	Yugoloths by Challenge Rating

	CR 3
	Skereloth*
	Cowardly yugoloth with cringe ability
	CR 12
	Yagnoloth
	Petty, but powerful yugoloth lords

	CR 6
	Canoloth
	Bulldog-like skirmisher yugoloth
	CR 14
	Nycaloth
	Aerial cavalry and reconnaissance yugoloth 

	
	
	
	CR 15
	Putraloth
	

	CR 7
	Dergholoth
	5-armed and incredibly stupid yugoloth brawler
	CR 16
	Cacoloth
	Guardian yugoloth with powerful emanation ability 

	CR 8
	Mezzoloth
	Insectile yugoloth shock trooper
	CR 17
	Shadoloth
	4-armed yugoloth assassin

	CR 9
	Gacholoth
	Yugoloth infiltrator with acid attack
	CR 18
	Arcanaloth
	Yugoloth with powerful wizardly abilities 

	CR 10
	Marraenoloth
	Yugoloths who serve as fiendish ferrymen on the River Styx
	CR 18
	Psionoloth
	Mutated arcanaloth with powerful psionic powers

	CR 10
	Piscoloth
	Yugoloth sergeant with powerful pincers 
	CR 20
	Ultroloth
	The generals and the leaders of yugoloth society

	CR 11
	Hydroloth
	Styx-dwelling Yugoloth raider
	CR 25
	Baernoloth
	Mythical creators of the fiendish races with immense powers over flesh


* Found in Fiend Folio
YUGOLOTH QUALITIES

· Immunity to acid and poison

· Resistance to cold 10, electricity 10, and fire 10

· Summon Yugoloths (Su): Yugoloths share the ability to summon others of their kind (the success chance and type of yugoloth summoned are noted in each monster description).

· Telepathy

Except where otherwise noted, yugoloths speak Abyssal, Celestial, Infernal, and their own secret tongue.
ARCANALOTH

Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 15d8+75 (142 hp)

Initiative: +11

Speed: 30 ft. (6 squares), fly 60 ft. (good)

Armor Class: 31 (+7 Dex, +14 natural), touch 17, flat-footed 24

Base Attack/Grapple: +15/+17

Attack: Claw +22 melee (1d6+2 plus poison)

Full Attack: 2 claws +22 melee (1d6+2 plus poison)

Space/Reach: 5 ft./5 ft.

Special Attacks: Poison, spells, spell-like abilities, summon yugoloths 

Special Qualities: Damage reduction 10/good and silver, darkvision 60 ft., fast healing 2, immunity to acid and poison, item mastery, partial immunity to spells, resistance to cold 10 and electricity 10 and fire 10, spell resistance 29, telepathy 100 ft., true seeing

Saves: Fort +16, Ref +16, Will +15

Abilities: Str 15, Dex 25, Con 21, Int 26, Wis 22, Cha 22

Skills: Appraise +26, Bluff +24, Concentration +23, Decipher Script +26, Diplomacy +28, Forgery +26, Hide +16, Listen +24, Knowledge (arcana) +26, Knowledge (history) +26, Knowledge (the planes) +26, Knowledge (religion) +26, Move Silently +16, Sense Motive +24, Search +26, Spellcraft +28, Spot +24

Feats: Empower Spell, Great Fortitude, Improved Initiative, Maximize Spell, Quicken Spell, Weapon Finesse

Environment: Bleak Eternity of Gehenna

Organization: Solitary, pair, or group (1 arcanaloth, 1-3 shadoloths, 1-6 piscoloths)

Challenge Rating: 18

Treasure: Double standard coins; standard items

Alignment: Always neutral evil

Advancement: 16-30 HD (Medium); 31-45 HD (Large)

This jackal-headed creature is garbed in long, flowing robes and that stretch down to its feet. It eerily floats an inch or two off of the ground, while its inhuman eyes glitter coldly with an unnatural intelligence.
Arcanaloths are the arcane masters of yugoloth society, possessing powers rivaling that of any mortal wizard and sometimes even that of the Demon Princes and Arch Devils.  Whereas ultroloths lead the yugoloths in battle and strategize, the arcanaloths relentlessly pursue any hidden knowledge of arcane lore for the benefits of the yugoloths and… well, themselves, of course.

Arcanaloths stand just above six feet in height and weigh a mere 165 pounds.

COMBAT
The typical arcanaloth will know you’re coming before you even think about, thus they always plan accordingly. Arcanaloths harass their foes with their spells and spell-like abilities and retreat before anyone has a chance to retaliate. If things look grim, the arcanaloth will attempt to summon aid and flee at the first opportunity.

An arcanaloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Flight (Su): An arcanaloth can magically fly at a speed of 60 feet with good maneuverability. This is in all other respects similar to a fly spell cast by an 18th-level caster. If dispelled, the arcanaloth can resume this effect as free action on its next turn.

Item Mastery (Ex): Arcanaloths are masters of magical items and can use any spell completion item as if it had that spell on his spell list.

Partial Immunity to Spells: Arcanaloths are completely immune to mind-affecting spells and effects.

Poison (Ex): An arcanaloth’s claws secrete a dangerous, weakening poison.  Anyone struck by its claw attack must make a Fort save (DC 22) or take 1d6 points of Intelligence damage. The initial and secondary damage is the same. The save DC is Constitution based.

Spell-Like Abilities: At will – darkness, desecrate, detect good, fear (DC 20), greater teleport (self plus 50 pounds of objects only), magic missile, major image (DC 19), polymorph (self only), telekinesis (DC 21), unholy blight (DC 20); 1/day - shapechange. Caster level 18th. The save DC’s are Charisma based.

Spells: An arcanaloth can cast spells as a 15th level wizard 

Typical wizard spells memorized (spells per day 4/7/6/6/6/5/4/3/2; save DC 18 + spell level): 0 – acid splash, detect magic, ray of frost, read magic; 1st – expeditious retreat, mage armor, protection from good, ray of enfeeblement(2), shield(2); 2nd – bear’s endurance, melf’s acid arrow, protection from arrows, scorching ray, touch of idiocy, web; 3rd – dispel magic, fireball, magic circle against good, protection from energy, slow, stinking cloud; 4th – confusion,  dimensional anchor, ice storm, magic missile (maximized), phantasmal killer, wall of fire; 5th – baleful polymorph, cloudkill, cone of cold, lightning bolt (empowered), wall of force; 6th – chain lightning, disintegrate, greater dispel magic, mislead; 7th – fireball (quickened), prismatic spray, spell turning; 8th – horrid wilting, polar ray.
A typical arcanaloth could have access to any spell in the PHB.

Summon Yugoloths (Sp): Once per day an arcanaloth can attempt to summon 1-2 nycaloths or 1 shadoloth with a 70% chance of success. This ability is the equivalent of an 8th level spell.

True Seeing (Su): Arcanaloths have a continuous true seeing ability, as the spell (caster level 18th).  

BAERNALOTH

Large Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 24d8+216 (324 hp)
Initiative: +11
Speed: 40 ft. (8 squares)
Armor Class: 44 (-1 size, +11 Dex, +14 natural, +10 profane), touch 30, flat-footed 33
Base Attack/Grapple: +24/+30
Attack: Touch +34 melee (5d8+10)
Full Attack: 2 touches +34 melee (5d8+10)
Space/Reach: 10 ft./10 ft.

