	Demons by Challenge Rating

	CR 1
	Manes
	Weak, petitioner demon
	CR 12
	Hergaru
	Destructive demon with a powerful hide and sonic attacks

	CR 3
	Rutterkin
	Weak, malformed demon
	CR 13
	Babau
	Intelligent demon who press-gangs others into the Blood War

	CR 6
	Uridezu
	Rat-like demon
	CR 14
	Alkilith
	Slimy, demonic servant of Juiblex

	CR 6
	Yochlol
	Shapechanging servant of Lolth
	CR 14
	Goristro
	Hulking, shocktroopers of the Blood War

	CR 7
	Bar-lgura
	Cunning, predatorial ape demon
	CR 15
	Nrathgar
	Two-headed servant of Kostchtchie with powerful gaze attacks

	CR 7
	Maurezhi
	Ghoul-like demon with the ability to devour souls
	CR 17
	Kerezu
	Sinister assassin demon

	CR 8
	Buleazu
	Goat-headed demon with a penchant for stupidity
	CR 18
	Wastrilith
	Power demon-lord of abyssal waters

	CR 8
	Palarthie
	Weak, pathetic fire-demon
	CR 19
	Molydeus
	Two-headed demonic promoter of the Blood War

	CR 9
	Armanite
	Demonic cavalry troops
	CR 25
	Klaruchar
	Mighty demonic destroyers with vorpal teeth

	CR 11
	Chasme
	Fly-like punisher of Blood War deserters

	CR 12
	Ghorr
	Giant demon servant of Baphomet


TANAR’RI TRAITS
· Immunity to electricity and poison.
· Resistance to acid 10, cold 10, and fire 10.
· Summon (Sp): Many tanar’ri share the ability to summon others of their kind (the success chance and type of tanar’ri summoned are noted in each monster description). Tanar’ri are often reluctant to use this power unless in obvious peril or under extreme circumstances.

· Telepathy (with a range out to 100 ft.)
ALKILITH
Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 14d8+84 (147 hp)

Initiative: +8
Speed: 40 ft. (8 squares)

Armor Class: 28 (-1 size, +8 Dex, +11 natural), touch 17, flat-footed 20
Base Attack/Grapple: +14/+23
Attack: Slam +22 melee (3d4+5 plus 1d8 acid)
Full Attack: 4 slams +22 melee (3d4+5 plus 1d8 acid)
Space/Reach: 10 ft./10 ft.
Special Attacks: Acid, cloudkill form, command ooze, spell-like abilities, summon ooze, summon tanar’ri
Special Qualities: Amorphous, damage reduction 10/good and piercing, darkvision 60 ft., immunity to acid, electricity, and poison, resistance to cold 10 and fire 10, see invisibility, spell resistance 22, telepathy 100 ft.
Saves: Fort +15, Ref +17, Will +12
Abilities: Str 20, Dex 27, Con 23, Int 16, Wis 16, Cha 20
Skills: Bluff +22, Concentration +23, Escape Artist +25, Hide +21, Intimidate +24, Listen +20, Move Silently +21, Search +24, Spot +24, Survival +20 (+22 when following tracks), Tumble +25
Feats: Combat Expertise, Combat Reflexes, Improved Disarm, Weapon Finesse, Weapon Focus (slam)
Environment: Infinite Layers of the Abyss
Organization: Solitary, pair, or group (2-5)

Challenge Rating: 14
Treasure: Double standard

Alignment: Always chaotic evil

Advancement: 15-28 HD (Large); 29-42 HD (Huge)

Sitting before you is a revolting mass of decaying matter.  Pus, cancerous growths, and a multitude of eyes dot this undulating body of pure corruption.  Despite its odd appearance, it moves gracefully, while quickly launching itself into battle with its flailing pseudopods.

Alkiliths live in the deepest, most foul pits in the Abyss, treading where even other demons are loathe to tread.  The serve the demonic lord Juiblex, the Slime Lord, and are often found slurping and befouling everything in his layer, the Slime Pits.
Alkilith are often sent on missions to other planes both as assassins and to serve a more foul and specific purpose: to spread the corruption of the Abyss.  The live to corrupt all that is good and beautiful with their ichoric pseudopods.  

Alkiliths take the form of an undulating mass with a diameter of around 7 feet, which weighs roughly 400 pounds.

COMBAT
Alkiliths are intelligent and wary opponents who use their spell-like abilities to best affect.  They also use their summon ooze ability at the first opportunity and let their summoned help do all the work while they get into a position to threaten as many foes as possible before unleashing a flurry of pseudopod attacks.
An alkilith’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Acid (Ex): An alkilith’s pseudopods are coated in a slick, disgusting acid. Anyone struck by an alkilith’s slam attack takes an additional 1d8 points of damage and must make a Reflex save (DC 23) or the victim’s armor takes 1d8 points of acid damage. The save DC is Constitution based.
Amorphous (Ex): An alkilith is not subject to critical hits and it cannot be flanked. Alkiliths are also immune to the effects of harmful gases such as stinking cloud or cloudkill.
Cloudkill Form (Su): As a full-round action, an alkilith can transform itself into a state similar to that of a gaseous form spell.  Those inside the cloud suffer as if under the affect of a cloudkill spell (caster level 14, Fort save DC 23).  The alkilith can switch back to its normal form as a full-round action. The save DC is Constitution based.
Command Ooze (Sp): As a standard action, an alkilith can command any ooze within 60 feet.  This is otherwise similar to a dominate monster spell. The ooze is allowed a Will save (DC 22) to resist the control. This effect ignores the ooze’s mindless quality. The save DC is Charisma based.

Spell-like Abilities[/b]: At will – contagion (DC 19), dispel magic, enervation, greater teleport (self plus 50 pounds of objects only), melf’s acid arrow, stinking cloud (DC 18), wall of ice; 3/day – cone of cold (DC 20), unholy blight (DC 19); 1/day – blasphemy (DC 22), polar ray, slime wave* (DC 22). Caster level 14th. The save DC’s are Charisma based.

Summon Ooze (Sp): Once per day, an alkilith can automatically summon 1d4 gelatinous cubes, 1d3 ochre jellies, or 1 black pudding. This is the equivalent of a 6th level spell.

Summon Tanar’ri (Sp): Once per day, an alkilith can attempt to summon 1d3 chasme or 1 hezrou with a 60% chance of success. This is the equivalent of a 6th level spell.
See Invisibility (Su): Alkilith have a continuous see invisibility ability, as the spell (caster level 14th).  

Skills: Due to its many eyes, an alkilith receives a +4 racial bonus on Spot and Search checks.

* See Masters of the Wild.
ARMANITE
Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 9d8+63 (103 hp)
Initiative: +0
Speed: 60 ft. (12 squares)

Armor Class: 25 (-1 size, +6 natural, +8 masterwork plate barding, +2 masterwork heavy steel shield), touch 9, flat-footed 24
Base Attack/Grapple: +9/+19
Attack: Masterwork lance +16 melee (2d6+6) or masterwork flail +15 melee (2d6+6)
Full Attack: Masterwork lance +16/+11 melee (2d6+6) and 2 hooves +11 melee (1d6+3) or masterwork flail +15/+10 melee (2d6+6) and 2 hooves +11 melee (1d6+3)
Space/Reach: 10 ft./ 5 ft. (10 ft. with lance)
Special Attacks: Frightful presence, spell-like abilities, summon tanar’ri
Special Qualities: Barbed defense, damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10 and cold 10 and fire 10, spell resistance 17, telepathy 100 ft.

Saves: Fort +13, Ref +6, Will +9
Abilities: Str 23, Dex 10, Con 25, Int 10, Wis 16, Cha 14
Skills: Bluff +14, Concentration +19, Intimidate +16, Jump +18, Knowledge (the planes) +12, Listen +15, Spot +15, Survival +15 (+17 on other planes)
Feats: Mounted Combat (b), Ride-By Attack, Spirited Charge, Trample, Weapon Focus (lance) 
Environment: Infinite Layers of the Abyss
Organization: Solitary, company (5-8), or squadron (8-18 plus 1 marilith)
Challenge Rating: 9
Treasure: Standard coins

Alignment: Always chaotic evil

Advancement: 10-18 HD (Large); 19-27 HD (Huge)
With a cloud of abyssal dust rising from behind its four, thundering hooves, this centaur-like being gallops quickly into view.  Encased in dull black full plate with vicious looking barbs and spikes protruding through the metal and a large lance in its one hand, this fiendish creature looks ready for battle.
The armanites are the heavy cavalry of the abyssal armies.  Wherever they thunder, the enemies of demons flee in a panic. Wherever their ride, death quickly follows. The armanites are greatly feared by both devils and mortals alike.

Armanites are usually used in the initial charges of the demonic armies.  Their they make devastating charges with their lances and then quickly switch to their flails for up-close combat.
Armanites are about the size of a regular warhorse.

COMBAT
Being not the brightest opponents, armanites are still fairly effective combatants. They know what they are good at and they stick to it, which is namely charging enemies and sticking them with their lances.

An armanite’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Barbed Defense (Ex): An armanite’s body is covered with a plethora of jagged barbs that protrude through its armor. Anyone grappling with the armanite or striking the armanite with a natural weapon or touch attack automatically takes 1d8 points of damage.

Frightful Presence (Su): Whenever the armanite charges or attacks, creatures within 30 feet of the armanite must make a Will save (DC 16). Those creatures that fail the save and have less than half the Hit Dice (round down) of the armanite are panicked for 2d6 rounds. Creatures with more than half the Hit Dice of the armanite and who fail the save are shaken for 2d6 rounds. Those creatures with more Hit Dice than the armanite are immune to this effect. Whether or not the save is successful, a creature can only be affected by the same armanite’s frightful presence once per day. This is a mind-affecting fear effect.  The save DC is Charisma based.
Spell-like Abilities: At will – darkness, greater teleport (self plus 50 pounds of objects only). Caster level 9th. The save DC is Charisma based.

Summon Tanar’ri (Sp): Once per day, an armanite can attempt to another armanite with a 40% chance of success. This is the equivalent of a 4th level spell.

BABAU, GREATER
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 12d8+84 (138 hp)

Initiative: +7
Speed: 30 ft. (6 squares)
Armor Class: 30 (+7 Dex, +13 natural), touch 17, flat-footed 23
Base Attack/Grapple: +12/+17
Attack: Claw +19 melee (1d6+5) or [i]+2 ranseur[/i] +19 melee (2d4+9)
Full Attack: 2 claws +19 melee (1d6+5) and bite +17 melee (1d8+2) or +2 ranseur +19/+14/+9 melee (2d4+9)
Space/Reach: 5 ft./5 ft. (10 ft. with +2 ranseur)
Special Attacks: Sneak attack +5d6, spell-like abilities, summon tanar’ri, weakening gaze
Special Qualities: Corrosive slime, damage reduction 10/bludgeoning and good, darkvision 60 ft., immunity to acid and electricity and poison, resistance to cold 10 and fire 10, see invisibility, spell resistance 21, telepathy 100 ft.

Saves: Fort +15, Ref +15, Will +12
Abilities: Str 21, Dex 25, Con 25, Int 18, Wis 18, Cha 20

Skills: Bluff +12, Concentration +22, Escape Artist +22, Hide +22, Intimidate +22, Knowledge (the planes) +19, Listen +19, Move Silently +22, Search +19, Sense Motive +19, Spellcraft +14, Spot +17, Tumble +22
Feats: Dodge, Combat Reflexes, Mobility, Multiattack, Weapon Finesse
Environment: Infinite Layers of the Abyss 

Organization: Solitary, pair, or squad (2 babau and 1d8 rutterkin)
Challenge Rating: 13
Treasure: Standard plus +2 ranseur
Alignment: Always chaotic evil

Advancement: 13-36 HD (Medium)
Before you stands a black-skinned, emaciated humanoid.  Covering its leather-tight skin is a strange, blood-red goo that seems to seep from its very pores.  Its two arms end in a pair of long, thin, clawed hands and a curved horn protrudes from the top of its head. Its pointed ears jut above the top of its bald head.
The babau serve as sort of lesser recruiters for the demonic armies. That is, they go around and bully all of the lesser demons into joining the war. Those that refuse either die at the deft, clawed hands of the babau or are sent to the babau’s masters as ‘playthings.’ As such, the lesser demons hate the babau with a searing passion.

