitude save or be paralyzed for
1d4+1 rounds. Paralyzed creatures cannot move, speak, or take any physical actions. The creature is rooted to the spot, frozen and
helpless. Unlike ghouls, A ghast's paralysis even affects elves.
Stench (Ex) Ghast's exude an overwhelming stink of death and corruption in a 10‐foot radius. Those within the stench must succeed
at a DC 15 Fortitude save, or be sickened for 1d6+4 minutes.

OZZAR CR 3
Male Desert Ghast Rogue 2
CE Medium Undead
Init +4; Senses Darkvision (60 feet); Perception +11
Aura Stench (10 feet, 1d6 + 4 minutes) (DC 16)
DEFENSE
AC 21, touch 15, flat‐footed 16 (+2 armor, +4 Dex, +4 natural, +1 dodge)
hp 38 (4d8+16)
Fort +4, Ref +7, Will +7
Defensive Abilities Channel Resistance +2, Evasion; Immune ability drain, bleeds, death effects,
energy drain, exhaustion, fatigue, physical ability damage, disease, mind‐affecting, non‐lethal
damage, paralysis, poison, sleep, stunning, Undead Traits
OFFENSE
Spd 30 ft.
Melee Bite (Ghast) +6 (1d6+3/20/x2)
Claw x2 (Ghast) +6 x2 (1d6+3/20/x2)
Dagger +6 (1d4+3/19‐20/x2)
Sap +6 (1d6+3/20/x2)
Spear +5 (1d8+4/20/x3)
Ranged Shortbow +6 (1d6/20/x3)
Special Attacks Paralysis (1d4+1 rounds) (DC 16), Sneak Attack +1d6
STATISTICS
Str 17, Dex 19, Con ‐, Int 17, Wis 18, Cha 18
Base Atk +2; CMB +5; CMD 20
Feats Dodge, Rogue Weapon Proficiencies, Weapon Finesse
Skills Acrobatics +11, Bluff +11, Climb +10, Diplomacy +11, Disable Device +9, Disguise +8,
Escape Artist +8, Intimidate +8, Knowledge (Local) +7, Perception +11, Sense Motive +11,
Sleight of Hand +8, Stealth +11, Survival +6, Swim +8
Languages Common
SQ Disease (DC 16) (Su), Fast Stealth (Ex), Trapfinding +1
Combat Gear Dagger, Leather, Sap, Shortbow, Spear;
SPECIAL ABILITIES
Appearance of life (Su) A desert Ghast can assume the appearance of the form it had in life.
This is an actual physical transformation as opposed to an illusion. When it assumes this form
the ghast also creates a non‐detection effect on its person making it difficult for certain
divination spells to determine its true nature. If a divination that detects alignment or undead
status is attempted against the ghast in this form, the caster must succeed on a caster level
check (1d20 + caster level) against a DC of 10 + ½ the HD of the ghast + the ghast’s Charisma
modifier (15 for the typical desert ghast). Naturally, this check should be made secretly.
Although the ghast seems to be a living creature when using this ability, it is still undead and is
affected as undead. For example, it would still be subject to damage from positive energy.
When using appearance of life a desert ghast does not spread ghoul fever, does not paralyze,
and does not emit a stench. It also loses its bite and claw attacks, but can use a weapon. These
abilities and its attacks return once it returns to ghast form. This ability can be activated once
per day as a standard action and lasts 24 hours. Returning to its unnatural form is a standard
action and doing so restores its ghast abilities.
Channel Resistance +2 +2 bonus to save vs. Channel Energy.
Darkvision (60 feet) You can see in the dark (black and white vision only).
Disease (DC 16) (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
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.
Immune to Ability Drain Immune to ability drain
Immune to Bleeds You are immune to bleeds.
Immune to Death Effects You are immune to death effects.
Immune to Energy Drain Immune to energy drain
Immune to Exhausted You are immune to the exhausted condition.