Special Attacks: Expunge alignment, horrid touch, mastery of the flesh, spell-like abilities

Special Qualities: Damage reduction 20/epic and good and silver, darkvision 60 ft., fast healing 10, immunities, immunity to acid and poison, malignant presence, resistance to cold 10 and electricity 10 and fire 10, spell resistance 36, telepathy 100 ft., true seeing

Saves: Fort +33, Ref +35, Will +34
Abilities: Str 15, Dex 32, Con 29, Int 32, Wis 30, Cha 30
Skills: Appraise +38, Bluff +37, Concentration +36, Decipher Script +38, Diplomacy +45, Disguise +37 (+41 to act in character), Gather Information +37, Intimidate +41, Knowledge (arcane) +38, Knowledge (history) +38, Knowledge (religion) +38, Knowledge (the planes) +38, Listen +41, Search +38, Sense Motive +37, Spellcraft +42 (+46 to decipher spells on scrolls), Spot +41, Tumble +38, Use Magic Device +37 (+45 to checks involving scrolls)
Feats: Ability Focus (expunge extremes), Ability Focus (mastery of the flesh), Boost Spell-Like Ability, Combat Reflexes, Dodge, Empower Spell-Like Ability (chain lightning), Heighten Spell-Like Ability (confusion), Quicken Spell-Like Ability (confusion), Weapon Finesse
Environment: Bleak Eternity of Gehenna or Gray Waste of Hades

Organization: Solitary

Challenge Rating: 25
Treasure: Triple coins; double goods; double items
Alignment: Always neutral evil

Advancement: 25-48 HD (Large); 49-72 HD (Huge); or by character class
Like some horror out of myth, this semi-humanoid creature rises up to its full height. Atop a thin neck sits a head seemingly patched together from various animals; a skeletal horse’s head covered with thin, putrescent flesh and topped by a pair of massive, curved horns. Its arms and legs are long and lanky and its frame is unnervingly emaciated. Despite its frail appearance, unholy power rolls off the creature in staggering waves. An alien brilliance beams from within its sunken eyes.
The baernaloth are some of the most enigmatic beings in the multiverse. They wander the planes in solitude, pursuing whatever ghastly goals their fiendishly brilliant minds can concoct, occasionally enacting these schemes, but most often discarding them for something else even more terrible. 

According to rumors passed across dimly lit tabletops and through the mouths of the barmy, the stupid, and the wicked, the baern created the fiends. Such rumors are quickly dismissed or even outright laughed at. However, whatever truths may be behind such rumors, the baern are powerful, supposedly as powerful as the Dukes of Hell, the Dark Eight, and some Demonic Lords. Even the yugoloths give them a wide berth, though whether this is due to their raw power or to some unknown status afforded them, none knows. 
Some even question whether the baern are yugoloths or something else entirely. Though one thing is universally certain, to cross a baern is one quick way to get yourself in the ‘Deader than Dead Book.’
A baernaloth stands about 8 feet tall and weighs 500 pounds.
COMBAT
The baern are canny, unfathomable creatures. Their plots, counterplots, schemes, and agendas span the ages of the multiverse. The plans of a particular baern may not come to fruition for thousands of years are as early as next week. 

The baern are equally capable combatants, though they often prefer to toy with creatures before transforming them into some debased and humiliating form with their deform ability. Others have been encountered with entourages of creatures transformed by their mutate ability and then subsequently controlled via the baern’s dominate monster spell.
Some baern that have been encountered possess powerful spellcasting or psionic abilities, while others may have even further powers over flesh. Very few baern are truly alike and ‘average’ members of their race are almost entirely unheard of. Many possess vastly unique capabilities that replace or even expand upon the ‘average’ abilities. 
A baernaloth’s natural weapons, as well as any weapons it wields, are treated as epic and evil-aligned for the purpose of overcoming damage reduction.
Expunge Alignment (Su): Rumors persist that the baern created the yugoloths, the tanar’ri, and the baatezu. Whether this rumor is true or not, it is undeniable that the baern possess a remarkable control over the ethical and moral outlooks of creatures. As a full-round action (provoking an attack of opportunity), the baern can attempt to expunge the moral or ethical outlook of a creature within 60 ft. The baernaloth must be able to see the creature for this ability to work. The resultant effects depend upon the alignment of the creature. Creatures are allowed a Will save (DC 34) to halve the damage and negate the alignment change and the secondary effect. The save DC is Charisma-based and includes a +2 bonus from the baernaloth’s Ability Focus feat.
Chaotic: A chaotic creature takes 6d6 points of damage as the chaos is violently purged from its body. If the creature fails its save, its ethical alignment becomes neutral and it is stunned for 2d4 rounds. Creatures with the chaotic subtype automatically take 6d8 points of damage (no save) and must make a Will save or be utterly destroyed, the body torn apart into the very primal energies of the multiverse.
Lawful: A lawful creature takes 6d6 points of damage as the forces of law are ripped from its body. If the creature fails its save, its ethical alignment becomes neutral and it is nauseated for 2d4 rounds. Creatures with the lawful subtype automatically take 6d8 points of damage (no save) and must make a Will save or be utterly destroyed, the body turned into stone.
Good: A good creature takes 6d6 points of damage as the forces of good are expunged from its body. If the creature fails its save, its moral alignment moves one step closer to evil (becoming neutral) and it is exhausted for 2d4 rounds. Creatures with the good subtype automatically take 6d8 points of damage (no save) and must make a Will save or be utterly destroyed, the body blasted into ash.

Neutral: A creature with a neutral moral alignment (ie lawful neutral) takes 6d6 points of damage as unholy power suddenly overwhelms its mind and body. If the creature fails its save, its moral alignment becomes evil and it is exhausted for 2d4 rounds.
Creatures can be affected by more than one of the effects. For example, a chaotic good creature would need to save twice, once for being chaotic and once for being good. The only way to reverse the effect is with a wish or a miracle. 
Horrid Touch (Su): The mere touch of a baernaloth can inflict grievous wounds. A baernaloth that succeeds on a touch attack against a target deals 5d8 points of damage, plus a number of points equal to its Charisma bonus (normally +10). Creatures touched are allowed a Will save (DC 32) to halve the damage. The save DC is Charisma-based.

Immunities (Ex): In addition to their normal yugoloth immunities, the baern are also immune to polymorph effects (though they can still polymorph themselves), fear effects, ability damage, and ability drain.

Malignant Presence (Su): A baernaloth’s personal presence manifests itself as an unseen protective force. The baernaloth adds its Charisma bonus as a profane bonus to all of its saves and to its Armor Class.
Mastery of the Flesh (Su): The baernaloth possess a remarkable power to shape flesh with a mere touch. The baernaloth can forgo dealing damage with its horrid touch attack and with a successful touch attack, it can inflict the touched creature with one of the three following effects (the baernaloth’s choice). The baernaloth can perform only one touch per round when it uses its Mastery of the Flesh ability. The save DC’s are Charisma based and include a +2 bonus from the baernaloth’s Ability Focus feat.
Corrupt Flesh: As a standard action, the baernaloth can warp and twist the flesh of creatures with its malignant touch. This causes 1d8 points of Constitution and Wisdom drain as viscous, pus-oozing sores break out on the creature’s body. The creature also begins to exude a horrible, nauseating stench. Anyone within 20 ft. of that creature must make a Fort save (DC 34) or be nauseated for 10 rounds. Whether or not the save is successful, a creature cannot be affected more than once in 24 hours by the stench effect from the same creature. A successful Fort save DC 34 halves the Con and Wis drain and negates the stench effect. Outsiders with the evil subtype are immune to this ability. Creatures with immunity to poison are immune to the debilitating effects of the stench. The affected creature stops exuding the stench only when all of the ability drain is healed.
A creature reduced to 0 Con in this manner is reduced to a puddle of black, viscous corruption. Only a limited wish, wish, or miracle can save the creature at this point.

Deform: As a standard action, the baernaloth’s touch can deform flesh, shaping it into hideous forms. A creature touched takes 1d6 points of Strength, Dexterity, and Constitution damage as its muscles and flesh begin to liquefy. A successful Fort save (DC 34) halves the ability damage.
A creature reduced to 0 Str, Dex, or Con in this manner is killed and its form is changed into whatever suitable shape the wicked baernaloth has in mind. Favorite shapes include simple balls of flesh or a horrible mockery of the creature’s previous form. Some have been known to fashion thrones or statues from the bodies of creatures they have deformed.
 Mutate: As the most destructive and dangerous of the baernoloth’s abilities, the baernaloth must take a full-round action (provoking an attack of opportunity) and succeed on a touch attack against a target. A creature touched must succeed on a Will save (DC 34) or mutate into a hideously warped version of a common creature.
This is similar to a baleful polymorph spell (caster level 24th) with the following changes. The effect is instantaneous. An affected creature can be mutated into any animal, plant, or vermin with 10 Hit Dice or less. If the current environment would prove hazardous to the newly changed creature, it does not get the normal +4 bonus on its save. 
A creature that fails its save immediately gains the new form’s Intelligence, Wisdom, and Charisma scores, its alignment (now evil, due to the fiendish template), and it gains all of the new form’s abilities (both extraordinary and supernatural). The creature loses any memories of its former life along with any abilities granted by its former class and race. Its base attack bonus, base saves, hit points, and skills are reset to its new form (see the Monster Manual for these statistics). In essence, it truly becomes the new creature. 
At this point, only a wish or a miracle can return the creature to normal.