Babaus also manage to make their way in Abyssal politics as assassins, spies, or elite strike teams. Babaus usually attack with their terrible claws and bites, but occasionally they employ magical weapons (50% of the time). In that case they usually favor weapons that make use of their quick reflexes or weapons with exceptional reach.

A babau is roughly 6 feet tall and it weighs 140 pounds.
COMBAT
Babau are sneaky and cunning. They usually employ quick, surprise attacks against the seemingly most powerful foe before retreating and trying again. They make excellent use of their multiple weapons and their ability to sneak attack.

A babau’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Corrosive Slime (Ex): A slimy red jelly coats the babau’s skin. Any weapon that touches it takes 1d8 points of acid damage from the corrosive goo, and the weapon’s hardness does not reduce this damage. A magic weapon may attempt a DC 22 Reflex save to avoid taking this damage. A creature who strikes the babau with an unarmed attack, unarmed strike, touch spell, or natural weapon takes this damage as well but can negate the damage with a DC 22 Reflex save. The save DC’s are Constitution-based.
Sneak Attack (Ex): A babau can make a sneak attack like a 9th-level rogue, dealing an extra 5d6 points of damage whenever a foe is denied his or her Dexterity bonus, or when the babau is flanking.
Spell-Like Abilities: At will – darkness, dispel magic, fear (DC 19), fly, greater teleport (self plus 50 pounds of objects only), heat metal (DC 17), invisibility (self only), polymorph (self only); 3/day – phantasmal killer (DC 19); 1/day – power word blind. Caster level 14th. The save DC’s are Charisma based. 
Summon Tanar’ri (Sp): Twice per day, a babau can attempt to summon 1d4 rutterkin, 1d3 bar-lgura or another babau with a 40% chance of success. This is the equivalent of a 5th level spell.

Weakening Gaze (Su): 1d3 points of Strength damage, range 20 ft. Fortitude save DC 21 negates. The save DC is Charisma based.

See Invisibility (Su): Babau have a continuous see invisibility ability, as the spell (caster level 14th).  
BAR-LGURA
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 6d8+24 (51 hp)
Initiative: +4
Speed: 40 ft. (8 squares), climb 20 ft.
Armor Class: 19 (+3 Dex, +6 natural), touch 13, flat-footed 16
Base Attack/Grapple: +6/+10
Attack: Claw +11 melee (1d6+4)
Full Attack: 2 claws +11 melee (1d6+4) and bite +6 melee (1d8+2)
Space/Reach: 5 ft./5 ft.

Special Attacks: Improved grab, pounce, spell-like abilities, summon tanar’ri
Special Qualities: Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, and cold 10 and fire 10,  spell resistance 15, telepathy 100 ft.

Saves: Fort +9, Ref +8, Will +7
Abilities: Str 19, Dex 17, Con 19, Int 9, Wis 14, Cha 14
Skills: Climb +21, Concentration +13, Hide +21, Jump +13, Move Silently +13, Survival +11, Tumble +13
Feats: Combat Reflexes, Dodge, Mobility
Environment: Infinite Layers of the Abyss 

Organization: Solitary, group (2-6), or pack (10-20)

Challenge Rating: 7
Treasure: Standard

Alignment: Always chaotic evil

Advancement: 7-12 HD (medium); 13-18 HD (large)
Resembling something similar to a bestial, fiendish ape the creature before you stands hunched forward, its powerful arms dangling to the ground.  Coarse brown and black hair covers its muscled body in seemingly random tufts.  Sharp, yellow fangs jut from its ape-like, protruding jaw.  As it stares at you, you can see a glimmer of terrible cunning and intelligence behind its savage exterior.
The bar-lgura act as scouts in the Blood War, though they hate all other tanar’ri and would much rather keep to themselves. When not being pressured into service, they roam the Abyss in savage hunting packs, killing and devouring anything they can get their claws on.  
Rumors persist of large bar-lgura tribes in the Abyss, some in excess of 300 or more. These tribal bar-lgura are ruled by the largest, fiercest, and most cunning amongst them, but that lasts as long as that bar-lgura lives and that is usually not very long. Tribal bar-lgura almost never obey the commands of the more powerful tanar’ri since their massive numbers (usually) protect them.
Bar-lgura stand 5 to 6 feet tall and weigh roughly 250 pounds.

COMBAT
While not the most intelligent of foes, bar-lgura possess an animalistic cunning. They are very capable hunters (often trackers) and are quite adept at setting up ambushes and rudimentary traps. Apart from this, they aren’t above charging at foes while frothing at the mouth and madly flailing their razor-sharp claws.

A bar-lgura’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Improved Grab (Ex): To use this ability, the bar-lgura must hit a foe with both claw attacks. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  

Pounce (Ex): If a bar-lgura charges a foe, it can make a full attack.

Spell-Like Abilities: At will – cause fear (DC 13), darkness, greater teleport (self plus 50 pounds of objects only), see invisibility; 1/day – alter self, invisibility (self only). Caster level 6th. The save DC’s are Charisma based.

Summon Tanar’ri (Sp): Once per day, a bar-lgura can attempt to summon another bar-lgura with a 35% chance of success. This is the equivalent of a 3rd-level spell.
Skills: A bar-lgura’s skin changes color to match the surrounding terrain, giving it a +8 racial bonus on Hide checks. The bar-lgura also has a +8 racial bonus on Climb checks and it can always choose to take 10 on Climb checks, even if rushed or threatened.
BULEZAU
Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 8d8+42 (84 hp)

Initiative: +0
Speed: 40 ft. (8 squares)

Armor Class: 19 (-1 size, +10 natural), touch 9, flat-footed 19
Base Attack/Grapple: +8/+18
Attack: Masterwork morningstar +14 melee (2d6+6) or claw +13 melee (1d6+6)
Full Attack: Masterwork morningstar +14/+9 melee (2d6+6) and gore +11 melee (1d8+3 plus stun) and tail slap +11 melee (1d4+3) or 2 claws +13 melee (1d6+7) and gore +11 melee (1d8+3 plus stun) and tail slap +11 melee (1d4+3)
Space/Reach: 10 ft./10 ft.

Special Attacks: Powerful charge 2d8+9, rage, spell-like abilities, stun, summon tanar’ri
Special Qualities: Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, and cold 10 and fire 10,  spell resistance 16, telepathy 100 ft.

Saves: Fort +12, Ref +6, Will +5
Abilities: Str 23, Dex 11, Con 23, Int 5, Wis 8, Cha 12
Skills: Climb +17, Concentration +17, Intimidate +12, Listen +10, Spot +10
Feats: Cleave, Diehard (b), Multiattack, Power Attack
Environment: Infinite Layers of the Abyss 

Organization: Solitary, pair, or squad (3-6)
Challenge Rating: 8
Treasure: Standard

Alignment: Always chaotic evil

Advancement: 9-16 HD (large); 17-24 HD (huge)
Topping this creature’s humanoid torso is the black-haired head of a goat.  Its body is lean and gaunt, covered in patches of diseased flesh, and completely hairless, save for small patches of wiry and black bristles.  A long tail extends from its lower back, ending in a small clump of iron-hard spikes. 
The bulezau are simple creatures, content to fight and kill as much as they can, thus they make perfect soldiers for the more powerful demons.  The bulezau are put at the front lines and sent charging into the midst of their enemies.  The bulezau are happy with this arrangement as they absolutely love to wade into battle and inflict as much damage as possible.
Bulezau stand 8 feet tall and weigh 600 pounds.

COMBAT
Bulezau fight by the simple tactic of: charge, crush, kill, rinse and repeat.  They only make use of their spell-like abilities if commanded to and often merely forget that they even possess them.

A bulezau’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Powerful Charge (Ex): A bulezau typically begins a battle with a charge at an opponent, lowering its head to bring its horns into play. In addition to the normal benefits and hazards of a charge, this allows the demon to make a single gore attack with a +14 attack bonus that deals 2d8+9 points of damage.
Rage (Ex): Whenever the bulezau is damaged in melee, it must make a Will save (DC 10 + damage dealt) or go into a murderous rage that lasts for 11 rounds (3 + the bulezau’s newly improved Constitution modifier). This functions like a Barbarian’s Rage ability (PHB pg. 25).  The following changes are in effect for as long as it rages: AC 17 (touch 7, flat-footed 17); +16 hp; hp 100; Attack +16/+11 melee (2d6+8, MW morningstar), +13 melee (1d8+4 plus stun, gore), +13 melee (1d4+4, tail slap); SV Fort +14, Will +7; Str 27, Con 27; Stun DC 22; Powerful charge 2d8+12; Climb +19, Concentration +19. At the end of the rage, the bulezau is fatigued for the duration of the encounter.
Spell-Like Abilities: At will – greater teleport (self plus 50 pounds of objects only). Caster level 7th.
Stun (Su): Anyone struck by a bulezau’s gore attack must make a Fort save (DC 20) or be stunned for 1 round. The save DC is Constitution based.

Summon Tanar’ri (Sp): Once per day, a bulezau can attempt to summon either 1d3 rutterkin or another bulezau with a 35% chance of success. This is the equivalent of a 4th level spell.
CHASME
Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 10d8+70 (115 hp)

Initiative: +4
Speed: 30 ft. (6 squares), fly 60 ft. (perfect)
Armor Class: 24 (-1 size, +4 Dex, +11 natural), touch 13, flat-footed 20
Base Attack/Grapple: +10/+24
Attack: Claw +15 melee (1d8+6)
Full Attack: 2 claws +15 melee (1d8+6) and bite +13 melee (1d6+3) and nose gore +13 melee (4d4+3 plus abyssal wound)
Space/Reach: 10 ft./5 ft.
Special Attacks: Abyssal wound, blood drain, drone, fear aura, improved grab, spell-like abilities, summon tanar’ri
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, and cold 10 and fire 10, see invisibility, spell resistance 19, telepathy 100 ft.
Saves: Fort +14, Ref +11, Will +9
Abilities: Str 23, Dex 19, Con 25, Int 14, Wis 14, Cha 18
Skills: Bluff +17, Concentration +20, Diplomacy +21, Intimidate +19, Knowledge (the planes) +15, Listen +15, Search +15, Sense Motive +15, Spellcraft +17, Spot +15, Survival +2 (+4 on other planes and when following tracks)
Feats: Flyby Attack, Multiattack, Power Attack, Wingover
Environment: Infinite Layers of the Abyss 

Organization: Solitary, pair, gang (2-5), or squad (1-2 chasme, 1-6 rutterkin, and 2d10 dretch)
Challenge Rating: 11
Treasure: Standard
Alignment: Always chaotic evil

Advancement: 11-20 HD (large); 21-30 HD (huge)
This creature resembles a gross cross between a human and a fly.  Its head vaguely resembles that of a human’s, however it is fiercely ugly and a long, pincer-like horn takes the place of the nose.  Out of its six legs, its two front forelegs end in elongated claw-like hands.  Its body is a mottled gray and flesh color, with tufts of wiry hair decorating its exoskeleton in seemingly random places.  Its wings buzz hypnotically and you almost feel like its time for a nice nap…
The chasme are gross human-fly hybrids and their ‘job’ is to seek out and punish those demons that flee from the duties of the Blood War. However, like most demons (except for maybe the molydeus), the chasme very rarely stick to their job and instead fly about, inflicting pain on all those weaker than themselves. Because of their part in the war effort, the chasme live in the somewhat protective shadows of the more powerful demons. Thus, the chasme are fiercely hated by the lower rung demons, but they can’t really do much about it…

Chasme stretch about 8 feet long and weigh about 500 pounds
COMBAT
Chasme are competent and wily opponents. They initiate combat with their Drone ability, attempting to put as many of their foes to sleep as possible. Then they use their blood drain against the helpless foes and if things get really hairy, they aren’t above taking their sleeping foes and flying away for a nice, fleshy treat!
A chasme’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Abyssal Wound (Su): The damage a chasme deals with its nose gore attack causes a persistent wound. An injured creature loses 2 additional hit points each round. The wound does not heal naturally and resists healing spells. The continuing hit point loss can be stopped by a DC 22 Heal check, a cure spell, or a heal spell. However, a character attempting to cast a cure spell or a heal spell on a creature damaged by a chasme’s nose gore must succeed on a DC 22 caster level check, or the spell has no effect on the injured character.

