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ADDANC 
This monster possesses the form of a crocodile plus the 

fur of a beaver and the behavior of both. 

ADDANC CR 7 
XP 3,200 
NE Large magical beast 
Init +2; Senses low-light vision, scent; Perception +14 

DEFENSE 

AC 19, touch 11, flat-footed 17 (+2 Dex, +8 natural,  
-1 size) 

hp 85 (10d10+30) 
Fort +12, Ref +9, Will +4 

OFFENSE 

Speed 20 ft., Swim 30 ft. 
Melee bite +15 (2d6+6 plus grab), 2 claws +15 (1d6+6), 

tail slap +13 (1d8+3) 
Space 10 ft.; Reach 5 ft. (10 ft with bite) 
Special Attack death roll (2d6+9 plus trip) 

STATISTICS 

Str 22, Dex 15, Con 16, Int 5, Wis 12, Cha 7 
Base Atk +10; CMB +17; CMD 29 (33 vs trip) 
Feats Great Fortitude, Improved Natural Armor, Improved 

Natural Attack (bite), Multiattack, Power Attack 
Skills Perception +14; Racial Modifiers +4 Stealth (in 

water), +4 Swim 
SQ hold breath, swimming grapple 

ECOLOGY 

Environment temperate aquatic 
Organization solitary or pair 
Treasure standard 

SPECIAL FEATURES 

Death Roll (Ex) When grappling a 
foe of its size or smaller, 
an addanc can perform a 
death roll upon making a 
successful grapple check. 
As it clings to its foe, it 
tucks in its 
legs and 
rolls 
rapidly, twisting 
and wrenching  
its victim. The  
addanc inflicts  
its bite damage and  
knocks the creature prone. If  
successful, the addanc maintains  
its grapple. 

Hold Breath (Ex) An addanc may hold 
its breath for 64 rounds (four times its 
Con score) before beginning to drown. 

Swimming Grapple (Ex) An addanc can swim at full 
swim speed while grappling a creature. 

The addanc is a solitary predator that builds dams to 
create small lakes. Once its territory is defined, anything 
that comes near to the lake or adjoining river becomes the 
addanc’s prey. The beast hunts by floating just under the 
surface of the water and waiting for its next meal to 
approach, at which point it attacks with a bone-crunching 
bite. With the prey held tight in its jaws, the addanc 
attempts to drag its quarry under the water. Both 
industrious and conniving, this monster possesses 
enough intelligence to wait for its prey to be the most 
vulnerable. Once it attacks, it goes immediately for the kill, 
giving its prey little chance to resist. It cares not for its 
prey; it cares only for its stomach. 

Like the natural beaver’s lodge, an addanc’s lair can 
only be accessed from below the water’s surface. The 
structure is a truly gruesome scene. The creature uses 
the possessions and remains of its victims for decoration, 
and the stench of decay permeates the entire lair. The 
adjoining dam is composed of heavy tree branches and 
logs while long bones of larger prey are interspersed to 
shore the structure. A typical addanc lair is between thirty 
and fifty feet in diameter and rises about fifteen feet above 
the surface of the water. 

A typical addanc is 7 ft. long and weighs 250 pounds. 
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AUTUMN DEATH 
In the center of swirling leaves is a skeleton flying toward 

you. 

AUTUMN DEATH CR 8 
XP 4,800 
NE Medium undead 
Init +7; Senses darkvision 60 ft.; Perception +14 
Aura frightful presence (30 ft., DC 18) 

DEFENSE 

AC 21, touch 13, flat-footed 18 (+4 armor, +3 Dex, +4 
natural) 

hp 76 (9d8+36) 
Fort +7, Ref +6, Will +8 
Defensive Abilities concealment (25% miss chance); 

Immune acid, cold, undead traits 
Weaknesses vulnerable to fire 

OFFENSE 

Speed fly 60 ft. (perfect) 
Melee 2 claws +7 (1d4+1) 
Ranged ray +10 touch (see spell) 
Special Attacks storm of leaves 
Spell-like Abilities (CL 9th) 

constant – detect good, mage armor 
1/day – enervation, waves of fatigue (DC 21) 
3/day – burst of leaves (DC 19), vampiric touch (+7 

touch) 
At will – acid arrow, bleed (+7 touch), ray of 

enfeeblement 

STATISTICS 

Str 13, Dex 16, Con -, Int 9, Wis 14, Cha 19 
Base Atk +6; CMB +7; CMD 20 (can’t be tripped) 
Feats Flyby Attack, Hover, Improved Initiative, Weapon 