Spell-Like Abilities: At will – blasphemy (DC 27), chain lightning (DC 26), confusion (DC 24), contagion (DC 24), deeper darkness, desecrate, detect chaos, detect good, detect law, dispel chaos (DC 25), dispel good (DC 25), dispel law (DC 25), dominate monster (DC 29), fly, greater dispel magic, greater teleport (self plus 50 pounds of objects only), persistent image, polymorph (self only), symbol of pain (DC 25), unhallow, utterdark*; 3/day – energy drain, shapechange, symbol of death (DC 28), symbol of insanity (DC 28); 1/day – crown of vermin (DC 30), power word kill. Caster level 24th. The save DC’s are Charisma based.
True Seeing (Su): Baernaloths have a continuous true seeing ability, as the spell (caster level 24th).  

Skills: A baernaloth has a +4 racial bonus on Spot and Listen checks.

* See Book of Vile Darkness or Lords of Madness.

CACOLOTH
Large Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 16d8+112 (184 hp)

Initiative: +11
Speed: 50 ft. (10 squares)

Armor Class: 29 (-1 size, +7 Dex, +13 natural), touch 16, flat-footed 22
Base Attack/Grapple: +16/+27

Attack: Claw +22 melee (1d10+7)

Full Attack: 2 claws +22 melee (1d10+7) and bite +20 melee (1d8+3)

Space/Reach: 10 ft./10 ft.

Special Attacks: Emanations, spell-like abilities, summon yugoloths
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, see invisibility, spell resistance 27, telepathy 100 ft.

Saves: Fort +17, Ref +17, Will +14

Abilities: Str 25, Dex 25, Con 25, Int 16, Wis 18, Cha 20

Skills: Bluff +24, Climb +26, Concentration +26, Intimidate +26, Jump +32, Knowledge (the planes) +22, Listen +23, Search +22, Sense Motive +23, Spot +23, Tumble +27

Feats: Dodge, Empower Spell-Like Ability (cone of cold), Improved Bull Rush, Improved Initiative, Multiattack, Power Attack

Environment: Bleak Eternity of Gehenna

Organization: Solitary, pair, or group (4-8)

Challenge Rating: 16

Treasure: Standard coins

Alignment: Always neutral evil

Advancement: 17-31 HD (Large); 32-48 HD (Huge)

Standing near thirteen feet tall, this vaguely humanoid creature glares at you with a pair of burning yellow eyes.  Its slate gray body is completely hairless and corded with muscles.  Its two long, lanky arms end in three wicked looking talons.  Despite its hulking appearance, a fierce intelligence burns behind those yellow eyes.
The cacoloths are the guards in the yugoloth caste system. Specifically, they are the personal guards of the Altroloths and the Oinoloth, however they do occasionally serve high ranking ultroloths and arcanaloths.  

Cacoloths are unquestionably loyal in their guard duties – an oddly lawful trait – however, when serving ultroloths and arcanaloths, they do very little to hide the contempt they have for their charges. Obviously, cacoloths think that ‘mere’ ultroloths and arcanaloths are unworthy of their protection or that their abilities would be better served elsewhere. Unfortunately, the cacoloths haven’t been very forthcoming on this issue as of yet.

Cacoloths stand near 13 feet tall and weigh about 1,000 pounds.

COMBAT
A cacoloth’s most potent abilities are its emanations and it knows this. Their emanations allow them to quickly change tactics on the battlefield and easily affect a large number of opponents.  Despite this, cacoloths love to wade into battle and tear into enemies with their talons. Often, if they know that they will soon be going into battle, they prepare by casting greater magic fang on their bite and claws.

A cacoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Emanations (Su): As a swift action, a cacoloth can emanate one of five different effects from its body. The cacoloth can only have one emanation active at the same time. The emanations are:

Cold:  The cacoloth exudes an aura of bone chilling cold. Anyone within 30 ft. of the cacoloth takes 2d6 points of cold damage and must make a Fort save (DC 25) or become slowed, as per the spell (caster level 15th), for 1d6+1 rounds. While this emanation is active, the cacoloth is immune to cold. The save DC is Constitution-based.

Desiccation: The cacoloth can emit a palpable aura of unlife that sucks the very juices from the bodies of the living. Anyone within 10 ft. of the cacoloth must make a Fort save (DC 25) or take 1d4 points of Constitution damage. Anyone who successfully saves cannot be affected by that particular cacoloth’s dessication aura for 24 hours. The save DC is Constitution-based.

Fire: The cacoloth exudes intense heat within a short range. Anyone within 20 ft. of the cacoloth takes 3d6 points of fire damage. While this emanation is active, the cacoloth is immune to fire.

Poison: The cacoloth surrounds itself in an aura of poison and sickness. Anyone within 30 ft. of the cacoloth must make a Fort save (DC 25) or become nauseated for 2d6 rounds.  Those immune to poison are immune to the effects of this emanation. The save DC is Constitution-based.

Spell Turning: The cacoloth sheathes itself in a glimmering field of magical energy. This functions as per the spell, although once this emanation blocks the indicated number of spell levels, it becomes unusable by the cacoloth for 24 hours. The caster level is 16th.
Spell-Like Abilities: At will – desecrate, detect good, greater dispel magic, greater magic fang, greater teleport (self plus 50 pounds of objects only), polymorph (self only), wall of force; 3/day – call lightning storm (DC 20), cone of cold (DC 20); 1/day – blasphemy (DC 22), circle of death (DC 21), power word stun. Caster level 16th. The save DC’s are Charisma based.

Summon Yugoloths (Sp): Once per day a cacoloth can attempt to summon 1d6 dergholoths, 1d4 mezzoloths, or another cacoloth with a 60% chance of success. This is the equivalent of a 7th-level spell.

See Invisibility (Su): Cacoloths have a continuous see invisibility ability, as the spell (caster level 16th).  

CANOLOTH
Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 6d8+24 (51 hp)

Initiative: +5

Speed: 50 ft. (10 squares)

Armor Class: 20 (+1 Dex, +9 natural), touch 11, flat-footed 19

Base Attack/Grapple: +6/+11

Attack: Tongue +12 melee (2d4+5 plus 1d6 acid and paralysis)

Full Attack: Tongue +12 melee (2d4+5 plus 1d6 acid and paralysis) and 2 claws +9 melee (1d6+2)

Space/Reach: 5 ft./5 ft. (20 ft. with tongue)

Special Attacks: Acidic tongue, improved grab, paralysis, spell-like abilities, summon yugoloths
Special Qualities: Blindsight 60 ft., damage reduction 10/silver or good, darkvision 60 ft., immunities, immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, scent 60 ft., spell resistance 17, telepathy 100 ft.

Saves: Fort +9, Ref +6, Will +8

Abilities: Str 21, Dex 13, Con 19, Int 6, Wis 16, Cha 14

Skills: Climb +14, Hide +10, Jump +22, Listen +22, Move Silently +10, Survival +12

Feats: Improved Initiative, Multiattack, Weapon Focus (tongue)
Environment: Bleak Eternity of Gehenna

Organization: Solitary, or pack (2-8)

Challenge Rating: 6

Treasure: None

Alignment: Always neutral evil

Advancement: 7-12 HD (Medium); 13-18 HD (Large)

Resembling an armored bulldog in appearance, this strange creature stands roughly chest high on a human. A long, barbed tongue, dripping with a foul substance, hangs from a mouth composed of both a vertical and horizontal set of jaws. Strangely, the creature possesses no eyes or visual organs that you can see.
The canoloths are the scouts and skirmishers of the yugoloths armies, yet sometimes they are used as guardians or bodyguards for more powerful yugoloths.  

Canoloths stand around 4 feet tall at their back and weigh around 350 pounds.

COMBAT
Canoloths are simple but effective combatants; they locate their opponents with their scent and blindsight and attempt to paralyze it with their tongue. Occasionally, a canoloth will have a brief (read: very brief) moment of tactical intelligence and use its darkness to blind and hinder its foes.  However, it will most of the time stick to its tried and true ‘tongue and chew’ tactic.

A canoloth’s natural weapons, as well as any weapons it wields (seriously…), are treated as evil-aligned for the purpose of overcoming damage reduction.