A successful Heal check automatically stops the continuing hit point loss as well as restoring hit points. The check DC is Constitution-based.
Blood Drain (Ex): If a chasme successfully pins an opponent, it can attempt to drink its blood, dealing 1d2 points of Constitution damage each round the pin is maintained. On each successful blood drain, the chasme gains 5 temporary hit points.
Drone (Su): As a full-round action, the chasme can vibrate its wings creating a monotonous, sleep-inducing sound. Any creature within 60 ft. that hears the chasme droning must make a Will save (DC 19) or fall asleep for 2d10 rounds.  This is otherwise similar to a sleep spell, although there is no Hit Dice limit. This is a sonic, mind-affecting effect. A creature that successfully saves cannot be affected again by the same chasme’s drone for 24 hours. The save DC is Charisma based.
Fear Aura (Su): A chasme can radiate a 10-foot-radius fear aura as a free action. A creature in the area must succeed on a DC 19 Will save or be affected as though by a fear spell (caster level 10th). A creature that successfully saves cannot be affected again by the same chasme’s fear aura for 24 hours. The save DC is Charisma based.
Improved Grab (Ex): To use this ability, the chasme must hit a foe with both claw attacks. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  
Spell-Like Abilities: At will – contagion (DC 17), darkness, dispel magic, greater teleport (self plus 50 pounds of objects only), insect plague, ray of enfeeblement, telekinesis (DC 19); 3/day – stinking cloud (DC 17), unholy blight (DC 18); 1/day – lightning bolt (DC 17).  Caster level 10th.  The save DC’s are Charisma based.
Summon Tanar’ri (Sp): Once per day, a chasme can attempt to summon 1d10 dretch, 1d4 rutterkin or another chasme with a 50% chance of success. This is the equivalent of a 4th level spell.

See Invisibility (Su): Chasme have a continuous see invisibility ability, as the spell (caster level 10th).  
GHORR
Huge Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 12d8+108 (162 hp)

Initiative: +1

Speed: 40 ft. (8 squares)

Armor Class: 25 (-2 size, +1 Dex, +16 natural), touch 9, flat-footed 24

Base Attack/Grapple: +12/+29

Attack: Slam +19 melee (3d4+9) 

Full Attack: 2 slams +19 melee (3d4+9) and gore +17 melee (1d8+4/x4)

Space/Reach: 15 ft./15 ft.

Special Attacks: Augmented critical, breath weapon, powerful charge 2d8+13, roar, spell-like abilities, summon tanar’ri
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, and cold 10 and fire 10, scent, spell resistance 20, telepathy 100 ft.

Saves: Fort +17, Ref +9, Will +9

Abilities: Str 29, Dex 13, Con 29, Int 14, Wis 13, Cha 14

Skills: Bluff +17, Climb +24, Concentration +24, Diplomacy +19, Intimidate +19, Knowledge (the planes) +17, Listen +16, Spot +16, Survival +16 (+18 on other planes), Swim +24

Feats: Cleave, Great Cleave, Multiattack, Power Attack, Track

Environment: Infinite Layers of the Abyss 

Organization: Solitary or gang (1 ghorr plus 1d10 ogres and 1d6 hill giants)

Challenge Rating: 12

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 13-24 HD (huge); 25-36 HD (gargantuan)

Vaguely resembling an ogre or some kind of giant, this creature stands easily 20 feet tall.  Its dull, brown hide is thick and covered in coarse hair, a pair of curved, black horns jut from the sides of its wide head. 

The ghorr are the servants of Baphomet, the demonic lord of giants and minotaurs, however they have also been known to serve Kostchtchie on occasion. The ghorr serve as agents on the prime material plane, rousing up the various tribes of giants and making sure that they pay their dues to their demonic patron. The presence of a ghorr amongst a giant tribe is a cause for celebration – and bloodshed. Sacrifices, raids, and slaughter of the smaller folk usually ensue, which are often leaded by the ghorr. 

A ghorr stands about 20 feet tall and weighs around 7,000 pounds.

COMBAT
Despite its bestial appearance, ghorr are cunning and intelligent opponents. They make good use of their array of spell-like abilities and often love to open combat with a blast of their breath weapon followed by a good roar.

A ghorr’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Augmented Critical (Ex): A ghorr’s curved horns are exceptionally sharp. It deals x4 damage on a successful critical hit.

Breath Weapon (Su): Once every 3d4 rounds a ghorr can unleash a blast of noxious fumes in a 30 foot cone. Anyone within the area must make a successful Fort save DC 25 or take 1d6 points of Strength. Those immune to poison are also immune to this ability damage. The save DC is Constitution based.

Powerful Charge (Ex): A ghorr typically begins a battle with a charge at an opponent, lowering its head to bring its vicious horns into play. In addition to the normal benefits and hazards of a charge, this allows the demon to make a single gore attack with a +19 attack bonus that deals 2d8+13 points of damage.

Roar (Su): Once per day, a ghorr can unleash a powerful, destructive roar. Anyone within 40 ft. of the ghorr must make a Fort save (DC 25) or be deafened for 2d10 rounds. Also, anyone within 20 ft. of the ghorr must also make an additional Fort save (DC 25) or be stunned for 1d4 rounds. The save DC’s are Constitution based.

Spell-like Abilities: At will – chaos hammer (DC 16), deeper darkness, dispel good (DC 17), greater teleport (self plus 50 pounds of objects only), unholy blight (DC 16); 3/day – confusion (DC 16); 1/day – blasphemy (DC 19). Caster level 12th. The save DC’s are Charisma based.

Summon Tanar’ri (Sp): Once per day, a ghorr can attempt summon another ghorr with a 45% chance of success. This is the equivalent of a 6th level spell.

GORISTRO
Huge Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 16d8+192 (264 hp)

Initiative: +0
Speed: 50 ft. (10 squares)

Armor Class: 22 (-2 size, +14 natural), touch 8, flat-footed 22
Base Attack/Grapple: +16/+33
Attack: Slam +23 melee (2d8+9) or rock +14 ranged (2d8+9)
Full Attack: 2 slams +23 melee (2d8+9) and gore +18 melee (2d8+4) or rock +14 ranged (2d8+9)
Space/Reach: 15 ft./15 ft.
Special Attacks: Powerful charge 6d6+13, rock throwing, spell-like abilities, stomp
Special Qualities: Damage reduction 10/good, darkvision 60 ft., fast healing 5, immunity to electricity and poison, resistance to acid 10 and cold 10 and fire 10, rock catching, see invisibility, spell resistance 22, telepathy 100 ft.
Saves: Fort +22, Ref +10, Will +12
Abilities: Str 29, Dex 10, Con 35, Int 6, Wis 14, Cha 12
Skills: Climb +28, Concentration +31, Intimidate +20, Jump +28, Listen +21, Spot +21
Feats: Awesome Blow, Cleave, Great Cleave, Improved Bull Rush, Improved Overrun, Power Attack
Environment: Infinite Layers of the Abyss 

Organization: Solitary or pair
Challenge Rating: 14
Treasure: None
Alignment: Always chaotic evil

Advancement: 16-32 HD (Huge); 33-48 HD (Gargantuan)
This creature looks like a cross between a human and a bison.  Its thickly muscled body is covered in brown, almost black, hair.  Two curved horns protrude from the top of its bison head.  Instead of feet it has a pair of cloven hooves.  It glares at you and hunches down, almost as if its just getting ready to charge.
The goristro are the walking siege weaponry of the Abyss. They are strong, excessively tough, built for fighting, and very stupid.  In fact, if there weren’t any stronger demons, the goristro would be content to eat, kill each other, and commit random acts of excessive violence.  As it is, the molydeus, mariliths, and balors keep the goristro at the front lines, where they are more likely to deal more damage to their enemies than their own troops.

Goristro stand 18 feet tall and weigh 6,000 pounds.
COMBAT
Goristro are simpleminded opponents who rarely – if ever – use anything beyond the simple ‘hit it till it dies’ tactic. They use their spell-like abilities rarely and usually only if commanded by their more powerful commanders.
A goristro’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Powerful Charge (Ex): A goristro typically begins a battle with a charge at an opponent, lowering its head to bring its curved horns into play. In addition to the normal benefits and hazards of a charge, this allows the demon to make a single gore attack with a +23 attack bonus that deals 6d6+13 points of damage.
Rock Catching (Ex): The goristro can attempt to catch rocks hurled at him by making a DC 20 reflex save as a free action. The goristro must be ready and aware in order to catch the rocks. If the rocks have a magical bonus on attack rolls, the DC increases by that amount.

Rock Throwing (Ex): A goristro is adept at throwing rocks weighing 60 pounds. The rocks have a range increment of 140 feet.
Spell-Like Abilities: At will – greater teleport (self plus 50 pounds of objects only), scare (DC 13). Caster level 10th. The save DC’s are Charisma based.

Stomp (Su): As a standard action three times per day, the goristro can stamp on of its cloven feet, causing a great shockwave to erupt outward from it in a 60 ft. radius. Anyone within the area must make a Reflex save (DC 30) or be knocked prone. The shock lasts for one round.  Any creatures of large size or smaller attempting to move must make a Balance check (DC 30) or fall prone. Creatures that succeed can move at only half speed and take a -6 penalty on all attack rolls, AC, and reflex saves. Any spellcasters attempting to cast a spell must succeed at a Concentration check (DC 20 + spell level) or lose the spell.
The shockwave deals 10d8 points of damage to structures in the radius. Anyone caught beneath falling structures or collapsing caverns takes 8d6 points of damage (Reflex save DC 30 for half). Those who fail the Reflex save are considered buried. The save DC’s are Constitution based.

See Invisibility (Su): Goristro have a continuous see invisibility ability, as the spell (caster level 10th).  
HERGARU
Large Outsider (Chaotic, Evil, Extraplanar)
Hit Dice: 12d8+84 (138 hp)
Initiative: +7
Speed: 50 ft. (10 squares)

Armor Class: 27 (-1 size, +3 Dex, +15 natural), touch 12, flat-footed 24

Base Attack/Grapple: +12/+23
Attack: Bite +19 melee (2d8+7 19-20/x2)
Full Attack: Bite +19 melee (2d8+7 19-20/x2) and 2 claws +16 melee (1d8+3)
Space/Reach: 10 ft./10 ft.
Special Attacks: Fear aura, roar, spell-like abilities, sundering bite
Special Qualities: Damage reduction 10/adamantine, darkvision 60 ft., hardened skin, immunity to poison and sonic, resistance to acid 10 and electricity 10 and fire 10, spell resistance 27
Saves: Fort +15, Ref +11, Will +8
Abilities: Str 25, Dex 17, Con 25, Int 16, Wis 10, Cha 16
Skills: Bluff +18, Climb +22, Concentration +22, Intimidate +20, Jump +22, Knowledge (the planes) +18, Listen +15, Search +18, Spot +15, Survival +15 (+17 on other planes and when following tracks), Swim +22
Feats: Improved Critical (bite), Improved Initiative, Improved Sunder (b), Multiattack, Power Attack, Weapon Focus (bite)
Environment: Infinite Layers of the Abyss 

Organization: Solitary
Challenge Rating: 12
Treasure: None
Alignment: Always chaotic evil

Advancement: 13-24 HD (Large); 25-36 HD (Huge)

This 12-foot tall creature has skin the color of a dark bruise.  Its elongated arms hang well below its knees, ending in a pair of viciously sharp claws.  Its head is wedge shaped and it bears a large mouth filled with jagged looking canines.  The creature’s narrow eyes gleam dangerously as a long, purple tongue trails out of its mouth and licks its fiendish lips.
Hergaru are walking agents of destruction. They inhabit the darkest, most chaotic realms of the abyss, hunting bebiliths, demons, and planar travelers alike, if only for the fun of destroying something. They revel in the destruction of just above everything and are prone to especially violent fits of madness if there is nothing left to destroy. Despite their often solitary lifestyle, a lone hergaru will quickly go mad if it has nothing left to tear down and destroy.