Focus (ray), Wingover 
Skills Fly +23, Perception +14, Stealth +15 
Languages Common  

ECOLOGY 

Environment temperate forest 
Organization solitary 
Treasure standard 

SPECIAL FEATURES 

Burst of Leaves (Sp) As a standard action, the 
autumn death can unleash an assault of leaves 
upon its foes. The autumn death points its bony 
finger to any point it can clearly see within long 
range and the leaves burst out extending in a 20 
ft. radius. All creatures within the burst radius 
sustain 9d4 points of force damage 
(Reflex save for half damage). The 
damage is based on the number of HD 
the autumn death posses (maximum 
10d4). 

 

Storm of Leaves (Su) As a standard action, the autumn 
death can surround itself with a violent storm of 
whipping leaves that extends out in a 30 ft. radius. The 
leaves slice any living enemies within the area, dealing 
4 points of damage every round (half of the autumn 
death’s hit dice). This damage cannot be stopped by 
armor but can be prevented with hardness, damage 
reduction or similar effects. Additionally, the leaves 
provide concealment (25% miss chance) for the autumn 
death. The autumn death can use this ability for 13 
rounds per day. Once activated, the autumn death can 
keep this ability active as a free action. The duration of 
the storm of leaves is equal to the number of HD the 
autumn death possesses plus its Cha modifier. 

Legends say the first autumn death was created from the 
skeleton of someone hopelessly lost in the forest. The 
despair at the point of death combined with ambient 
arcane powers from dragons or fey to enervate the 
remains into a wandering terror. The autumn death 
possesses little in the way of coherent thought. It exists to 
inflict the same  despair and death it experienced in its 
last moments. The autumn death is encountered as a pile 
of decomposing leaves with a palpable sense of dread 
and fear surrounding the area. When a living creature 
approaches, the leaves whip about rapidly, cutting and 
blinding their prey while skeletal claws and spell-like 
abilities tear through warm flesh. Once the autumn death 
claims its victim, the leaves fall to cover the fresh corpse.  

Despite its name, this undead terrors knows no season. 
It is never dormant. A band of hunters or a lost individual 
that encounters the autumn death in the heat of summer 
finds no mercy. An autumn death appears to be about 8 
feet high and weigh 100 pounds. 
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AVOWED REAVER 
This human appears normal except its body parts being 

engulfed in flames. 

FLAME-AVOWED REAVER CR 5 
XP 1,200 
Male human flame-avowed reaver fighter 4 
LE Medium outsider (elemental, fire) 
Init +1; Senses darkvision 60 ft.; Perception +1 

DEFENSE 

AC 23, touch 12, flat-footed 21 (+7 armor, +1 Dex, +1 
dodge, +2 natural, +2 shield) 

hp 34 (4d10+12) 
Fort +7, Ref +2, Will +2, +1 vs fear 
Defensive Abilities elemental traits; Immune elemental 

traits, fire 

OFFENSE 

Speed 30 ft. (20 ft. in armor) 
Melee mw scimitar +10 (1d6+6/18-20) or slam +8 (1d4+4 

fire) 
Ranged composite short bow +5 (1d6+4/x3) 

STATISTICS 

Str 18, Dex 13, Con 16, Int 10, Wis 12, Cha 8 
Base Atk +4; CMB +8; CMD 19 
Feats Cleave, Dodge, Great Cleave, Power 

Attack, Weapon Focus (scimitar), Weapon 
Specialization (scimitar) 

Skills Climb +11, Survival +8 
SQ armor training, bravery 

ECOLOGY 

Environment any 
Organization any 
Treasure standard (arrows (20), composite short 

bow, elixir of fire breath, heavy steel shield, masterwork 
scimitar, masterwork splint mail, potion of cure 
moderate wounds) 

The elemental powers sometimes bestow gifts upon 
mortals for their own purposes. The gift of avowed reaver 
state infuses a mortal with powerful elemental forces, 
changing them into an elemental. Dictators in the River 
Nations that make a deal with elemental creatures to 
attain power typically have an avowed reaver to serve as 
liaison and executioner, should the ruler step out of line.  
Avowed Reaver Template (CR +2) 
“Avowed reaver” is a template that can be applied to any 
humanoid or monstrous humanoid. The creature is 
transformed by high magic and raw elemental power. 
These magical powers fuse body and soul into a single 
being which becomes native to a particular elemental 
plane. While the creature is not necessarily compelled to 
serve the forces that changed them into an avowed 
reaver, most creatures that can wield such high magic 
typically require a geas or similar high price for bestowing 
such a powerful gift.  