Acidic Tongue (Ex): A canoloth’s tongue is constantly coated with a dangerous, flesh dissolving acid. Those struck by its tongue attack take 1d6 points of extra acid damage.

 Blindsight (Ex): A canoloth can use hearing to ascertain all foes within 60 feet as a sighted creature normally would.

Immunities: Canoloths are immune to gaze attacks, visual effects, illusions, and other attack forms that rely on sight.

Improved Grab (Ex): To use this ability, a canoloth must hit with its tongue attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity. If it gets a hold it can attempt to pull the creature to its mouth in the same round by making a strength check. A creature that gets pulled into its mouth takes 1d8+2 points of damage every round that the canoloth maintains the hold, in addition to normal tongue damage.

Paralysis (Ex): Those struck by a canoloth’s tongue attack must succeed at a Fortitude save (DC 17) or be paralyzed for 2d4 rounds. The save DC is Constitution based.

Spell-Like Abilities: At will – detect good, darkness, fear (DC 16). Caster level 6th. The save DC’s are Charisma based.

Summon Yugoloths (Sp): Once per day, a canoloth can attempt to summon 1d3 skereloths or another canoloth with a 50% chance of success. This is the equivalent of a 3rd level spell.

Skills: A canoloth has a +10 racial bonus on Listen checks.

DERGHOLOTH
Large Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 8d8+32 (68 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 18 (-1 size, +3 Dex, +6 natural), touch 12, flat-footed 15
Base Attack/Grapple: +8/+17

Attack: Claw +13 melee (1d4+5)

Full Attack: 5 claws +13 melee (1d4+5) and mandibles +10 melee (1d8+2 plus poison)

Space/Reach: 10 ft./10 ft.

Special Attacks: Improved grab, spell-like abilities, summon yugoloths, tear

Special Qualities: All-around vision, damage reduction 5/silver or good, darkvision 60 ft., immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 17, stability, telepathy 100 ft.

Saves: Fort +10, Ref +9, Will +7

Abilities: Str 21, Dex 17, Con 19, Int 4, Wis 12, Cha 14

Skills: Balance +14, Climb +16, Listen +12, Spot +16, Swim +16

Feats: Dodge, Multiattack, Weapon Focus (claw)
Environment: Bleak Eternity of Gehenna

Organization: Solitary or team (2-4)

Challenge Rating: 7

Treasure: Standard coins, plus 1d3 gems (100 gp in value) in gizzard

Alignment: Always neutral evil

Advancement: 9-16 HD (Large); 17-24 HD (Huge)

This 8-foot tall, insectile creature possesses a round, chitin covered body with five arms protruding from its body along with three stumpy legs. Sticking out from its wedge shaped head are a pair of sharp looking mandibles that drip with a green, viscous substance.
The dergholoths are one of the strongest types of yugoloths, however they are also one of the dumbest, lacking even the incredible intellect of the canoloths. They fill much the same roles as the mezzoloths do, but they perform it in a less orderly and effective manner. Dergholoths spend much of their existence milling about and generally being loathsome. They are usually quite proud of their milling abilities and skill at being loathsome.

A dergholoth stands roughly 8 feet tall and weighs around 450 pounds.

COMBAT
Dergholoths are straightforward opponents, using mainly their claws and mandibles to tear their opponents apart. If commanded to, they will employ their spell-like abilities, but usually only then. Dergholoths are fanatical combatants and rarely retreat from battle, thus they almost always fight to the death.

A dergholoth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

All-Around Vision (Ex): A dergholoth’s head can rotate up to 360 degrees giving it a +4 racial bonus on Spot and Search checks and it cannot be flanked except by a rogue of 12th level or higher.

Improved Grab (Ex): To use this ability, the dergholoth must hit with at least 2 claw attacks. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.  

Poison (Ex): A dergholoth delivers its poison with a successful mandible attack. Anyone struck by its mandibles must make a Fort save (DC 18) or take 1d6 points of Dexterity damage.  The initial and secondary damage is the same. The save DC is Constitution based.

Spell-Like Abilities: At will – darkness, desecrate, detect good, fear (DC 16); 2/day – deep slumber (DC 15), greater teleport (self plus 50 pounds of objects only); 1/day – confusion (DC 16). Caster level 8th. The save DC’s are Charisma based.

Stability (Ex): The dergholoth’s three feet make it extra hard to trip or push, giving it a +4 bonus to avoid being tripped or bull rushed.

Tear (Ex): Any creature that is pinned by a dergholoth automatically takes damage from all 5 of the dergholoth’s claw attacks every round so long as the pin is maintained. 

Summon Yugoloths (Sp): Once per day, a dergholoth can attempt to summon 1d3 skereloths or another dergholoth with a 40% chance of success. This is the equivalent of a 4th level spell.

GACHOLOTH
Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 9d8+36 (76 hp)
Initiative: +5
Speed: 60 ft (12 squares), climb 60 ft.
Armor Class: 22 (+5 Dex, +7 natural), touch 15, flat-footed 17
Base Attack/Grapple: +9/+12
Attack: Claw +14 melee (1d6+3 plus 1d6 acid)
Full Attack: 2 claws +14 melee (1d6+3 plus 1d6 acid) and bite +9 melee (1d8+1)
Space/Reach: 5 ft./5 ft.

Special Attacks: Acid, fear, spell-like abilities, summon yugoloths
Special Qualities: Damage reduction 10/good, darkvision 60 ft., expert climber, fortified mind, immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, see invisibility, spell resistance 20, telepathy 100 ft.

Saves: Fort +10, Ref +11, Will +9
Abilities: Str 17, Dex 20, Con 19, Int 14, Wis 16, Cha 16
Skills: Bluff +19, Climb +11, Diplomacy +14, Disable Device +12, Gather Information +11, Hide +17, Intimidate +21, Listen +15, Move Silently +17, Search +14, Spot +15

Feats: Dodge, Mobility, Spring Attack, Weapon Finesse
Environment: Bleak Eternity of Gehenna

Organization: Solitary, pair, or squad (1-4)
Challenge Rating: 9

Treasure: None
Alignment: Always neutral evil

Advancement: 10-18 HD (Medium); 19-27 HD (Large)
This strange looking creature has a muscular body covered in dark black scales. Four powerful legs jut from its lower torso, each ending in a foot composed of three sharp claws. Its two arms end in a pair of four-fingered claws, each dripping with a smoky substance. Its head seems to be a cross between that of a humanoid’s crossed with a fish’s, with the sides dominated by a pair of large, triangular ears. A thick mane of bristly hair covers the top of its scaled head.

The gacholoths serve as the terrorists and saboteurs of the Blood War. They are usually sent on missions behind enemy lines, to destroy fortifications, fiendish machines of war, or to sow dissent in an enemy’s forces. Rarely are they encountered on the field in massed ranks. Their power and capability comes in their ability to avoid direct confrontation.
Occasionally, squads of gacholoths are sent on clandestine missions with shadoloths, though these instances are very rare. Shadoloths prefer to work alone and consider gacholoths to be lesser versions of themselves (it is rumored that truly exceptional gacholoths can sometimes be promoted to the status of shadoloth) and an overall hindrance. Gacholoths generally are severely jealous of shadoloths and their station in yugoloth society. They also have a certain dislike for fiends with similar talents, such as succubi, kerezu, and cambions.
What a gacholoth truly enjoys is a jaunt to the prime. There they wreak as much destruction and havoc as possible, reveling in the mortal blood spilled.
A gacholoth is about 7 feet tall and it weighs about 500 pounds.

COMBAT
Gacholoths are canny opponents. They love to use their ability to climb and their invisibility to set deadly ambushes for opponents. They never use manufactured weapons; instead they prefer to rely on their own natural attacks. However, they sometimes arm themselves with ranged weapons, though this is rare indeed.
A gacholoth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Acid (Ex): A gacholoth’s claws constantly secrete a deadly acid. This deals an additional 1d6 points of acid damage on each successful claw attack and every round a grapple is maintained.
Expert Climber (Ex): A gacholoth’s four legs allow it to climb as if it were constantly under the effect of a spider climb spell, however it can move at its full speed while climbing and it need not use its claws while climbing. It also retains its Dexterity bonus to its AC while climbing.
Fear (Su): Any creature struck by a gacholoth’s melee attack must make a Will save (DC 17) or be affected as if by a fear spell (caster level 9th). Whether or not the save is successful a creature cannot be affected by the same gacholoth’s fear for 24 hours. Yugoloths are immune to the gacholoth’s fear ability. The save DC is Charisma-based.