Despite most evil outsider’s lust for souls, hergaru sate themselves on a much more ‘mundane’ affair: magical items. They particularly love the sound of dweomered items cracking between their powerful jaws and the surge of energy that flows throughout their body as the pent up magical power is released. They find magical items forged of the power of good to be excellent delicacies and attempt to savor the taste of them for as long as possible.

Hergaru stand 12 feet tall and weigh about 4,000 pounds.

COMBAT
Hergaru are intelligent and passionate creatures. They live to destroy and revel in the bloodshed that they cause. Despite their relatively high intelligence, hergaru are prone to foolish fits of violence if something deprives them of what they want or gets in their way. They also often have a tendency to toy with those obviously weaker than them.
A hergaru’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Fear Aura (Su): A hergaru can radiate a 10-foot-radius fear aura as a free action. A creature in the area must succeed on a DC 19 Will save or be affected as though by a fear spell (caster level 12th). A creature that successfully saves cannot be affected again by the same hergaru’s fear aura for 24 hours. The save DC is Charisma based.
Hardened Skin (Su): The skin of a hergaru is supernaturally strong. Any time a manufactured weapon with hardness less than 20 strikes the hergaru the weapon must make a Fort save (DC 23) or shatter. The weapon uses either its own save bonus or its owner’s save bonus, whichever is higher. The save DC is Constitution based.
Roar (Su):  Once every 2d4 rounds, the hargaru can unleash a bone-shattering roar. When it uses this ability, the hergaru can either choose to do a burst effect (centered on itself) or a cone effect. No matter which effect it uses, it must still wait 2d4 rounds before using its roar ability again.
Burst: Anyone within 30 ft. of the hergaru automatically takes 3d6 points of sonic damage and must make a Will save (DC 23) or be deafened for 2d6 rounds. The save DC is Constitution based.
Cone:  60 ft.  Anyone within the cone takes 6d8 points of sonic damage and can attempt a Reflex save (DC 23) for half damage. The save DC is Constitution based.

Spell-like Abilities: At will – greater teleport (self plus 50 pounds of objects only), see invisibility, sound burst (DC 15); 3/day – chaos hammer (DC 17), fireball (DC 16); 1/day – word of chaos (DC 20). Caster level 12th. The save DC’s are Charisma based.
Sundering Bite (Ex): On a successful sunder attempt with its bite attack, the hergaru deals double damage. Also, the hergaru’s bite is treated as adamantine for the purpose of overcoming damage reduction and ignoring hardness.
KEREZU
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 17d8+68 (144 hp)
Initiative: +11
Speed: 30 ft. (6 squares)

Armor Class: 37 (+11 Dex, +15 natural, +1 shield), touch 21, flat-footed 26
Base Attack/Grapple: +17/+22
Attack: +3 keen rapier of speed +32 melee (1d6+8 15-20/x2 plus poison)
Full Attack: +3 keen rapier of speed +30/+30/+25/+20/+15 melee (1d6+8 15-20/x2 plus poison) and +2 silvered wounding dagger +29/+23/+18 melee (1d4+4 19-20/x2 plus poison plus 1 Con)
Space/Reach: 5 ft./5 ft. 

Special Attacks: Poison, sneak attack +8d6, spell-like abilities, summon tanar’ri
Special Qualities: Damage reduction 10/cold iron and good, darkvision 60 ft.,  evasion, immunity to electricity and poison, resistance to acid 10, and cold 10 and fire 10, spell resistance 25 telepathy 100 ft, true seeing, uncanny dodge
Saves: Fort +15, Ref +21, Will +16
Abilities: Str 21, Dex 33, Con 19, Int 22, Wis 22, Cha 24
Skills Balance +33, Climb +25, Concentration +25, Jump +27, Hide +31, Listen +26, Knowledge (the planes) +26, Move Silently +31, Search +26, Spellcraft +26 (+28 when deciphering scrolls), Spot +26, Survival +26 (+28 on other planes and when following tracks), Tumble +33, Use Magic Device +27 (+29 checks involving scrolls)
Feats: Greater Two-Weapon Fighting, Improved Two-Weapon Fighting, Two-Weapon Fighting, Two-Weapon Defense, Weapon Finesse, Weapon Focus (rapier)
Environment: Infinite Layers of the Abyss
Organization: Solitary, pair
Challenge Rating: 17
Treasure: Standard plus +3 keen rapier of speed and +2 silvered wounding dagger
Alignment: Always chaotic evil

Advancement: 19-36 HD (medium)
This creature would seem human at first glance, but closer inspection reveals it to be of a more fiendish nature.  Its skin is a dull red color, its hands end in short, claw-like nails, and a pair of small, black horns sprout from its forehead.  Its eyes blaze with a fiendish light, and its lips are curved into an arrogant smile. 
While the mariliths are the generals of the abyssal armies and the balors are the aristocracy, the kerezu are the assassins. They are most often employed by demon princes and lords to eliminate arrogant upstarts and rivals, but no one really trusts the kerezu. Their loyalty is as fickle as the Abyss itself and some have been known to change sides rather frequently. As such, kerezu are often on the run and they often possess great amounts of information on their employers.

Kerezu stand only 5 feet tall and weigh about 110 pounds.

COMBAT
The kerezu are not the hardiest of the demons and thus, they prefer to strike quick from the darkness before fleeing. Kerezu often go into battle with greater magic weapon cast on both of its weapons, followed by a greater invisibility. They are smart and cunning opponents and they know when to flee when a battle turns against them. However, a kerezu will hunt those who have wounded its immense pride by causing it to flee until either it or its prey is dead. An angry kerezu is a very dangerous opponent.

A kerezu’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Evasion (Ex): If exposed to any effect that normally allows a Reflex save for half damage, a kerezu takes no damage on a successful saving throw.

Poison (Ex): A kerezu’s fingertips secrete a dangerous poison that it uses to continually coat its weapons. Those struck by a kerezu’s poison covered blades must succeed at a Fort save (DC 23) or take 1d6 points of Constitution damage. The initial and secondary damage is the same.  The poison is highly perishable and becomes inert 1 minute after application. The save DC is Constitution based.

Sneak Attack (Ex): Anytime a kerezu’s target is denied its Dexterity bonus, or when it is flanked by the kerezu, it deals an additional +8d6 points of damage on a successful melee attack.  The kerezu flanks as a 15th level rogue.
Spell-Like Abilities: At will – deeper darkness, dimension door, greater dispel magic, greater invisibility (self only), greater magic weapon, greater teleport (self plus 50 pounds of objects only), polymorph (self only); 3/day – mass inflict serious wounds (DC 24); 1/day – blasphemy (DC 24). Caster level 17th. The save DC’s are Charisma based.

Uncanny Dodge (Ex): A kerezu retains its Dexterity bonus even when flat-footed, and it can only be flanked by a 19th level rogue or higher.

Summon Tanar’ri (Sp): Once per day, a kerezu can attempt to summon another kerezu with a 40% chance of success. This is the equivalent of an 8th level spell.

True Seeing (Su): Kerezu have a continuous true seeing ability, as the spell (caster level 17th).  

KLARUCHAR 
Huge Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 25d8+312 (420 hp)

Initiative: +12
Speed: 50 ft. (10 squares), fly 100 ft. (good) 

Armor Class: 44 (-2 size, +9 Dex, +27 natural), touch 17, flat-footed 35
Base Attack/Grapple: +25/+47
Attack: Claw +37 melee (2d6+14/19-20) or spike volley +31 ranged (3d4+14 plus poison)
Full Attack: 4 claws +37 melee (2d6+14/19-20) and bite +35 melee (2d8+7) and pincers +35 melee (1d8+7) or 4 spike volleys +31 ranged (3d4+14 plus poison)
Space/Reach: 15 ft./15 ft.

Special Attacks: Fear aura, improved grab, poison, spell-like abilities, spikes, summon tanar’ri, vorpal bite

Special Qualities: Damage reduction 15/cold iron and epic and good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, and cold 10, and fire 10, scent, spell resistance 34, telepathy 100 ft., true seeing

Saves: Fort +27, Ref +23, Will +23
Abilities: Str 39, Dex 29, Con 37, Int 26, Wis 28, Cha 30
Skills: Appraise +36, Bluff +38, Concentration +41, Diplomacy +46, Forgery +36, Intimidate +42, Knowledge (arcana) +36, Knowledge (the planes) +36, Listen +37, Search +36, Sense Motive +37, Spellcraft +40 (+42 checks involving scrolls), Spot +37, Survival +37 (+41 on other planes and when following tracks), Tumble +37, Use Magic Device +38 (+42 checks involving scrolls)
Feats: Cleave, Dire Charge*, Great Cleave, Improved Critical (claw), Improved Initiative, Multiattack, Overwhelming Critical (claw)*, Power Attack, Weapon Focus (claw)
Environment: Infinite Layers of the Abyss

Organization: Solitary, pair, or squad (1 klaruchar, 1 balor, 1-2 mariliths. 1-6 hezrou)

Challenge Rating: 26
Treasure: Double standard
Alignment: Always chaotic evil

Advancement: 26-50 HD (Huge); 51-75 HD (Gargantuan)

This monstrous creature resembles nothing that you’ve ever seen before.  A squarish canine head, ringed with sharp teeth, sits atop a broad torso that bears four heavily muscled arms, each ending in a clawed hand.  A pair of crimson, bat-like wings sprouts from its upper back, adding to its strange appearance.  Yet the most unsettling thing about this creature is the massive, tooth filled maw sits where the creature’s stomach should be.  Two scissor-like pincers sprout from the sides of the maw and seem to quiver with anticipation.
If there is ever something in the multiverse that would give a balor nightmares, it is the klaruchar. The true horrors of the abyss, the terrible klaruchars approach even the demonic lords in power. Fortunately, only 24 are known to exist, however this is not a definite number.

The klaruchars act as a wild card in abyssal politics. They are powerful enough to be above the reproach of both the molydei and the balors and they know this well. They sometimes act as servants for some of the more powerful demon lords (Pazuzu, Graz’zt, and Fraz Urb’Luu), but they despise servitude. Exceptionally powerful klaruchars have often set themselves up as lords of abyssal lairs, endlessly warring with their neighbors until their seemingly limitless lust for power is temporarily sated.
A klaruchar can speak with either its lower mouth or its upper mouth, but it sometimes chooses to speak with both at the same time, resulting in a particularly unnerving effect.

Klaruchars stand 19 feet tall and weigh around 7,000 pounds.