Immune to Fatigue You are immune to the fatigued condition.
Immune to Physical Ability Damage Immune to ability damage to your physical abilities.
Immunity to Disease You are immune to diseases.
Immunity to Mind‐Affecting attacks You are immune to Mind‐Affecting attacks.
Immunity to Non‐lethal Damage You are immune to Non‐Lethal Damage
Immunity to Paralysis You are immune to paralysis.
Immunity to Poison You are immune to poison.
Immunity to Sleep You are immune to sleep effects.
Immunity to Stunning You are immune to being stunned.
Paralysis (1d4+1 rounds) (DC 16) This special attack renders the victim immobile. Paralyzed
creatures cannot move, speak, or take any physical actions. The creature is rooted to the spot,
frozen and helpless. Paralysis works on the body, and a character can usually resist it with a
Sneak Attack +1d6 +1d6 damage if you flank your target or your target is flat‐footed.
Stench (10 feet, 1d6 + 4 minutes) (DC 16) The stink of death surrounds ghasts. (Fort DC 15
negates, sickened for 1d6+4 minutes)
Trapfinding +1 +1 to find or disable traps.
Undead Traits Undead are immune to death effects, disease, mind‐affecting effects (charms,
compulsions, morale effects, phantasms, and patterns), paralysis, poison, sleep, stun, and any
effect that requires a Fortitude save (unless the effect also works on objects
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Mimic
CR 4
XP 1,200
N Medium aberration (shapechanger)
Init +5; Senses darkvision 60 ft.; Perception +14
DEFENSE
AC 16, touch 11, flat‐footed 15 (+1 Dex, +5 natural)
hp 52 (7d8+21)
Fort +5, Ref +5, Will +6
Immune acid
OFFENSE
Speed 10 ft.
Melee slam +10 (1d8+6 plus adhesive)
Special Attacks constrict (slam, 1d8+6)
STATISTICS
Str 19, Dex 12, Con 17, Int 10, Wis 13, Cha 10
Base Atk +5; CMB +9; CMD 20 (can't be tripped)
Feats Improved Initiative, Lightning Reflexes, Skill Focus (Perception), Weapon Focus (slam)
Skills Climb +14, Disguise +10 (+30 when mimicking objects), Knowledge (Dungeoneering) +10, Perception +14; Racial Modifiers +20
Disguise when mimicking objects
Languages Common
SQ mimic object
SPECIAL ABILITIES
Adhesive (Ex) A mimic exudes a thick slime that acts as a powerful adhesive, holding fast any creatures or items that touch it. An
adhesive‐covered mimic automatically grapples any creature it hits with its slam attack. Opponents so grappled cannot get free
while the mimic is alive without removing the adhesive first. A weapon that strikes an adhesive‐coatd mimic is stuck fast unless the
wielder succeeds on a DC 17 Reflex save. A successful DC 17 Strength check is needed to pry off a stuck weapon. Strong alcohol or
universal solvent dissolves the adhesive, but the mimic can still grapple normally. A mimic can dissolve its adhesive at will, and the
substance breaks down 5 rounds after the creature dies. The save DC is Strength‐based.
Mimic Object (Ex) A mimic can assume the general shape of any Medium object, such as a massive chest, a stout bed, or a door. The
creature cannot substantially alter its size, though. A mimic's body is hard and has a rough texture, no matter what appearance it
might present. A mimic gains a +20 racial bonus on Disguise checks when imitating an object in this manner. Disguise is always a
class skill for a mimic.

Mummy CR 5
XP 1,600
LE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +16
Aura despair (30 ft., paralyzed for 1d4 rounds, Will DC 16 negates)
DEFENSE
AC 20, touch 10, flat‐footed 20 (+10 natural)
hp 60 (8d8+24)
Fort +4, Ref +2, Will +8
DR 5/—; Immune undead traits
Weaknesses vulnerable to fire
OFFENSE
Speed 20 ft.
Melee slam +14 (1d8+10 plus mummy rot)
STATISTICS
Str 24, Dex 10, Con —, Int 6, Wis 15, Cha 15
Base Atk +6; CMB +13; CMD 23
Feats Power Attack, Toughness, Skill Focus (Perception), Weapon Focus (slam)
Skills Perception +16, Stealth +11
Languages Common
Treasure: Scarab of Kerakos (worn)
SPECIAL ABILITIES
Despair (Su) All creatures within a 30‐foot radius that see a mummy must make a DC 16 Will save or be paralyzed by fear for 1d4
rounds. Whether or not the save is successful, that creature cannot be affected again by the same mummy's despair ability for 24
hours. This is a paralysis and a mind‐affecting fear affect. The save DC is Charisma‐based.
Mummy Rot (Su) Curse and disease—slam; save Fort DC 16; onset 1 minute; frequency 1/day; effect 1d6 Con and 1d6 Cha; cure —.
Mummy rot is both a curse and disease and can only be cured if the curse is first removed, at which point the disease can be
magically removed. Even after the curse element of mummy rot is lifted, a creature suffering from it cannot recover naturally over
time. Anyone casting a conjuration (healing) spell on the afflicted creature must succeed on a DC 20 caster level check, or the spell is
wasted and the healing has no effect. Anyone who dies from mummy rot turns to dust and cannot be raised without a resurrection
or greater magic. The save DC is Charisma‐based.
Shadow CR 3
XP 800
CE Medium undead (incorporeal)
Init +2; Senses darkvision 60 ft.; Perception +8
DEFENSE
AC 15, touch 15, flat‐footed 12 (+2 deflection, +2 Dex, +1 dodge)
hp 19 (3d8+6)
Fort +3, Ref +3, Will +4
Defensive Abilities incorporeal, channel resistance +2; Immune undead traits
OFFENSE
Speed fly 40 ft. (good)
Melee incorporeal touch +4 (1d6 Strength damage)
Special Attacks create spawn
STATISTICS
Str —, Dex 14, Con —, Int 6, Wis 12, Cha 15
Base Atk +2; CMB +4; CMD 17
Feats Dodge, Skill Focus (Perception)
Skills Fly +11, Perception +8, Stealth +8 (+12 in dim light, +4 in bright light); Racial Modifiers +4 Stealth in dim light (–4 in bright light)
SPECIAL ABILITIES
Create Spawn (Su) A humanoid creature killed by a shadow's Strength damage becomes a shadow under the control of its killer in
1d4 rounds.
Strength Damage (Su) A shadow's touch deals 1d6 points of Strength damage to a living creature. This is a negative energy effect. A
creature dies if this Strength damage equals or exceeds its actual Strength score.
Hieracosphinx
XP 1,600