Fortified Mind (Ex): Gacholoths are completely immune to charm spells and effects.

Spell-Like Abilities: At will – contagion (DC 17), darkness, desecrate, detect good, feather fall, greater teleport (self plus 50 pounds of objects only), invisibility (self only), magic missile, minor image (DC 15), polymorph (self only); 3/day – charm monster (DC 17), melf’s acid arrow, mirror image. Caster level 9th. The save DC’s are Charisma based.

Summon Yugoloths (Sp): Once per day, a gacholoth can attempt to summon another gacholoth with a 50% chance of success. This is the equivalent of a 4th level spell.

See Invisibility (Su): A gacholoth has a continuous see invisibility as per the spell (caster level 9th).

Skills: Gacholoths have a +4 racial bonus on Bluff and Intimidate checks. They have a +8 racial bonus on Climb checks and can always choose to take 10 on a Climb check, even if rushed or threatened.

HYDROLOTH
Large Outsider (Aquatic, Evil, Extraplanar, Yugoloth)
Hit Dice: 12d8+72 (126 hp)

Initiative: +9

Speed: 40 ft. (8 squares), swim 60 ft.

Armor Class: 24 (-1 size, +5 Dex, +10 natural), touch 14, flat-footed 19

Base Attack/Grapple: +12/+21
Attack: Claw +16 melee (2d6+5)

Full Attack: 2 claws +16 melee (2d6+5) and bite +14 melee (1d10+2 plus energy drain)

Space/Reach: 10 ft./10 ft.

Special Attacks: Breath weapon, energy drain, improved grab, leap, rake 2d6+5, spell-like abilities, summon elemental, summon yugoloths
Special Qualities: Amphibious, damage reduction 10/good, darkvision 60 ft., immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 22, styx immunity, telepathy 100 ft.

Saves: Fort +14, Ref +13, Will +12

Abilities: Str 21, Dex 21, Con 23, Int 8, Wis 18, Cha 16

Skills: Bluff +18, Hide +20, Intimidate +20, Listen +19, Move Silently +20, Spot +19, Swim +28
Feats: Cleave, Great Cleave, Improved Initiative, Multiattack, Power Attack
Environment: Bleak Eternity of Gehenna

Organization: Solitary, gang (2-8), or mob (4-16)

Challenge Rating: 11

Treasure: Standard coins

Alignment: Always neutral evil

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

This large frog-like creature stands almost 10 feet tall with a pair of powerfully built arms ending in vicious claws. Connecting its arms to its torso is a strange, fleshy membrane that could be used for short bursts of flight.
The hydroloths live somewhat outside the normal hierarchies of yugoloths armies, in that they live in and patrol the River Styx, exclusively. Hydroloths can be found nearly anywhere in the Lower Planes, from Pandemonium to Acheron, however most of them are found on Gehenna or Hades. There are some rumors that say that the ultroloths use the hydroloths as spies in the Blood War. However, this information is highly dubious, given the general intellect of the average hydroloth.

Hydroloths are around 10 feet tall and weight 1,800 pounds.

COMBAT
Hydroloths usually open up combat by summoning an elemental and then using their breath weapon. They are straightforward combatants, however they are very cunning and will often set up ambushes along the Styx. Usually, they will try to surprise their opponents by pushing them in the water. They will then jump in and finish them off while the Styx water’s effects wipe their memories.

A hydroloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction. 

Amphibious (Ex): Hydroloths can breathe both air and water and can survive out of water indefinitely.

Breath Weapon (Su): As a standard action, once every 2d4 rounds, a hydroloth can expel a 30-foot line of boiling water from its mouth, dealing 4d6 points of damage with a Reflex save (DC 22) for half. Half of this damage is fire damage and the other half comes from the fiendish powers of the hydroloth. The save DC is Constitution based. 

Energy Drain (Su): Living creatures hit by a hydroloth’s bite attack gain one negative level.  The Fort save DC is 22 to remove the negative level.  For each such negative level bestowed, the hydroloth gains 5 temporary hit points. The save DC is Constitution based.

Improved Grab (Ex): To use this ability, the hydroloth must hit with at least 2 claw attacks.  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 can rake.

Leap (Ex): If a hydroloth charges a foe, it can make a full attack, including two rake attacks.  A hydroloth also gains two rake attacks while swimming.

Rake (Ex): Attack bonus +16, damage 2d6+5

Spell-Like Abilities: At will – create water, darkness, desecrate, detect good, greater teleport (self plus 50 pounds of objects only); 3/day – deep slumber (DC 16), dimension door.  Caster level 12th.  The save DC’s are Charisma based.

Styx Immunity:  Hydroloths are totally immune to the memory loss effects of the River Styx. They are, however, susceptible to other memory altering spells or effects.

Summon Elemental (Sp): Once per day, a hydroloth can automatically summon one large water elemental. Summoned elementals are always evil. This is the equivalent of a 5th level spell.

Summon Yugoloths (Sp): Once per day, a hydroloth can attempt to summon another hydroloth with a 30% chance of success. This is the equivalent of a 5th level spell.

Skills: A hydroloth has a +8 racial bonus on any Swim checks to perform some special action or avoid a hazard.  It can always choose to take 10 on a Swim check, even if distracted or endangered.  It can use the use the run action while swimming, provided it swims in a straight line.

MARRAENOLOTH (CHARONOLOTH)
Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 10d8+50 (95 hp)

Initiative: +5

Speed: 50 ft (10 squares)

Armor Class: 24 (+5 Dex, +9 natural), touch 15, flat-footed 20

Base Attack/Grapple: +10/+11

Attack: Staff +12 melee (1d8+2 plus stun)

Full Attack:  Staff +12/+7 melee (1d8+2 plus stun) or 2 claws +14 melee (1d4+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: Fear gaze, plane shift, spell-like abilities, staff, stun, summon yugoloths
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 21, styx immunity, telepathy 100 ft.

Saves: Fort +12, Ref +12, Will +12

Abilities: Str 13, Dex 21, Con 21, Int 18, Wis 20, Cha 20

Skills: Balance +18, Bluff +18, Concentration +18, Diplomacy +22, Forgery +17, Intimidate +20, Jump +9, Knowledge (geography) +17, Knowledge (the planes) +17, Listen +18, Sense Motive +18, Survival +18 (+20 following tracks and avoid getting lost), Swim +14

Feats: Dodge, Combat Casting, Combat Expertise, Improved Trip
Environment: Bleak Eternity of Gehenna

Organization: Solitary

Challenge Rating: 10

Treasure: Standard plus Staff
Alignment: Always neutral evil

Advancement: 11-25 HD (Medium)

Covered entirely in a long, ragged cloak the color of ash, you almost swear this is some kind of undead, with its skeletal hands and face. Gripped in one hand is a large, gnarled staff and in the other is a long pole. As the creature beckons you forward, a dull, red light flares up from deep within its eye sockets.
The marraenoloths serve the most specialized function; they are the boatmen of the River Styx.  They constantly ferry passengers down the River Styx in their somber skiffs and occasionally (if the pay is right), they take their passengers to where they want to go.  

It is also speculated in some spots, that marraenoloths serve someone else other than the traditional yugoloths hierarchy. Old texts have been found with references to a creature known as Charon and his boatmen the ‘charonoloths.’ Whether this is just some barmy rumor or whatnot, the marraenoloths sure aren’t saying anything.

Marraenoloths are roughly 6 feet tall and 120 pounds.

COMBAT
Marraenoloths avoid combat as much as possible and usually at the first sign of trouble, will teleport away and leave its enemies wandering the edge of the Styx. However, even when they are performing their duties of ferrying on the Styx, marraenoloths will more often than not, attempt to betray their passengers, usually when they are out in the open waters where it has the advantage. Paying a handsome sum usually lowers ones chances of being dumped in the Styx, but with marraenoloths, there’s always a chance.

A marraenoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Fear Gaze (Su): Range 40 ft., Will DC 20 negates. Those who meet the gaze of a marraenoloth see the inevitability of death in their skeletal eyes. Those who fail their save become shaken for 2d4 rounds. This is a mind-effecting fear effect. The save DC is Charisma based

Plane Shift (Sp): Twice per day, a marraenoloth can invoke a plane shift (caster level 10th). However, the marraenoloth can only plane shift himself, his boat, and anyone on his boat and he may only plane shift to a spot on a sizable body of water (such as a river or a lake). Those that wish to resist can attempt a Will save (DC 20). Those who fail are whisked along with the boat, those that succeed, are left floundering in the River Styx (which is usually a bad thing). The save DC is Charisma based.

Spell-Like Abilities:  At will – alter self, animate dead, charm monster (DC 19), darkness, desecrate, detect good, greater teleport (self and boat plus 50 pounds of objects only), phantasmal killer (DC 19); 1/day – mass suggestion (DC 21), power word blind. Caster level 10th. The save DC’s are Charisma based.

Staff (Su): Every marraenoloth wields a special staff that only they can properly use.  In the hands of a marraenoloth, the staff functions as a +1/+1 quarterstaff that deals 1d8/1d8 points of damage per hit.  In the hands of a non-marraenoloth, the staff functions as a masterwork quarterstaff. Those with the Use Magic Device skill can attempt to use the staff by making an Emulate Race check (DC 25) and an Emulate Alignment check (DC 30), if the character isn’t neutral evil. If either of the checks fails, a character cannot attempt another check for 24 hours.

Marraenoloths that lose their staffs usually attempt to hunt down those who stole it and if they can, kill the transgressors. When that doesn’t work, the marraenoloth will attempt to barter for the staff and will then come back later with some reinforcements (they can’t be letting just any berk get away with something like that!).

The staff will often resemble a long, gnarled piece of black driftwood. If a Detect Magic spell is cast, the staff gives off a faint transmutation aura. A Detect Evil detects a faint evil aura on the staff.

Stun (Su): Those hit by a marraenoloth’s staff must make a Fort save (DC 20) or be stunned for 1 round. This is a power of the marraenoloth and not the staff. The save DC is Charisma based.

Styx Immunity (Ex): Marraenoloths are totally immune to the memory loss effects of the River Styx. They are, however, susceptible to other memory altering spells or effects.

Summon Yugoloths (Sp): Once per day, a marraenoloth can attempt to summon 1 piscoloth or another marraenoloth with a 60% chance of success. This is the equivalent of a 5th level spell.

SUMMONING A MARRAENOLOTH
One can usually summon a marraenoloth simply by placing a gem or a magic item, worth at least 500 gp, at the edge of the Styx and casting a blasphemy, desecrate, or holy word. A marraenoloth will appear within 1d4 minutes. Using a gem or magic item of 1,000 gp or greater lowers the arrival time to 2d4 rounds.  

Upon arrival, the marraenoloth will demand payment, usually demanding the item that was used in the calling. If payment is refused, the marraenoloth disappears back out onto the Styx.  

If the price is paid, there is a 70% chance that the marraenoloth will betray his passengers during the voyage. For every 200 gp more than 500 that is paid to the marraenoloth, the chance decreases by 10%, to a minimum of 20%. No fiends are trustworthy, not even well paid ones.  Diplomacy checks could be made to lower it even further, at the DM’s discretion.

This can also be invoked upon the Material Plane, however there is a 50% chance that a potential marraenoloth ignores such a request. If the call is ignored, a character can attempt to call again, however the chance that one will ignore the request increases by 10% for each subsequent failure. If one is successfully called, the chance that it betrays the party increases by 15%. Marraenoloths hate leaving the Styx.

MEZZOLOTH
Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 8d8+40 (76 hp)

Initiative: +2

Speed: 40 ft. (8 squares)

Armor Class: 22 (+2 Dex, +9 natural, +1 shield), touch 12, flat-footed 20

Base Attack/Grapple: +8/+13

Attack: +1 trident +15 melee (1d8+6) 

Full Attack: +1 trident +15/+10 melee (1d8+6) or +1 trident +11 ranged (1d8+6) or 2 claws +13 melee (1d4+5)

Space/Reach: 5 ft./5 ft.

Special Attacks: Rage, spell-like abilities, summon yugoloths
Special Qualities: Damage reduction 10/silver or good, darkvision 60 ft., immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 19, stability, telepathy 100 ft.

Saves: Fort +11, Ref +8, Will +8

Abilities: Str 21, Dex 15, Con 21, Int 8, Wis 14, Cha 16

Skills: Bluff +14, Climb +16, Intimidate +16, Jump +20, Search +18 Spot +21, Swim +16

Feats: Cleave, Power Attack, Weapon Focus (trident)
Environment: Bleak Eternity of Gehenna

Organization: Solitary, squad (4-8), or platoon (10-18 plus 1 ultroloth)

Challenge Rating: 8

Treasure: Standard plus +1 trident
Alignment: Always neutral evil

Advancement: 9-16 HD (Medium); 17-24 HD (Large)

This insect-like creature is roughly the size of a man and is covered in mottled gray chitin plate.  Two large, bulbous eyes protrude from its wedge shaped head, both of which burn with intense hatred. In one clawed hand is gripped a long trident and in the other a dull, steel shield.
The mezzoloth is the common foot soldier in the yugoloths armies. However, despite their relatively low intellect, mezzoloths are fearsome foes. Their skill in melee is why they are such valued meat grinders. There are stories that circle throughout the planes of entire fiendish armies fleeing from massed battalions of mezzoloths flying into a battle rage all at the same time. Believe me cutter, seeing a horde of those buggers all foaming at the mandibles and looking for your blood is enough to make you almost call out for the Lady.

Mezzoloths stand about 5 feet tall and weigh around 350 pounds. 

COMBAT
A mezzoloth’s battle plan is simple: charge, stab until dead, rinse and repeat as necessary. However, occasionally, mezzoloths will soften up their foes with a cloudkill or two and charge into the center of the cloud, attempting to cause as much damage and chaos as possible. When faced with spellcasters, they usually use a dispel magic or two and even if it doesn’t succeed, they’ll charge in anyways.

A mezzoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Rage (Ex): Twice per day, a mezzoloth can enter into a fierce battle rage that lasts for 10 rounds (3 + the mezzoloth’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 20 (touch 10, flat-footed 18); +16 hp; hp 92; Attack +17/+12 melee (1d8+8, +1 trident); SV Fort +13, Will +10; Str 25, Con 25; Climb +18, Jump +18, Swim +18. At the end of the rage, the mezzoloth is fatigued for the duration of the encounter.

Spell-Like Abilities: At will – darkness, desecrate, detect good, greater teleport (self plus 50 pounds of objects only), haste, see invisibility; 2/day – cloudkill (DC 18), dispel magic. Caster level 8th. The save DC’s are Charisma based.

Stability (Ex): The clawed hooks on a mezzoloth’s feet give it a +4 bonus to avoid being tripped or bull rushed when it is standing on the ground.

Summon Yugoloths (Sp): Once per day, a mezzoloth can attempt to summon 1d3 skereloths or another mezzoloth with a 40% chance of success. This is the equivalent of a 5th level spell.

Skills: Mezzoloths have a +8 racial bonus to Search and Spot checks.

NYCALOTH
Large Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 14d8+84 (147 hp)

Initiative: +4

Speed: 40 ft. (8 squares); fly 90 ft. (good)

Armor Class: 27 (-1 size, +4 Dex, +14 natural), touch 12, flat-footed 23

Base Attack/Grapple: +14/+26

Attack: Claw +22 melee (2d6+8/19-20 x3 plus poison)

Full Attack: 2 Claws +22 melee (2d6+8/19-20/x3 plus poison) and bite +17 melee (2d4+4)

Space/Reach: 10 ft./10 ft.

Special Attacks: Augmented critical, fear aura, poison, rend 2d6+12, spell-like abilities, summon yugoloths, wounding

Special Qualities: Damage reduction 10/good, darkvision 60 ft., fast healing 2, immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 25, telepathy 100 ft.