COMBAT
Klaruchars are extremely intelligent foes; however they possess an almost insane bloodlust for battle. They would happily dive into a battle, tearing away at the opposition and happily gorging itself on the flesh of the dead (and sometimes the still living) in an almost erotic ecstasy. That said, against foes they know to be superior, they will use every ability they have available and they won’t shirk away from retreating (although their wrath at being forced to do so will be terrible to behold).
A klaruchar’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned, epic, and evil-aligned for the purpose of overcoming damage reduction.
Fear Aura (Su): A klaruchar can radiate a 30-foot-radius fear aura as a free action. A creature in the area must succeed on a DC 32 Will save or be affected as though by a fear spell (caster level 24th). A creature that successfully saves cannot be affected again by the same klaruchar’s fear aura for 24 hours. The save DC is Charisma based.
Improved Grab (Ex): To use this ability, the klaruchar must hit a foe at least one size category smaller than it with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and it can subject the grappled creature to its vorpal bite ability (see below) and it automatically deals pincer damage to the held creature every round the grapple is maintained.
Additionally, a klaruchar is not considered grappling when it holds a creature with its pincers. It can freely make attacks with its claws, bite, and spikes (but not its pincers) and move normally. It also still threatens squares normally and retains its Dexterity bonus to attacks.  However, it suffers a -8 penalty to grapple checks and its vorpal bite if it attacks or moves while grappling a foe.
Poison (Ex): A klaruchar delivers its poison with a successful spike attack. Anyone struck by a klaruchar’s spikes must make a Fort save (DC 35) or take 2d4 points of initial Strength damage. The secondary damage is 1d4 points of permanent Strength drain. The save DC is Constitution based.
Spell-Like Abilities: At will – blasphemy (DC 27), chaos hammer (DC 24), deeper darkness, dispel good (DC 25), dispel law (DC 25), flame strike (DC 25), greater dispel magic, greater teleport (self plus 50 pounds of objects only), prismatic wall (DC 28), unholy aura (DC 28), wall of fire; 3/day – fire storm (DC 27), implosion (DC 29), meteor swarm (DC 29); 1/day – gate, ruin* (DC 30). Caster level 24th. The save DC’s are Charisma based.
Spikes (Ex): As a standard action, a klaruchar can launch a volley of spikes with a range of 90 ft. (no range increment). As a full-attack option, a klaruchar can launch 4 volleys of spikes with the same range. Anyone struck by a klaruchar’s spikes is subject to its poison.

Vorpal Bite (Ex): A klaruchar can make one vorpal bite attack each round against a creature grappled by its pincers. The bite has an attack bonus of +35 and deals 2d8+7 points of damage.  It threatens a critical on a natural 20 and deals triple damage. On a successful critical, it bites the held creature’s head off and proceeds to chew happily.
Summon Tanar’ri (Sp): Twice per day, a klaruchar can automatically summon 2d8 babau, 1d6 hezrou, 1-4 nalfeshnee, 2 mariliths, or 1 balor.  This is the equivalent of a 10th level spell.

True Seeing (Su): Klaruchar have a continuous true seeing ability, as the spell (caster level 24th).  

* See Epic Level Handbook
MANES
Small Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 1d8 (4 hp)

Initiative: +1
Speed: 20 ft. (4 squares)

Armor Class: 14 (+1 size, +3 natural), touch 11, flat-footed 14
Base Attack/Grapple: +1/-2
Attack: Claw +2 melee (1d3)
Full Attack: 2 claws +2 melee (1d3) and bite +0 melee (1d4)
Space/Reach: 5 ft./5 ft.

Special Attacks: Death throes
Special Qualities: Damage reduction 3/cold iron or good, darkvision 60 ft., immunity to electricity and poison, mindless, resistance to acid 10, and cold 10 and fire 10, telepathy 100 ft.
Saves: Fort +2, Ref +2, Will -2
Abilities: Str 10, Dex 11, Con 11, Int -, Wis 3, Cha 3

Skills: -
Feats: Multiattack (b)
Environment Infinite Layers of the Abyss 

Organization: Gang (1-6), swarm (6-15), or horde (10-100)
Challenge Rating: 1
Treasure: None
Alignment: Always chaotic evil

Advancement: 2-6 HD (Small)
This small, pathetic creature looks like a bloated humanoid with pale, sickly skin and a slack, drooling mouth.  Its eyes are devoid of any kind of intelligence.  Its body is covered in clumps of writhing and squirming maggots.
The manes are the lowest of the low amongst the demons. They are petitioners, formed of the evil souls sent to the Abyss. They are utterly mindless, often roaming the Abyss in mobs, until a more powerful demon comes along and whips them up for a nice Blood War slaughter.
While manes cannot communicate in any way (other than simple moaning or grunting), they can understand very simple commands. This is mostly as a side-effect of their telepathy ability.

Manes stand about 3 feet tall and weigh 70 pounds.

COMBAT
Manes are very simple opponents and lack the needed intellect for even animalistic cunning.  That said they make a fairly effective rampaging horde.

A manes’ natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Death Throes (Ex): When a manes is killed, its body erupts into a noxious cloud of acidic vapor. Anyone within 10 feet of a slain manes takes 1d6 points of acid damage or half damage on a successful Reflex save (DC 10). The save DC is Constitution based.

Mindless (Ex): Manes are completely mindless and are thus immune to all mind-affecting spells and effects.
MAUREZHI
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 7d8+35 (66 hp)

Initiative: +9
Speed: 40 ft. (8 squares)

Armor Class: 21 (+5 Dex, +6 natural), touch 15, flat-footed 16
Base Attack/Grapple: +7/+10
Attack: Claw +10 melee (1d4+3 plus paralysis)
Full Attack: 2 claws +10 melee (1d4+3 plus paralysis) and bite +8 melee (1d6+1 plus paralysis)
Space/Reach: 5 ft./ 5 ft.

Special Attacks: Consume soul, paralysis, pounce, spell-like abilities, summon tanar’ri, summon undead
Special Qualities: Assume shape, damage reduction 5/cold iron or good, darkvision 60 ft., deathwatch, immunity to electricity and poison, resistance to acid 10 and cold 10 and fire 10, spell resistance 16, telepathy 100 ft.

Saves: Fort +10, Ref +10, Will +7
Abilities: Str 16, Dex 21, Con 20, Int 9, Wis 14, Cha 17
Skills: Bluff +13, Diplomacy +15, Disguise +13 (+15 when acting), Hide +15, Intimidate +15, Jump +13, Move Silently +15, Tumble +17
Feats: Improved Initiative, Multiattack, Skill Focus (Bluff)

Environment: Infinite Layers of the Abyss

Organization: Solitary, pair, or pack (2-8)

Challenge Rating: 8
Treasure: Standard coins, plus consumed character’s gear

Alignment: Always chaotic evil

Advancement: Special; 8-21 HD (Medium)

This hunched over creature vaguely resembles a ghoul. Its long, pale-skinned arms end in a pair of dirty, clawed hands. Dirt and grime covers the remainder of its mostly hairless body. A pair of burning red eyes stare at you hungrily as the creature gets ready to pounce. 
The maurezhi are horrifying demons that consume the souls of mortal creatures and have the ability to take the forms of those they’ve consumed. Thus, they make perfect spies and assassins, usually.Unfortunately (or fortunately), most maurezhi never make it out of the Abyss and never get a chance to feed on any hapless mortal creatures, thus most of them never get a chance to become the perfect spy or assassin before the babau or the molydeus ship them off to the Blood War frontlines.

Those maurezhi that do manage to get out of the Abyss to eat some mortals, usually return to become small abyssal powers or specialized servants of the Blood War effort.
Maurezhi are 6 foot tall and weigh 180 pounds.

COMBAT
In its natural form, maurezhi prefer to slay an opponent as quickly as possible so that it can escape to feed. When it assumes the form of creatures it has devoured, it seeks to maintain its disguise as long as possible until it has the perfect chance to strike. However, most maurezhi are simply too stupid to keep up anything but a fairly simple disguise.
A maurezhi’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Assume Shape (Su): A maurezhi can assume the form of any creature’s corpse that it has consumed. This ability functions like a polymorph spell (caster level equals the maurezhi’s Hit Dice, normally 7), except that the maurezhi can remain in this form indefinitely. The maurezhi can switch between its normal form and any form it can take as a standard action.
Consume Soul (Ex): When a maurezhi consumes the corpse of a living (non-outsider or elemental) creature with an Int of 3 or higher, it gains additional powers. The maurezhi can only gain these additional power if it begins eating the creature’s corpse within 10 minutes of its death. The process takes 30 minutes to complete. If the maurezhi is interrupted before it can complete this process, it can’t completely consume the corpse and gain the additional benefits.
Feeding in this manner destroys the victim’s body and prevents any form of raising or resurrection that requires part of the corpse. There is a 50% chance that a wish, miracle, or true resurrection spell can restore a devoured victim to life. Check once for each destroyed creature. If the check fails, the creature cannot be brought back to life by mortal magic.
The maurezhi only advances by consuming the corpses of creatures whose Hit Dice or levels are equal to or greater than its own current total. A maurezhi advances in Hit Dice by consuming corpses in this fashion. For every suitable corpse a maurezhi devours, it gains 1 Hit Die, and its Strength, Intelligence, and natural armor increase by +1. Its attack bonus and saves improve as normal for an outsider of its Hit Dice, and it gains skill points, feats, and ability score improvements normally. Additionally, the maurezhi gains the memories of the creature it consumed, including the ability to speak any languages the creature knew. It also gains the ability to assume that creature’s shape (see above). 

 Its damage reduction, spell resistance, spell-like abilities, and challenge rating improve based upon its Hit Dice, as shown in the table.
	Maurezhi Total Hit Dice
	Damage 
Reduction
	Spell Resistance
	Spell-Like Abilities*
	CR

	7-9
	5/cold iron or good
	16
	1/day – hold person
	8

	10-11
	10/cold iron or good
	17
	1/day – animate dead
	9

	12-13
	10/good
	18
	2/day – hold person
	10

	14-15
	10/good
	19
	2/day – animate dead
	11

	16-17
	10/good
	20
	At will – death knell; 3/day – animate dead
	12

	19-20
	10/good
	21
	At will – hold person, stinking cloud
	13

	21
	15/good
	22
	Scare changes to fear
	14


* These spell-like abilities are gained in addition to its normal ones.

Spell-Like Ability DC’s (if relevant) are calculated as DC 10 + spell level + maurezhi’s Cha modifier.
 If a maurezhi consumes the corpse of a creature with less Hit Dice or levels less than its own current total, it still gains the creature’s memories and the ability to assume its shape, however it gains none of the other benefits.
Paralysis (Ex): Any creature hit by a maurezhi’s claw or bite attacks must make a Fort save (DC 18) or be paralyzed for 1d6+4 rounds. The save DC is Constitution based.
Pounce (Ex): If a maurezhi charges a foe, it can make a full attack.
Spell-Like Abilities: At will – blur, chill touch, command undead (DC 15), darkness, greater teleport (self plus 50 pounds of objects only), invisibility (self only), scare (DC 15). Caster level equals Hit Dice (normally 7). The save DC’s are Charisma based.

Summon Tanar’ri (Sp): Once per day a maurezhi can attempt to summon 3d4 manes or 2d4 dretches with a 50% chance of success. This is the equivalent of a 3rd level spell.
Summon Undead (Sp): Once per day, a maurezhi can automatically summon either 1d6 ghouls or 1d4 ghasts. The undead remain for 1 hour before returning from whence they came. This is the equivalent of a 3rd level spell.
Deathwatch (Su): A maurezhi is under the constant effect of a deathwatch spell. Caster level equals Hit Dice (normally 7).

Skills: A maurezhi has a +8 racial bonus on Jump checks. When using its assume shape ability, the maurezhi gains an additional +10 bonus on disguise checks to assume the consumed creature’s identity.
MOLYDEUS
Large Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 19d8+171 (256 hp)

Initiative: +10
Speed: 50 ft. (10 squares) 

Armor Class: 31 (-1 size, +6 Dex, +16 natural), touch 15, flat-footed 25
Base Attack/Grapple: +19/+33
Attack: +1 dancing vorpal double-axe +30 melee (2d6+11) or claw +28 melee (1d10+10)
Full Attack: +1 dancing vorpal double-axe +28/+23/+18/+13 melee (2d6+11) and +28/+23/+18 melee (2d6+6) and wolf bite +23 melee (4d4+5) and snake bite +23 melee (1d8+5 plus abyssal curse) or 2 claws +28 melee (1d10+10) and wolf bite +2 melee (4d4+5) and snake bite +24 melee (1d8+5 plus abyssal curse)
Space/Reach: 10 ft./10 ft.