CR 5

CE Large magical beast
Init +2; Senses darkvision 60 ft., low‐light vision; Perception +16
DEFENSE
AC 17, touch 11, flat‐footed 15 (+2 Dex, +6 natural, ‐1 size)
hp 60 (8d10+16)
Fort +8, Ref +8, Will +4
OFFENSE
Speed 30 ft., fly 60 ft. (poor)
Melee bite +11 (1d10+4), 2 claws +11 (1d6+4)
Space 10 ft.; Reach 5 ft.
Special Attacks pounce, shriek
STATISTICS
Str 19, Dex 14, Con 15, Int 6, Wis 15, Cha 10
Base Atk +8; CMB +13; CMD 25 (29 vs. trip)
Feats Cleave, Flyby Attack, Power Attack, Skill Focus (Perception)
Skills Fly +3, Perception +16; Racial Modifiers +4 Perception
Languages Sphinx
SPECIAL ABILITIES
Shriek (Su) The shrill shriek of a hieracosphinx deafens non‐sphinxes within a 60‐foot‐radius spread for 2d4 rounds (DC 16 Fort
negates). Once a creature successfully saves against this effect, it is immune to the hieracosphinx's shriek for 24 hours. Using this
ability is a standard action. The save DC is Constitution‐based.
Spider Swarm CR 1
XP 400
N Diminutive vermin (swarm)
Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 17, touch 17, flat‐footed 14 (+3 Dex, +4 size)
hp 9 (2d8)
Fort +3, Ref +3, Will +0
Defensive Abilities swarm traits; Immune mind‐affecting effects, weapon damage
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11)
STATISTICS
Str 1, Dex 17, Con 10, Int —, Wis 10, Cha 2
Base Atk +1; CMB —; CMD —
Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm—injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save. The save DC is Constitution‐
based.

Rat Swarm
CR 2
XP 600
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 (as a swarm of tiny creatures, a Rat Swarm takes only half damage from piercing and slashing
attacks)
OFFENSE
Speed 15 ft., climb 15 ft., swim 15 ft.
Melee swarm (1d6 plus disease)
Space 10 ft.; Reach 0 ft. Special Attacks disease, 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
SPECIAL ABILITIES
Disease (Ex) Filth fever: Swarm—injury; save Fort DC 12; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con
damage; cure 2 consecutive saves. The save DC is Constitution‐based.
Centipede Swarm
CR 4
XP 1,200
N Diminutive vermin (swarm)
Init +4; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 18, touch 18, flat‐footed 14 (+4 Dex, +4 size)
hp 31 (9d8–9)
Fort +5, Ref +7, Will +3
Defensive Abilities swarm traits, Immune weapon damage
OFFENSE
Speed 30 ft., climb 30 ft.
Melee swarm (2d6 plus poison)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 13), poison
STATISTICS
Str 1, Dex 19, Con 8, Int —, Wis 10, Cha 2
Base Atk +6; CMB —; CMD —
Feats Weapon FinesseB
Skills Climb +12, Perception +4; Racial Modifiers +4 Perception
SPECIAL ABILITIES
Poison (Ex) Bite—injury; save Fortitude DC 13; frequency 1/round for 6 rounds; effect 1d4 Dex damage; cure 1 save. The save DC is
Constitution‐based and includes a +2 racial bonus.