Rebuild Rules: Type change to outsider with an 
elemental subtype (fire for flame-avowed reaver, air for 
wind-avowed reaver, water for flood-avowed reaver, and 
earth for stone-avowed reaver); HD racial hit dice change 
to d10s, recalculate base saves for new type. Class 
based hit dice and saves are unaffected; AC increase 
natural armor by +2; Ability Scores +2 to Constitution; 
Skills change skill points from racial hit dice to 6 + Int 
modifier. Class based skills points are unaffected. Special 
each type of avowed reaver gains abilities unique to their 
specific elemental subtype. A flame-avowed reaver gains 
a slam attack that deals fire damage and gains immunity 
to fire. A wind-avowed reaver gains a fly speed of 40 ft. 
(clumsy) and is immune to electricity. A flood-avowed 
reaver gains a +2 racial bonus to grapple checks, gains a 
swim speed equal to their land speed and is immune to 
cold. A stone-avowed reaver gains DR 2/- (or increases 
any existing DR by 2), gains a borrow speed equal to their 
land speed and is immune to acid. 

 

Sam
ple 

file



6 

 

BOG SCUM 
This thick green blob lays on top of the water, devouring 

everything it touches. 

BOG SCUM CR 13 
XP 25,600 
N Huge ooze (aquatic) 
Init -2; Senses blindsight 120 ft.; Perception -1 

DEFENSE 

AC 6, touch 6, flat-footed 6 (-2 Dex, -2 size) 
hp 232 (16d8+160) 
Fort +14, Ref +3, Will +4 
Defensive Abilities ooze traits, resistance to cold 5; 

Immune acid, slashing and piercing damage, ooze 
traits;  

Weakness vulnerable to fire 

OFFENSE 

Speed 40 ft., climb 20 ft., swim 40 ft. 
Melee slam +18 (2d6+4 plus 2d8 acid and grab) 
Space 15 ft.; Reach 10 ft. 
Special Attacks constrict (2d6+4 plus 2d8 acid) 

STATISTICS 

Str 26, Dex 7, Con 29, Int 5, Wis 8, Cha 1 
Base Atk +12; CMB +22 (+26 grapple); CMD 30 (34 vs 

grapple, can’t be tripped) 
Skills Swim +24 
Feats Cleave, Great Cleave, Improved Natural Attack 

(slam), Power Attack, Toughness, Vital Strike 
SQ amphibious, sticky 

ECOLOGY 

Environment warm or temperate swamps 
Organization solitary 
Treasure none 

SPECIAL FEATURES 

Acid (Ex) The bog scum secretes a 
digestive acid that dissolves organic 
material and metal quickly, but does 
not affect stone. Each 
time a creature suffers 
damage from a bog 

scum’s acid, the creature’s clothing and armor takes an 
equal amount of damage from the acid. A DC 25 Reflex 
save prevents damage to clothing and armor. A metal 
or wooden weapon that strikes the bog scum takes 2d8 
acid damage unless the weapon’s wielder succeeds on 
a DC 25 Reflex save. If the bog scum remains in 
contact with a wooden or metal object for 1 full round, it 
inflicts 25 points of acid damage (no save) to the object. 
The acid DCs are Constitution-based. The acid damage 
is not doubled with a successful vital strike. 

Sticky (Ex) Bog scum is extremely sticky and difficult to 
get away from. The bog scum gains a +4 racial bonus 
on grapple checks. 

A bog scum is a creeping layer of thick, green translucent 
ooze that lies atop the surface of rancid water or crawls 
along the ground toward prey. Though barely-intelligent, 
bog scum is highly effective at grabbing and digesting its 
prey. It can sense when living creatures get close and will 
spend hours crawling toward stationary, warm prey. 
Travelers report waking to a companion enveloped by bog 
scum, murdered by virtue of having slept closest to the 
water. 

The bog scum attacks by forming itself up into a 12 ft. 
tall ball of green plasm and slamming part of its 
translucent body onto a nearby creature. The scum sticks 
to its prey and envelopes creatures, both suffocating and 
digesting its meal very slowly. 
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