Special Attacks: Abyssal curse, bypass protections, spell-like abilities, summon tanar’ri
Special Qualities: All-around vision, axe, damage reduction 15/cold iron and good, darkvision 60 ft., immunity to electricity and poison, regeneration 4, resistance to acid 10, and cold 10, and fire 10, spell resistance 27, telepathy 100 ft., true seeing
Saves: Fort +20, Ref +17, Will +15
Abilities: Str 31, Dex 23, Con 29, Int 16, Wis 18, Cha 24
Skills: Balance +28, Bluff +29, Climb +32, Concentration +31, Diplomacy +18, Intimidate +29, Knowledge (the planes) +25, Listen +26, Sense Motive +26, Spot +30, Survival +26, Tumble +17
Feats: Cleave, Greater Two-Weapon Fighting, Improved Initiative, Improved Two-Weapon Fighting, Power Attack, Two-Weapon Fighting, Weapon Focus (double axe)
Environment: Infinite Layers of the Abyss
Organization: Solitary, pair, or squad (1 molydeus, 1-4 chasme, 1-8 babau)
Challenge Rating: 19
Treasure: Double standard
Alignment: Always chaotic evil

Advancement: 19-38 HD (Large); 39-57 HD (Huge)
The first things you notice about this large, hulking creature are its two heads.  One head sits where a normal creature’s head should be and it resembles that of a mangy wolf’s.  Its other head sprouts from the creature’s upper back and resembles that of a long, prehensile serpent.   Its skin is the color of a festering sore and clumps of thin, wiry hair dot the creature’s body.  Spittle drips from the fangs of both its heads and a dull red glow seems to pulse behind its savage eyes.
The molydeus are somewhat of an enigma in abyssal politics, as they serve the most specialized function of the tanar’ri. They are the only guardian demons and the promoters of the blood war. They exist to further the advances of the tanar’ri in the blood war and to draft other tanar’ri (willing or not) into the raving armies of the abyss. They are terrible and powerful creatures, feared even by the balors and all other true tanar’ri.

Despite their specialized status, the molydeus can be found serving almost any demon or tanar’ri powerful enough to coerce and bully them. They are also highly prized by the demonic princes Graz’zt, Orcus, and Demogorgon as their ability to bypass the potent protections of other demons is very useful. However, because of that ability, they are also distrusted by near every other demon, especially other molydei.

Molydei stand about 13 feet tall and weigh roughly 900 pounds.

COMBAT
Molydei are fairly intelligent foes.  Their intellect is fairly great compared to most mortals, however compared to other true tanar’ri, the molydeus are considered somewhat lacking in that regard. That said, they often begin a battle by summoning aid.  Unlike other tanar’ri, molydeus are very rarely ever beholden to the creatures they summon, thus they use their ability as soon as they can.  They also prefer to let underlings do the dirty work while they sit back and blast away with their spell-like abilities before wading into battle with their +1 dancing vorpal double axes.

A molydei’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Abyssal Poison (Ex): The bite of a molydei’s snakehead causes a terrible poison. Anyone bitten by the molydei’s snakehead must succeed at a Fort save (DC 28) or slowly transform into a manes over the next 2d4+1 rounds. The save DC is Constitution based.
A neutralize poison spell followed by a remove curse cast before the transformation is complete will restore a poison creature to normal. Afterward, however, only a miracle or wish spell can reverse the effects of the poison.
All-Around Vision (Ex): The molydei’s two heads make it an exceptionally alert creature.  It gains a +4 racial bonus on Spot and Search checks, and it cannot be flanked.
Axe: Every molydeus carries with it a +1 dancing vorpal double-axe. The axe’s powers are tied directly with the life of its molydeus owner, thus if the molydeus ever dies, its axe becomes a worthless lump of metal. However, should the axe ever be taken while the molydeus is still alive, it will retain its powers. Unfortunately, those who steal the axe from a still living molydeus are destined to be hunted from plane to plane as the likely very angry molydeus seeks to retrieve its lost weapon.
Bypass Protections (Su): A molydeus possesses the innate power to bypass many of the most potent protections possessed by their demon kin. A molydeus’s natural attacks and attacks with a weapon it wields are treated as the appropriate type (material wise and alignment wise) in order to overcome another demon’s damage reduction.
For example, when a molydeus hits a balor with its axe, its axe is treated as both cold iron and good-aligned for the purpose of overcoming damage reduction.
Plus, whenever the molydeus casts a spell against a demon that has spell resistance, the molydeus automatically succeeds on the spell resistance check.

Spell-Like Abilities: At will – baleful polymorph (DC 22), deeper darkness, evard’s black tentacles, fear (DC 21), fireball (DC 20), greater teleport (self plus 50 pounds of objects only), improved invisibility, suggestion (DC 20), wall of fire; 3/day – blasphemy (DC 24), prismatic spray (DC 24); 1/day – dominate monster (DC 26), mass hold monster (DC 26), unholy aura (DC 25). Caster level 19th. The save DC’s are Charisma based.
Summon Tanar’ri (Sp): Once per day, a molydeus can automatically summon 1d4 chasme or 1d6 babau or it can attempt to summon another molydeus with a 40% chance of success. This is the equivalent of a 9th level spell.
Regeneration (Su): A molydeus takes normal damage from good-aligned cold iron weapons, and from spells or effects with the good descriptor.
True Seeing (Su): Molydei have a continuous true seeing ability, as the spell (caster level 19th).  

NRATHGAR 
Huge Outsider (Chaotic, Evil, Extraplanar)
Hit Dice: 14d8+112 (175 hp)

Initiative: +2
Speed: 40 ft. (8 squares)
Armor Class: 26 (-2 size, +2 Dex, +16 natural), touch 10, flat-footed 24
Base Attack/Grapple: +14/+31
Attack: Claw +22 melee (2d6+10)
Full Attack: 2 claws +22 melee (2d6+10) and 2 bites +22 melee (2d8+10) and tail spike +22 melee (1d6+10 plus 1d8 cold)
Space/Reach: 15 ft./15 ft. (20 ft. with tail slap)
Special Attacks: Crystalline tail, gaze attacks, rend 3d6+15, spell-like abilities, summon elementals
Special Qualities: Damage reduction 10/good, dual mind, darkvision 60 ft., immunity to cold and poison, resistance to acid 10, and electricity 10, spell resistance 25, superior multiattack, vulnerability to fire
Saves: Fort +17, Ref +11, Will +11
Abilities: Str 31, Dex 15, Con 27, Int 14, Wis 14, Cha 16
Skills: Bluff +20, Concentration +25, Hide +11, Intimidate +20, Jump +35, Knowledge (the planes) +10, Listen +19, Move Silently +3, Search +19, Spot +19, Survival +19
Feats: Cleave, Great Cleave, Improved Sunder, Multiattack, Power Attack
Environment: Infinite Layers of the Abyss (Ice Wastes)
Organization: Solitary, pair, or group (2-5)
Challenge Rating: 15
Treasure: Double standard

Alignment: Always chaotic evil

Advancement: 15-28 HD (Huge); 29-42 HD (Gargantuan)
This towering creature resembles a conglomeration of many other creatures.  Two white furred bears’ heads sit atop a massive frame covered in bluish scales.  Its long, dangling arms end in wickedly clawed hands.  A serpentine tail ending in a crystalline spike sprouts from its lower back and it twitches violently on the ground.  Bony ridges run down the creature’s back and small tufts of white hair cover the its scaly body  in seemingly random locations.
The nrathgar are immense demons that lurk on the 23rd layer of the Abyss, called the Ice Wastes. There they serve as powerful minions of the demonic lord Kostchtchie; a lord of the unceasing cold and giants.
Nrathgar are bestial demons. They live to fight and tear the flesh from their enemies.  Oftentimes, they wander the Ice Wastes in solitude, slaying all that come before them in an unending blood frenzy. Even Kostchtchie has trouble keeping the nrathgar in line and only his power keeps him from being another of their frozen meals.

Nrathgar stand 16 feet tall and weigh approximately 5,000 pounds.

COMBAT
Despite their bestial appearance and temperament, the nrathgar are fairly intelligent and cunning foes. They use their gaze attacks and their spell-like abilities to their fullest effect. They are mostly solitary creatures, but they will fight in packs if a more powerful creature bullies them into it, but they very rarely use intelligent tactics when in a pack.
A nrathgar’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Crystalline Tail (Su): The tail of a nrathgar ends in a bluish, crystalline spike. Anyone struck by a nrathgar’s tail spike takes 1d8 points of additional cold damage. On a successful critical hit, the creature struck takes 3d8 points of cold damage.

Dual Mind (Ex): A nrathgar’s two heads make it immune to any Enchantment spells or effects.
Gaze Attacks (Su):  A nrathgar’s heads can both produce a different gaze attack. The nrathgar can only use one of its gaze attacks per round.
Left Head:  As a free action, a nrathgar can focus the gaze of its left head upon a single opponent within 40 ft. The opponent must make a Will save (DC 20) or become slowed as per the spell (caster level 14th) by a limb-numbing cold. The creature need not meet the gaze of the nrathgar in order to be affected. The save DC is Charisma based.

Right Head: As a free action, a nrathgar can focus the gaze of its right head upon a single opponent within 60 ft. The affected opponent takes 5d6 points of cold damage. A successful Fort save (DC 20) reduces the damage by half. The creature need not meet the gaze of the nrathgar in order to be affected. The save DC is Charisma based.

Both Heads: As a standard action, the nrathgar can focus the gaze of both of its heads upon a single opponent within 30 ft. The affected opponent must make a Will save (DC 22) or become paralyzed for 2d4 rounds. The creature need not meet the gaze of the nrathgar in order to be affected. The save DC is Charisma based and includes a +2 bonus.
Rend (Ex): If a nrathgar hits with both claw attacks, it latches onto the opponent’s body and tears the flesh. This attack automatically deals an additional 3d6+15 points of damage.
Spell-like Abilities: At will – darkness, dispel magic, ice storm, sleet storm, wall of ice; 1/day – cone of cold (DC 18), fear (DC 17). Caster level 10th. The save DC’s are Charisma based.
Summon Elementals (Sp): Once per day, a nrathgar can summon either 2d4 small ice paraelementals, 1d6 medium ice paraelementals, 1d4 large ice paraelementals, or 1 huge ice paraelemental. The elementals that are summoned are always evil. The elementals serve the nrathgar for 1 hour before returning from whence they came. This is the equivalent of a 6th level spell.

Superior Multiattack (Ex): Due to its two heads, a nrathgar takes no penalties on attack rolls and damage when using its secondary attacks.

Skills: The nrathgar’s two heads make it an exceptionally alert creature. It gains a +4 racial bonus on Spot, Search, and Listen checks. They also receive a +4 racial bonus on Hide checks when in snowy conditions.
PALARTHIE
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 9d8+54 (94 hp)
Initiative: +7
Speed: 30 ft. (6 squares)

Armor Class: 23 (+3 Dex, +10 natural), touch 13, flat-footed 20
Base Attack/Grapple: +9/+14
Attack: Flame blade +15 melee touch (1d8+4) or slam +14 melee (1d6+5 plus 1d8 fire)
Full Attack: Flame blade +15/+10 melee touch (1d8+4) or 2 slams +14 melee (1d6+5 plus 1d8 fire)
Space/Reach: 5 ft./5 ft.

Special Attacks: Flame blade, spell-like abilities, summon tanar’ri
Special Qualities: Damage reduction 10/good, fiery aura, darkvision 60 ft., immunity to electricity and fire and poison, resistance to acid 10, spell resistance 16, telepathy 100 ft., vulnerability to cold
Saves: Fort +15, Ref +9, Will +9
Abilities: Str 21, Dex 17, Con 21, Int 12, Wis 16, Cha 14

Skills: Balance +17, Bluff +14, Concentration +17, Jump+19, Listen +15, Search +13, Sense Motive +15, Spot +15, Tumble +17
Feats: Dodge, Improved Initiative, Mobility, Weapon Focus ([i]flame blade[/i])
Environment: Infinite Layers of the Abyss
Organization: Solitary
Challenge Rating: 8

Treasure: Double standard

Alignment: Always chaotic evil

Advancement: 10-18 HD (Medium)
Through the swirling flames, you can barely make out a humanoid form.  The flames abate and you see an emaciated, purple skinned humanoid with a pair of bony, vestigial wings sprouting from its back.  Its body is entirely hairless and in one, clawed hand it clutches a sword seemingly made of fire.  It grins sadistically just as the flames return with even more intensity and it springs to attack.
The palarthie are thought to be a subset of the tanar’ri that once yearned to rule the Abyss as balors. Unfortunately, as the legends claim, they failed some trial by fire and are now punished by burning for eternity.