New Monsters
Ghast, Desert

CR 2

XP 600
CE Medium undead
Init +4; Senses darkvision 60 ft.; Perception +9
DEFENSE
AC 18, touch 14, flat‐footed 14 (+4 Dex, +4 natural)
hp 17 (2d8+8)
Fort +4, Ref +4, Will +7
Defensive Abilities channel resistance +2
OFFENSE
Speed 30 ft.
Melee bite +5 (1d6+3 plus disease and paralysis) and 2 claws +5 (1d6+3 plus paralysis)
Special Attacks paralysis (1d4+1 rounds, DC 15, affects elves normally), stench
STATISTICS
Str 17, Dex 19, Con —, Int 17, Wis 18, Cha 18
Base Atk +1; CMB +4; CMD 18
Feats Weapon Finesse
Skills Acrobatics +6, Climb +8, Perception +9, Stealth +9, Swim +4
Languages Common
SPECIAL ABILITIES
Appearance of life (Su) A desert Ghast can assume the appearance of the form it had in life. This is an actual
physical transformation as opposed to an illusion. When it assumes this form the ghast also creates a non‐
detection effect on its person making it difficult for certain divination spells to determine its true nature. If a
divination that detects alignment or undead status is attempted against the ghast in this form, the caster must
succeed on a caster level check (1d20 + caster level) against a DC of 10 + ½ the HD of the ghast + the ghast’s
Charisma modifier (15 for the typical desert ghast). Naturally, this check should be made secretly. Although
the ghast seems to be a living creature when using this ability, it is still undead and is affected as undead. For
example, it would still be subject to damage from positive energy. When using appearance of life a desert
ghast does not spread ghoul fever, does not paralyze, and does not emit a stench. It also loses its bite and claw
attacks, but can use a weapon. These abilities and its attacks return once it returns to ghast form. This ability
can be activated once per day as a standard action and lasts 24 hours. Returning to its unnatural form is a
standard action and doing so restores its ghast abilities.
Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 15; 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.
Paralysis (Su) Creatures damaged by a ghast's natural attacks must make a successful DC 15 Fortitude save or
be paralyzed for 1d4+1 rounds. Paralyzed creatures cannot move, speak, or take any physical actions. The
creature is rooted to the spot, frozen and helpless. Unlike ghouls, A ghast's paralysis even affects elves.
Stench (Ex) Ghast's exude an overwhelming stink of death and corruption in a 10‐foot radius. Those within
the stench must succeed at a DC 15 Fortitude save, or be sickened for 1d6+4 minutes.
Description: Dessert ghasts are a relatively rare form of undead that can take on the appearance of life in
order to lure victims to their death (and perhaps undeath). Desert ghasts typically arise from those who
guided those who trusted them to their deaths (most often the result of a treacherous ambush or natural
hazard). Such betrayals are pleasing to certain evil gods and they will sometimes “reward” outstandingly
treacherous individuals by transforming them into desert ghasts. Unlike typical ghasts, desert ghasts retain

their memories from life as well as any class levels they might possess. In return for this “gift”, the desert
ghast continues to lead unwary victims to their deaths—thus offering up involuntary sacrifices to these gods.
They typically lead a pack of ghouls and normal ghasts and maintain their leadership by their delivering what
matters most to such creatures—flesh to devour. Desert ghasts speak the languages they spoke in life (usually
Common). True to their origins, desert ghasts will try to lure their victims into an ambush. One of their favorite
tactics is to lead people to a “relatively safe” place and then volunteer for a turn at watch. Then they will call
up their fellows for the feast. If the situation permits, they will attempt to use their appearance of life for as
long as possible—misleading their victims in combat as much as possible. Once they reveal their true form,
they will leap into combat and rip at their foes with their claws and fangs.