Saves: Fort +15, Ref +13, Will +12

Abilities: Str 27, Dex 18, Con 23, Int 14, Wis 16, Cha 18

Skills: Bluff +21, Climb +25, Concentration +23, Intimidate +23, Jump +29, Knowledge (the planes) +19, Listen +20, Search +19, Spot +20, Survival +20 (+22 on the planes)

Feats: Cleave, Great Cleave, Improved Bull Rush, Power Attack, Weapon Focus (claw)

Environment: Bleak Eternity of Gehenna

Organization: Solitary, squad (4-8)

Challenge Rating: 14

Treasure: Standard

Alignment: Always neutral evil

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

This large gargoyle-like creature stands over 12 feet tall.  Four powerful arms each ending in a hand composed of vicious looking claws, extend from the creature’s sides.  A canine-like head tops the creature’s torso and a pair of large, scaly bat wings extends from its back.  A wicked grin, revealing rows of sharp teeth, splits its face in two.
Nycaloths are the elite air cavalry of the yugoloth armies and thus usually lead daring charges against enemy forces. Despite their bestial appearances, nycaloths are wickedly intelligent and usually use tactics against their foes, however sometimes a nycaloth’s love for melee combat will drive it into a frenzy, causing it to forgo its spell-like abilities in favor of tearing things with its multiple claws.

A nycaloth stands near 13 feet tall and weighs roughly 2,000 pounds.

COMBAT
Nycaloths love to enter into melee and tear at their opponents with their claws. They usually activate their Fear Auras to drive away weaker opponents and then engage the remaining ones.

A nycaloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Augmented Critical (Ex): A nycaloth threatens a critical hit on a 19-20 with its claws and on a successful critical, deals triple damage.

Fear Aura (Su): Nycaloths can radiate a 5-foot-radius fear aura as a free action. Affected creatures must succeed on a DC 21 Will save or be affected as though by a fear spell (caster level 14th). A creature that successfully saves cannot be affected again by the same nycaloth’s fear aura for 24 hours. Other yugoloths are immune to this aura. The save DC is Charisma based.

Poison (Ex): A nycaloth’s claws secrete a deadly poison. Anyone struck by its claw attack must make a Fort save (DC 23) or take 1d6 points of Constitution damage. The initial and secondary damage is the same. The save DC is Constitution based.

Rend (Ex): If a nycaloth hits with both claw attacks, it latches onto the opponent and tears its flesh.  This attack automatically deals an additional 2d6+12 points of damage.

Spell-Like Abilities: At will – deeper darkness, desecrate, detect good, dispel magic, greater teleport (self plus 50 pounds of objects only), invisibility, see invisibility; 3/day – dispel good (DC 19); 2/day – scorching ray (2 rays only), silence (DC 16), unholy blight (DC 18). Caster level 14th. The save DC’s are Charisma based.

Wounding (Ex): A nycaloth’s claw attacks continue to bleed long after the wound was inflicted.  An injured creature loses 1 additional hit point each round. The wound does not heal naturally and resists healing spells. The continuing hit point loss can be stopped with a DC 23 Heal check, a cure spell, or a heal spell. However, a character attempting to cast a cure or heal spell on a damaged creature must succeed on a DC 23 caster level check, or the spell has no effect on the injured character. If the check succeeds, the wound stops bleeding and the spell functions normally.

Multiple wounds are cumulative, thus a creature hit three times by a nycaloth’s claws loses 3 hit points per round, however only one Heal check, cure spell, or heal spell is needed to stop multiple wounds. The check DC is Constitution based.

Summon Yugoloths (Sp): Once per day a nycaloth can attempt to summon 1d4 mezzoloths or another nycaloth with a 40% chance of success. This is the equivalent of a 6th level spell.

PISCOLOTH
Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 10d8+60 (105 hp)

Initiative: +7

Speed: 30 ft. (6 squares), swim 60 ft.

Armor Class: 24 (+3 Dex, +11 natural), touch 13, flat-footed 21

Base Attack/Grapple: +10/+14

Attack: Pincer +14 melee (2d6+4/19-20/x3)

Full Attack: 2 pincers +14 melee (2d6+4/19-20/x3) and tail +12 melee (2d4+2 plus paralysis)

Space/Reach: 5 ft./5 ft.

Special Attacks: Augmented critical, constrict 2d6+8, improved grab, paralysis, poison, spell-like abilities, summon yugoloths
Special Qualities: All-around vision, damage reduction 10/good, darkvision 60 ft., immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 21, telepathy 100 ft.

Saves: Fort +13, Ref +10, Will +10

Abilities: Str 19, Dex 17, Con 23, Int 14, Wis 16, Cha 18

Skills: Bluff +17, Concentration +19, Intimidate +19, Jump +19, Knowledge (the planes) +15, Listen +16, Spot +16, Survival +16 (+18 when on other planes), Swim +19, Tumble +18

Feats: Combat Expertise, Improved Initiative, Multiattack, Power Attack
Environment: Bleak Eternity of Gehenna

Organization: Solitary, squad (4-8), or platoon (6-18)

Challenge Rating: 10

Treasure: Standard coins; standard items

Alignment: Always neutral evil

Advancement: 11-20 HD (Medium); 21-30 HD (Large)

This strange creature looks to be a grotesque amalgamation of various species of animals.  Its body is red and chitinous, like a lobster’s, and a long fish-like tail sprouts from its back.  Its two legs end in wickedly sharp bird-like talons and its two arms resemble the claws of a crab. Sickly looking tentacles hang from its face, each one dripping a foul looking fluid.
The piscoloths are the sergeants of overseers of the yugoloth armies. They are cruel and dictatorial and superbly dedicated to torturing and vindicating anything below them. One might think that these cruel oppressors are stupid, yet strangely enough, they are quite intelligent and cunning.

Piscoloths stand hunched over most of the time and as such are only around 6 feet in height.  If they were ever to stand to their full height, they would be around 8 feet tall. Piscoloths weigh around 450 pounds.

COMBAT
Piscoloths are intelligent warriors and fight as such. They usually try to open battle with a stinking cloud and follow up against hurt opponents with an ice storm.

A piscoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

All-Around Vision (Ex): A piscoloth’s head can rotate up to 360 degrees giving it a +4 racial bonus on Spot and Search checks and it cannot be flanked.

Augmented Critical (Ex): A piscoloth threatens a critical hit on a 19-20 with its pincers and on a successful critical, deals triple damage.

Constrict (Ex): A piscoloth deals 2d6+8 points of damage on a successful grapple check with its pincers.

Improved Grab (Ex): To use this ability, the piscoloth must hit with at least 2 pincer attacks.  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 can then attempt to poison the character with its tentacles.

Paralysis (Ex): A character hit by a piscoloth’s tail attack must make a Fort save (DC 21) or become paralyzed for 1d6 rounds. The save DC is Constitution based.

Poison (Ex): The piscoloth can transfer a grabbed opponent to its tentacles as a free action.  A creature grabbed by the tentacles must succeed at a Fort save (DC 21) or take 1d4 points of Constitution damage. The secondary damage is the same as the initial damage. The save DC is Constitution based.

Spell-Like Abilities: At will – darkness, desecrate, detect good, greater teleport (self plus 50 pounds of objects only), stinking cloud (DC 17); 1/day – ice storm, phantasmal killer (DC 18). Caster level 10th. The save DC’s are Charisma based.

Summon Yugoloths (Sp):  Once per day a piscoloth can attempt to summon 1d4 skereloths or another piscoloth with a 40% chance of success. This is the equivalent of a 5th level spell.

Skills: Piscoloths 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 check, even if distracted or endangered.

PSIONOLOTH

Medium Outsider (Evil, Extraplanar, Psionic, Yugoloth)
Hit Dice: 15d8+75 (142 hp)

Initiative: +11

Speed: 30 ft. (6 squares), fly 60 ft. (good)

Armor Class: 30 (+7 Dex, +9 natural, +4 deflection), touch 21, flat-footed 23

Base Attack/Grapple: +15/+15

Attack: Disruptive touch +15 (2d4 (see below))

Full Attack: 2 disruptive touches +15 (2d4 (see below))

Space/Reach: 5 ft./5 ft.