The palarthie are often used as shock troopers and lackeys for more powerful demons, especially the balors who seem to take some sort of perverse pleasure in ordering them around and humiliating them.  
Palarthies stand about 6 and a half feet tall and weigh 180 pounds.

COMBAT
Palarthies are relatively cunning opponents. They usually open combat with a fear effect in order to scatter their weaker foes. They then follow up with either a fireball or a scorching ray against the remaining foes. They then wade into battle with their flame blades, laughing as they burn.

A palarthie’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Fiery Aura (Su): A palarthie is constantly surrounded in a vortex of swirling flames. Any creature striking a palarthie with handheld weapons or natural weapons takes 1d8 points of fire damage. Note that weapons with exceptional reach, such as longspears, do not endanger their users in this way. Additionally, a palarthie does fire damage with each successful slam attack.

The palarthie can change the color of its flames depending upon its mood or desire, from a deep, crimson red to a ghostly blue.  However, the actual effects of the flames do not change.

Flame Blade (Sp): A palarthie can produce the equivalent of a flame blade spell at will (caster level 9th). The palarthie’s flame blade has no set duration and it can dispel the blade or create the blade as a free action on its turn. 
Spell-like Abilities: At will – greater teleport (self plus 50 pounds of objects only), see invisibility; 3/day – dispel magic, scorching ray (2 rays only); 1/day – fear (DC 16), fireball (DC 15). Caster level 9th. The save DC’s are Charisma based.
Summon Tanar’ri (Sp): Once per day, a palarthie can attempt to summon another palarthie with a 45% chance of success. This is the equivalent of a 4th level spell.
RUTTERKIN
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 4d8+8 (26 hp)

Initiative: +5
Speed: 20 ft. (4 squares)

Armor Class: 17 (+1 Dex, +6 natural), touch 11, flat-footed 16
Base Attack/Grapple: +4/+6
Attack: Crescent polearm +6 melee (1d12+2) or claw +6 melee (1d6+2)
Full Attack: Crescent polearm +6 melee (1d12+2) or 2 claws +6 melee (1d6+2)
Space/Reach: 5 ft./5 ft. (10 ft. with crescent polearm)
Special Attacks: Spell-like abilities, summon tanar’ri
Special Qualities: Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, and cold 10 and fire 10, spell resistance 11, telepathy 100 ft.

Saves: Fort +6, Ref +5, Will +5
Abilities: Str 14, Dex 13, Con 15, Int 9, Wis 12, Cha 10
Skills: Concentration +9, Hide +8, Intimidate +7, Jump +9, Listen +10, Move Silently +8, Spot +10, 
Feats: Alertness, Exotic Weapon Proficiency (crescent polearm, flatchet, snap-tong, three-armed blade) (b), Improved Initiative
Environment: Infinite Layers of the Abyss 

Organization: Solitary or gang (3-12)
Challenge Rating: 3
Treasure: Standard
Alignment: Always chaotic evil

Advancement: 5-12 HD (Medium)

Horribly misshapen and malformed, this blue-skinned creature stands hunched before you.  Its twisted body is covered in cancerous growths and is completely devoid of hair.  Its limbs are all twisted and gnarled and the creature grimaces as if it’s in constant pain.
The rutterkin are the malformed outcasts of the demons. The most powerful demons hate and ridicule them and only rarely make use of them. Thus, the rutterkin wander the Abyss in solitude, inflicting pain on anything they find weaker than themselves. Fortunately, the rutterkin are usually too weak to stop anything powerful enough to journey to the Abyss; however that doesn’t stop them from fleeing from the battle and spreading the word of the intruders.
Rutterkin stand somewhere between 5 and 7 feet tall and weigh around 160 to 210 pounds.

COMBAT
Rutterkins are weak and they know it. They also aren’t very imaginative or intelligent.  However, they do make good use of a variety of strange weapons, including the snap-tong, three-armed blade, crescent polearm, and the flatchet. All of these weapons are special weapons made by the rutterkin, thus they treat those weapons as martial weapons.

A rutterkin’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Spell-like Abilities: At will – darkness, greater teleport (self plus 50 pounds of objects only); 1/day – telekinesis (DC 15). Caster level 4th. The save DC’s are Charisma based.

Summon Tanar’ri (Sp): Once per day, a rutterkin can attempt to summon another rutterkin with a 40% chance of success. This is the equivalent of a 2nd-level spell.
	RUTTERKIN WEAPONS

	Exotic Weapons
	Cost
	Dmg (S)
	Dmg (M)
	Critical
	Range Increment
	Weight
	Type

	One-Handed Melee Weapons

	Flatchet
	-
	1d6
	2d4
	18–20/x2
	—
	8 lb.
	Slashing

	Two-Handed Melee Weapons

	Crescent Polearm*
	-
	1d10
	1d12
	x3
	—
	11 lb.
	Slashing

	Snap-Tong
	-
	1d10
	2d6
	x2
	—
	5 lb.
	Piercing

	Ranged Weapons

	Three-Armed Blade
	
	1d8
	1d10
	x2
	20 ft.
	2 lb.
	Slashing


Crescent Polearm: A crescent polearm has reach. You can strike opponents 10 feet away, but can’t strike adjacent foes. The polearm’s head is a double, crescent-shaped blade. Due to the increased weight of the blade, the crescent polearm often feels cumbersome and hard to use unless one has special training in it. Thus it is an exotic weapon. 
Flatchet: A flatchet is a broad-headed sword with a saw-toothed blade. It is too large to use effectively in one-hand without special training, thus it is an exotic weapon. A character can use a flatchet two-handed as a martial weapon. 

Snap-Tong: A wielder that hits an opponent (of the same size or one size smaller) with a snap-tong may attempt to start a grapple as a free action without provoking an attack of opportunity. If the wielder gets a hold, the snap-tong grabs the opponent and deals damage each round the hold is maintained.
Three-Armed Blade: This wedge-shaped throwing weapon can either be used as a light melee weapon or it can be thrown from a sling.
URIDEZU
Medium Outsider (Chaotic, Evil, Extraplanar, Tanar’ri)
Hit Dice: 7d8+28 (59 hp)

Initiative: +5
Speed: 30 ft. (6 squares)
Armor Class: 20 (+5 Dex, +5 natural), touch 15, flat-footed 15
Base Attack/Grapple: +6/+8
Attack: Claw +11 melee (1d4+1)

Full Attack: 2 claws +11 melee (1d4+1) and bite +6 melee (1d6 plus paralysis) and tail slap +6 melee (1d4)
Space/Reach: 5 ft./5 ft. 

Special Attacks: Paralysis, sneak attack +1d6, spell-like abilities, summon tanar’ri, whip tail
Special Qualities: Damage reduction 5/cold iron or good, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10 and cold 10 and fire 10, rat empathy, scent, spell resistance 14, telepathy 100 ft.
Saves: Fort +9, Ref +10, Will +7
Abilities: Str 13, Dex 21, Con 19, Int 13, Wis 14, Cha 16
Skills: Balance +7, Climb +11, Concentration +14, Hide +19, Jump +3, Listen +16, Move Silently +19, Search +11, Spot +12, Survival +12 (+14 when following tracks), Tumble +15
Feats: Combat Expertise, Improved Trip, Weapon Finesse
Environment: Infinite Layers of the Abyss 

Organization: Solitary, pack (2-5), or troupe (2-5 plus 6-12 dire rats)
Challenge Rating: 6
Treasure: Standard
Alignment: Always chaotic evil

Advancement: 8-14 HD (Medium); 6-21 HD (Large)
Before you stands what appears to be a cross between a rat and a small man.  Its head is that of a rat’s, while its body is mostly humanoid, save for its long tail.  Its body is completely hairless and covered in a dusky, almost pink leathery hide.  Its eyes glow with a feral gleam and white saliva drips from its long, rat mouth.
Uridezu are among the most common of demons encountered outside the Abyss. They are often to sent to the Material Plane by more powerful demons to act as spies and harbingers of chaos and mischief. They often set themselves up as lords of wererats or leaders of carnivorous packs of rats.  
Uridezu stand almost 5 and a half feet tall and weigh roughly 140 pounds.
COMBAT
Uridezu are consummate cowards. They love to set up ambushes and attack when conditions are in their favor. They especially hate fighting with even odds and often retreat until they have a better command of the situation.
A uridezu’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Paralysis (Su): Those hit by a uridezu’s bite attack must succeed at a Fort save (DC 17) or become paralyzed for 3d4 rounds. The save DC is Constitution based.

Rat Empathy (Su): Uridezu have an inborn control over rats and dire rats. Rats and dire rats will never knowingly attack a uridezu, even if commanded to. They can also command and rebuke rats and dire rats as a 7th-level cleric commands and rebukes undead (6 times per day, +3 to turning check, 2d6+10 turning damage). Also, a uridezu has a +4 racial bonus to Bluff, Diplomacy, Intimidate, and Sense Motive checks when dealing with rat-like creatures, such as wererats. This bonus is not reflected in the above statistics.
Sneak Attack (Ex): Anytime a uridezu’s target is denied its Dexterity bonus, or when it is flanked by the uridezu, it deals an additional +1d6 points of damage on a successful melee attack. The uridezu flanks as a 1st-level rogue.

Spell-like Abilities: At will – darkness, greater teleport (self plus 50 pounds of objects only); 3/day – summon swarm (rat swarm only); 1/day – unholy blight (DC 17). Caster level 9th.  The save DC’s are Charisma based.

Summon Tanar’ri (Sp): Once per day, a uridezu can attempt to summon 1d3 dretch or another uridezu with a 45% chance of success. This is the equivalent of a 3rd-level spell.

Whip Tail (Ex): If the uridezu successfully hits an opponent with its tail slap attack it can either attempt to trip the opponent (+7 check modifier) or disarm the opponent (+4 check modifier) without provoking attacks of opportunity or needing to make a touch attack (for the trip attempt). The check modifiers include a +2 racial bonus.
Skills: Uridezu have a +4 racial bonus on Hide, Move Silently, and Listen checks.
WASTRILITH
Huge Outsider (Chaotic, Evil, Extraplanar)
Hit Dice: 17d8+136 (212 hp)
Initiative: +10
Speed: 20 ft. (4 squares), swim 80 ft.

Armor Class: 29 (-2 size, +6 Dex, +15 natural), touch 14, flat-footed 23
Base Attack/Grapple: +17/+36
Attack: Bite +26 melee (2d8+11)
Full Attack: Bite +26 melee (2d8+11) and 2 claws +24 melee (2d4+5) and tail slap +25 melee (1d12+5 plus stun)
Space/Reach: 15 ft./10 ft. 