Zombie, Desert
Human Zombie CR 1/2
XP 200
NE Medium undead
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 14, touch 10, flat‐footed 14 (+4 natural)
hp 12 (2d8+3)
Fort +0, Ref +0, Will +3
Immune undead traits
Weaknesses vulnerable to fire.
OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+4)
Special Attacks breath weapon (15‐ft. cone , DC 11, blindess)
STATISTICS
Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14
Feats ToughnessB
Special Qualities staggered
ECOLOGY
Environment desert
Organization any
Treasure none
Description: These creatures look like desiccated human corpses. They look similar in many respects to
mummies and might be mistaken as such by inexperienced adventures. These zombies are similar to normal
zombies in that they are corpses animated by mindless spirits of undeath. However, they differ in two
important ways from normal zombies. First, their flesh is desiccated and almost as hard as wood. This gives
them better natural armor but makes them vulnerable to fire and robs them of the usual damage reduction of
zombies. Second, they can expel a breath of blinding sand.
The creation of desert zombies requires knowledge of the process (a variation of the animate dead spell).
Sand breath (Su): As a standard action a desert zombie can expel a cloud of fine sand into a 15 foot cone. The
sand almost seems to consciously seek the eyes of those exposed to it. Those within the cone must make a DC
11 Fortitude save or be blinded for 1D4 rounds. The DC is Charisma based. A desert zombie can use this attack
once per day.

Kerakos Mummy Template
Creating a Kerakos Mummy
“Kerakos mummy” is an acquired template that can be added to any living, corporeal creature (hereafter
referred to as the base creature). A Kerakos mummy uses all of the base creature’s statistics except as noted
here. This template is based on the Osirion mummy template from Pathfinder GameMastery Module ‐ J1 ‐
Entombed With The Pharaohs by Greg A. Vaughan.
CR: As base creature +1
Alignment: As per the base creature.
Type: The creature's type changes to undead (augmented). It retains any other subtypes as well, except for
alignment subtypes (such as good). Do not recalculate class Hit Dice, BAB, or saves.
Senses: A Kerakos mummy gains darkvision 60 ft.
Armor Class: A Kerakos mummy’s natural armor bonus increases by +5.
Hit Dice: Change all racial Hit Dice to d8s. As undead, Kerakos mummies use their Charisma modifier to
determine bonus hit points (instead of Constitution).
Defensive Abilities: A Kerakos mummy retains the base creature’s defensive abilities and gains damage
reduction 5/—.
Weaknesses: Kerakos mummy retains the base creature’s weaknesses and gains vulnerability to fire.
Speed: A Kerakos mummy’s speeds all decrease by 10 feet (minimum 5 feet). If the base creature has a flight
speed its maneuverability class worsens by one step, to a minimum of clumsy.
Melee: A Kerakos mummy retains all the attacks of the base creature and also gains a slam attack if it did not
already have one. This attack deals damage as a creature one size larger. If the base creature can use
weapons, the mummy retains that ability.
Special Attacks: A Kerakos mummy retains the base creature’s special attacks.
Abilities: Str +4, Int –2 (minimum 1). As an undead creature, a Kerakos mummy has no Constitution score.
Feats: A Kerakos mummy gains Improved Natural Attack for each natural attack the creature has as a bonus
feat. If the creature previously had a slam attack before adding the template, the creature’s new slam attack
also gains the Improved Natural Attack feat.

New Magic Items
Plate Armor of Kerakos
Aura faint evocation [evil]; CL 6th
Slot armor; Price 6,700 gp; Weight 25 lbs.
DESCRIPTION
This ornate +2 full plate armor appears to be made of the finest gold. An undead being wearing the armor
gains a +3 profane bonus to its channel resistance. Combined with the sarcophagus in the tomb of Kerakos the
armor can transform a living medium sized humanoid into a mummy.
CONSTRUCTION
Requirements Craft Magic Arms and Armor, desecrate; Cost 3,350 gp

Scarab of Kerakos
Aura faint abjuration; CL 5th
Slot neck; Price 12,200 gp; Weight 1/2 lbs.
DESCRIPTION

This neckpiece looks like a scarab beetle made of fine metals and stones. It grasps the neck of the wearer
and digs its legs into the flesh (doing 1D3 points of damage in the process). Removing the scarab requires a
DC 15 Strength check and the removal inflicts 1D3 points of damage. Alternatively, it can be removed by
cutting the flesh. This does 2 points of damage or 1 with a DC 10 Heal check. It continuously provides 10 points
of resistance to fire. If worn by a living creature, the scarab “drinks” blood with each rising of the sun, inflicting
1 point of damage. This will continue until the scarab has inflicted 30 points of damage, thus fully charging it.
Once fully charged, the scarab can be activated as an immediate action. It will spread its wings, hum and
generate a translucent magical shield around the wearer that makes him immune to fire for five rounds. When
the five rounds end, the scarab’s wings close and it resumes its normal feeding come the dawn. A scarab can
retain its blood charge indefinitely.
Requirements Craft wondrous item, resist energy; Cost 6,100 gp
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