Special Attacks: Breath weapon, constrict 3d6+16, improved grab, spell-like abilities, summon water creatures
Special Qualities: Break domination, damage reduction 10/cold iron and good, darkvision 60 ft., electrical reflection, immunity to cold and poison and water, resistance to acid 10, spell resistance 27, telepathy 100 ft., vulnerability to fire, water mastery
Saves: Fort +18, Ref +16, Will +15
Abilities: Str 33, Dex 23, Con 27, Int 18, Wis 20, Cha 22
Skills: Bluff +26, Concentration +28, Hide +26, Intimidate +28, Knowledge (geography) +24, Knowledge (the planes) +24, Listen +25, Search +24, Sense Motive +26, Spot +25, Survival +25 (+27 to avoid hazards and when on other planes and when following tracks) , Swim +39*
Feats: Combat Reflexes, Dodge, Improved Initiative, Improved Sunder, Multiattack, Power Attack
Environment: Infinite Layers of the Abyss 

Organization: Solitary

Challenge Rating: 18
Treasure: Double standard

Alignment: Always chaotic evil

Advancement: 18-34 HD (Huge); 35-52 HD (Gargantuan)
This creature possesses a gray, eel-like body with a pair of muscular arms ending in clawed hands.  Its large maw is filled with rows of gleaming, wickedly sharp teeth.  Sharp barbs run down its slick back, from its head to the end of its tail.
The wastrilith are the Water Lords of the Abyss. They rule deepest depths of the malignant waters that foul the various abyssal layers with their scum and refuse. They are the lords of the deepest, underwater chasms, of fiendish reefs, and dilapidated submerged fortresses.

The wastrilith are loners. They carve out great swaths of territory and war unceasingly with anything that dares to enter. They set up petty underwater fiefdoms and wage wars that none know or care about.

Despite their arrogance and lust for power, dozens of powerful wastrilith serve the lord Demogorgon in the brine seas of Abysm, serving as commanders and lords for the dreadful lord.

Wastrilith measure about 25 feet in length and weigh almost 7,000 pounds.

COMBAT
Wastrilith are hateful opponents. They protect anything they deem as their territory with an almost dreadful rage. Most likely, they summon up reinforcements before wading into battle.  If their opponents remain outside of water, they will either flee out of their range and wait or blast away with their spell-like abilities.

A wastrilith’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Break Domination (Su):  If the wastrilith is subjected to any charm or domination, the wastrilith can immediately make an opposed Wisdom check against the caster.  If it succeeds, it breaks free of the effect.  If it beats the caster by more than 5, then the spell is redirected at the caster, who must make a saving throw against the spell’s original DC or be affected by the spell.  

For example, a wizard attempts to cast dominate monster on a wastrilith.  The wastrilith and the wizard make opposed Wisdom checks.  The wastrilith beats the wizard by more than 5 and the wizard must make a saving throw against the spell’s original DC.  He fails and is affected as though he had a dominate monster cast on him by the wastrilith.

Breath Weapon (Su): Once every 1d6 rounds, the wastrilith can unleash a 60 ft. cone of boiling water, dealing 8d10 points of damage. Those affected can attempt a Reflex save (DC 26) for half damage. Half the damage is fire damage and the other half is the result of the abyssal power of the wastrilith and is thus not protected by effects that grant fire resistance. The save DC is Constitution based.
Constrict (Ex): A wastrilith deals 3d6+16 points of damage with each successful grapple check.
Electrical Reflection (Su): If the wastrilith is subject to any spell that deals electricity damage, it could potentially reflect it back upon the caster. Any time the wastrilith is subject ranged touch, touch, line, or spell that deals electricity damage, the caster must make a caster level check (DC 23) or the spell reflects back on him and the wastrilith remains unaffected. The DC is Wisdom based.
Improved Grab (Ex): To use this ability, the wastrilith must hit a foe at least one size category smaller than it with a pincer attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it wins the grapple check, it establishes a hold and it can constrict.
Spell-like Abilities: At will – control water, deeper darkness, fear (DC 20) greater dispel magic, greater teleport (self plus 50 pounds of objects only), telekinesis (DC 21), unholy blight (DC 20), wall of ice; 3/day – mass suggestion (DC 22); 1/day – blasphemy (DC 23). Caster level 17th. The save DC’s are Charisma based.

Stun (Su): Anyone struck by a wastrilith’s tail slap must succeed at a Fort save (DC 26) or become stunned for one round. The save DC is Constitution based.
Summon Water Creatures (Sp): Three times per day, a wastilith can automatically summon either 1d6 large fiendish sharks, 1d4 fiendish giant octopuses, or 1 elder water elemental. The summoned creatures remain for 1 hour and then they return from whence they came. This is the equivalent of a 9th level spell.
Water Mastery (Ex): A wastrilith gains a +1 bonus to attack and damage rolls if its opponent is touching the water.
Skills: Wastriliths have a +8 racial bonus on any Swim check to perform some special action or avoid a hazard and can always choose to take 10 on Swim checks, even if rushed or threatened.

YOCHLOL

	
	Drow Form
	Spider Form

	 
	Medium Outsider (Chaotic, Evil, Extraplanar, Shapechanger, Tanar’ri)
	Large Outsider (Chaotic, Evil, Extraplanar, Shapechanger, Tanar’ri)

	Hit Dice:
	6d8+18 (45 hp)
	6d8+18 (45 hp)

	Initiative:
	+3
	+3

	Speed:
	30 ft. (6 squares)
	30 ft. (6 squares), climb 20 ft.

	Armor Class:
	18 (+3 Dex, +5 +1 mithral chain shirt), touch 13, flat-footed 15
	19 (-1 size, +3 Dex, +7 natural), touch 12, flat-footed 16

	Base Attack/Grapple:
	+6/+10
	+6/+14

	Attack:
	Masterwork short sword +11 melee (1d6+4) or light crossbow +9 ranged (1d8)
	Bite +9 melee (1d8+4 plus poison)

	Full Attack:
	Masterwork short sword +11/+6 melee (1d6+4) or light crossbow +9 ranged (1d8)
	Bite +9 melee (1d8+4 plus poison)

	Space/Reach:
	5 ft./5 ft.
	10 ft./5 ft.

	Special Attacks:
	Change form, psi-like abilities, spell-like abilities
	Change form, poison, psi-like abilities, spell-like abilities

	Special Qualities:
	Damage reduction 5/cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 14, telepathy 100 ft.
	Damage reduction 5/cold iron, [i]freedom of movement[/i], darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 14, telepathy 100 ft.

	Saves:
	Fort +8, Ref +8, Will +7
	Fort +8, Ref +8, Will +7

	Abilities:
	Str 19, Dex 16, Con 16, Int 15, Wis 14, Cha 18
	Str 19, Dex 16, Con 16, Int 15, Wis 14, Cha 18

	Skills:
	Bluff +13, Concentration +12, Diplomacy +15, Intimidate +15, Knowledge (religion) +11, Knowledge (the planes) +11, Listen +11, Spellcraft +11, Spot +11
	Bluff +13, Concentration +12, Diplomacy +15, Intimidate +15, Knowledge (religion) +11, Knowledge (the planes) +11, Listen +11, Spellcraft +11, Spot +11

	Feats:
	Combat Reflexes, Combat Expertise, Dodge
	Combat Reflexes, Combat Expertise, Dodge

	 
	Ooze Form
	Gaseous Form

	 
	Large Outsider (Chaotic, Evil, Extraplanar, Shapechanger, Tanar’ri)
	Large Outsider (Chaotic, Evil, Extraplanar, Incorporeal, Shapechanger, Tanar’ri)

	Hit Dice:
	6d8+18 (45 hp)
	6d8+18 (45 hp)

	Initiative:
	+2
	+3

	Speed:
	30 ft. (6 squares)
	Fly 20 ft. (perfect) (4 squares)

	Armor Class:
	14 (-1 size, +2 Dex, +3 natural), touch 11, flat-footed 12
	16 (-1 size, +3 Dex, +4 deflection), touch 16, flat-footed 13

	Base Attack/Grapple:
	+6/+14
	+6/-

	Attack:
	Tentacle slap +9 melee (1d4+4)
	-

	Full Attack:
	8 tentacle slaps +9 melee (1d4+4)
	-

	Space/Reach:
	10 ft./10 ft.
	10 ft./0 ft.

	Special Attacks:
	Change form, psi-like abilities, spell-like abilities
	Change form, psi-like abilities, stinking cloud

	Special Qualities:
	Amorphous, damage reduction 5/cold iron, darkvision 60 ft., immunity to electricity and poison, resistance to acid 10, cold 10, and fire 10, spell resistance 14, telepathy 100 ft.
	Damage reduction 10/magic, darkvision 60 ft., immunity to electricity and poison, incorporeal traits, resistance to acid 10, cold 10, and fire 10, spell resistance 14, telepathy 100 ft.

	Saves:
	Fort +8, Ref +7, Will +7
	Fort +8, Ref +8, Will +7

	Abilities:
	Str 19, Dex 16, Con 14, Int 15, Wis 14, Cha 18
	Str -, Dex 16, Con 16, Int 15, Wis 14, Cha 18

	Skills:
	Bluff +13, Concentration +12, Diplomacy +15, Intimidate +15, Knowledge (religion) +11, Knowledge (the planes) +11, Listen +11, Spellcraft +11, Spot +11
	Bluff +13, Concentration +12, Diplomacy +15, Intimidate +15, Knowledge (religion) +11, Knowledge (the planes) +11, Listen +11, Spellcraft +11, Spot +11

	Feats:
	Combat Reflexes, Combat Expertise, Dodge
	Combat Reflexes, Combat Expertise, Dodge

	Environment
	Infinite Layers of the Abyss

	Organization:
	Solitary or brood (2–6)

	Challenge Rating:
	6

	Treasure:
	Standard plus +1 mithral chain shirt

	Alignment:
	Always chaotic evil

	Advancement:
	7-12 HD (base size)


As you watch, this strange creature constantly shifts from form to form.  One moment, a deceptively beautiful female drow is standing before you, the next an amorphous pile of slime with a large red eye in its center.  Soon after, it takes the form of a large spider and then shifts to a roiling cloud of greenish vapors.
The yochlol, also known as the Handmaidens of Lolth, are the direct servants of the demonic goddess Lolth. The yochlols care only about serving their goddess and ignore the ‘petty’ squabbles of the Blood War and other demons. Strangely, the yochlol are unswervingly loyal to their spider goddess, which is a fairly remarkable trait for creatures of pure chaos and evil. 
The ‘base’ form of a yochlol is its ooze form, however different yochlol spend time in whatever form suits their mood or whichever is best for its current assignment.  

In its ooze form, a yochlol is a larger than man-sized pile of slime, about 8 feet high. Its spider form stands roughly 10 feet tall and its dark elf form is around 5 feet tall.

COMBAT
Yochlol are cunning and intelligent, often preferring more subtle means to deal with opponents.  They make excellent use of their spell-like abilities and often spend most of their time mind blanked.
A yochlol’s natural weapons, as well as any weapons it wields, are treated as chaotic-aligned and evil-aligned for the purpose of overcoming damage reduction.
Amorphous (Ex): In its ooze form, the yochlol is not subject to critical hits and it cannot be flanked.
Change Form (Su): As a free-action, once per round, a yochlol can change between one of its four forms. When in its gaseous form, the yochlol is treated as if it were under the effects of a gaseous form spell except as noted. The gaseous yochlol fills a 10 foot square and it gains a fly speed of 20 feet with perfect maneuverability. In this form, the yochlol cannot use its spell-like abilities.

Freedom of Movement (Su): In spider form, the yochlol is constantly under the effect of a freedom of movement spell. Caster level 8th. The yochlol can resume or end it as a free action on its turn.

Poison (Ex): In spider form, the yochlol’s bite delivers a potent venom. Victims must make a Fort save (DC 16) or take 1d6 points of Constitution damage. The secondary damage is 2d6 Constitution. The save DC is Constitution based.

Psi-Like Abilities: At will – personal mind blank, psionic dominate (DC 18). Manifester level 8th. The save DC is Charisma based.
Spell-Like Abilities: At will – charm person (DC 15), darkness, greater teleport (self plus 50 pounds of objects only), spider climb, stone shape. Caster level 6th. The save DC is Charisma based.

Stinking Cloud (Ex):  In its gaseous form, anyone entering the yochlol’s cloud must make a Fort save (DC 16) or become nauseated. This effect lasts as long as the creature remains in the cloud and for 1d4+1 rounds afterwards. The save DC is Constitution based.
Skills: In its spider form, the yochlol has a +8 racial bonus on Climb checks and it can always choose to take 10 on Climb checks, even if rushed or threatened.