Special Attacks: Disruptive touch, psionic powers, psi-like abilities, summon yugoloths 

Special Qualities: Damage reduction 15/good, disruptive aura, darkvision 60 ft., fast healing 2, immunity to acid and poison, power resistance 29, resistance to cold 10 and electricity 10 and fire 10, telepathy 100 ft., true seeing

Saves: Fort +14, Ref +16, Will +16

Abilities: Str 10, Dex 25, Con 21, Int 26, Wis 24, Cha 20

Skills: Autohypnosis +25, Bluff +24, Concentration +23, Decipher Script +26, Diplomacy +28, Forgery +26, Hide +16, Listen +25, Knowledge (history) +26, Knowledge (psionics) +26, Knowledge (the planes) +26, Knowledge (religion) +26, Move Silently +16, Sense Motive +25, Search +26, Psicraft +28, Spot +25

Feats: Improved Initiative, Maximize Power, Opportunity Power, Psionic Meditation, Quicken Power, Twin Power

Environment: Bleak Eternity of Gehenna

Organization: Solitary, pair, or group (1-2 psionoloths, 1-3 shadoloths)

Challenge Rating: 18

Treasure: Double standard coins; standard items

Alignment: Always neutral evil

Advancement: 16-30 HD (Medium); 31-45 HD (Large)

This creature looks like a bipedal jackal covered with brown fur, streaked with silver.  However, the most disturbing aspect of its appearance is its eyes.  Where its eyes should normally be are a pair of glittering, black orbs that seem to contain all of the stars in the universe.

The psionoloths are the outcasts of the yugoloth caste society.  Their alien, psionic powers make them greatly distrusted by the other members of yugoloth society.  The ultroloths respect their usefulness, but are reluctant to utilize them overmuch.  The arcanaloths despise them and the psionoloths return that tenfold.  The psionoloths are often even reluctant to trust each other, which leads most to abandon yugoloth society and become planar hermits

No one truly knows when the first psionoloths appeared, however some speculate that the psionoloths are a result of some rare mutation of the arcanaloths.  Such speculation is usually quickly silenced by the ‘loths, just as a matter of pride, of course.

Psionoloths stand just below six feet in height and weigh a mere 150 pounds.

COMBAT

Psionoloths are wary opponents.  They always have several different escape routes out of any given situation and in the case of those who take up the seer discipline, they are often long gone before the actual engagement occurs.

However, due to their outcast status within the yugoloth caste, they lack the ability to call upon other yugoloths except others of their own kind.  Thus they usually band together

A psionoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Disruptive Aura (Su): The air around a psionoloth crackles with built up psionic energy, granting the psionoloth a +4 deflection bonus to its AC.  Furthermore, any creature that comes within 5 feet of the psionoloth takes 5d4 points of damage from the crackling psionic energies.  The psionoloth can suppress or resume this ability as a free action on its turn.

Disruptive Touch (Su): The touch of a psionoloth is greatly feared by creatures possessing psionic abilities. Any creature with psionic abilities that is touched by the psionoloth takes 2d4 points of damage and on a failed Will save (DC 22), it takes an additional 1d6 points of Intelligence damage. Non-psionic creatures who are touched by the psionoloth only take the 2d4 points of damage. The save DC is Charisma based.

Flight (Su): A psionoloth can fly at a speed of 60 feet with good maneuverability. This is in all other respects similar to a psionic fly power cast by a 15th level manifester. If dispelled, the psionoloth can resume this effect as free action on its next turn.

Psi-Like Abilities: At will – energy ray (15d6-15 sonic), metamorphosis (self only), psionic greater teleport (self plus 50 pounds of objects only), telekinetic maneuver (DC 19); 3/day – shadow body; 1/day – greater metamorphosis, psionic etherealness. Manifester level 15th. The save DC’s are Charisma based.

Psionic Powers: A psionoloth can manifest powers as a 15th level psion (telepath).  The DC’s are Intelligence based. 

Typical psion powers known (262 power points, save DC 18 + power level):  1st – detect psionics, force screen*, inertial armor*, vigor*; 2nd – brain lock (DC 20)*, concussion blast*,  ego whip (DC 20)*, psionic suggestion (DC 20)*; 3rd – dispel psionics*, energy bolt (DC 21)*, energy wall (DC 21), hostile empathic transfer (DC 21)*, ubiquitous vision; 4th – aura sight*, psionic dimension door*, psionic dominate (DC 22)*, psionic freedom of movement, schism, trace teleport*; 5th – mind probe (DC 23), psionic plane shift, psychic crush (DC 23)*; 6th – psionic contingency, psionic disintegrate (DC 24)*; 7th – crisis of life (DC 25)*, divert teleport (DC 25), ultrablast (DC 25)*; 8th – true metabolism.
*Can be augmented.

Psionoloths usually favor the Telepath, Nomad, and Shaper disciplines.
Summon Yugoloths (Sp): Once per day a psionoloth can attempt to summon another psionoloth with a 60% chance of success.  This is the equivalent of an 8th-level spell.

True Seeing (Su): Psionoloths have a continuous psionic true seeing ability, as the power (manifester level 15th).  

PUTRALOTH

Large Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 15d8+120 (187 hp)

Initiative: +4
Speed: 40 ft. (8 squares)
Armor Class: 29 (-1 size, +4 Dex, +16 natural), touch 13, flat-footed 25
Base Attack/Grapple: +15/+26

Attack: +2 spear +24 melee (2d6+12 19-20/x3 plus disease) or claw +21 melee (1d6+7 plus disease)

Full Attack: +2 spear +24/+19/+14 melee (2d6+12 19-20/x3 plus disease) or 2 claws +21 melee (1d6+7 plus disease)
Space/Reach: 10 ft./10 ft.

Special Attacks: Disease, spell-like abilities, stench, summon yugoloths, unnerving gaze
Special Qualities: Damage reduction 10/good, darkvision 60 ft., fast healing 3, immunities, immunity to acid and poison, resistance to cold 10 and electricity 10 and fire 10, spell resistance 26, telepathy 100 ft.

Saves: Fort +17, Ref +13, Will +13
Abilities: Str 24, Dex 19, Con 27, Int 16, Wis 18, Cha 20

Skills: Bluff +23, Concentration +26, Diplomacy +27, Escape Artist +8, Intimidate +25, Knowledge (the planes) +21, Listen +22, Search +21, Sense Motive +22, Spellcraft +21 (+23 to decipher spells on scrolls), Spot +22, Survival +4 (+6 on other planes and when finding or following tracks), Use Magic Device +23 (+25 on checks related to scrolls)
Feats: Ability Focus (disease), Combat Reflexes, Improved Critical (spear), Power Attack, Quicken Spell-Like Ability (slow), Weapon Focus (spear)
Environment: Bleak Eternity of Gehenna

Organization: Solitary, pair, or squad (2-5)
Challenge Rating: 15

Treasure: Standard plus +2 spear
Alignment: Always neutral evil

Advancement: 16-30 HD (Medium); 31-45 HD (Large)

The horrible smell of putrescence assaults your senses. From out of the darkness strides a humanoid creature, a bronze colored helmet perched atop its thin head. Pus and yellowish fluids ooze from the many seeping sores and wounds covering its body. Its torso is a nightmarish combination of seemingly hastily grafted bone and flesh matter. A black, ooze-covered spear is gripped tightly in its clawed hands. From within the darkened recesses of its helmet, two points of unholy light beam outward.
The putraloths are some of the most outwardly horrible fiends in the multiverse. Thankfully, they also seem to be rather rare. The origins of the putraloths are shrouded in more mystery than the usual yugoloth secrets. One popular rumor says that the putraloths were supposed to be a special corp. of elite yugoloths created by the altraloths and the night hags for some unknown Blood War venture. Another says that they were created by the former Oinoloth, Anthraxus, by blending the disease-based powers of the Siege Malicious with cacoloths. 
Though both theories have plenty of logical holes (as any self-respecting yugoloth will tell you!), the latter seems to hold more weight, especially since the putraloths share the same decayed look as the former Oinoloth and they all subsequently fell out of favor with the rest of the yugoloth hierarchy as soon as Anthraxus was deposed.
Still, some powerful yugoloths keep a few putraloths around as guards, but most wander Gehenna and Hades, selling themselves out to either the tanar’ri or the baatezu as mercenaries.

Putraloths have a patchwork appearance to their bodies. Their faces are grayish and vaguely resemble that of a zombie’s, with slack, wormy lips and dead looking flesh. They are always encountered wearing a fiendish suit of ‘armor’ composed of the bones and flesh of other creatures grafted together and physically attached to their bodies. Greaves of muscle sewn with teeth and pauldrons of ribs and jaw-bones are not uncommon. Pus and ichor constantly leak from where the ‘armor’ is attached. In fact, it is less a suit of armor than just an extension of their bodies. 

All putraloths wear a unique bronze helmet, usually shaped into some grotesque form (a fiendish gargoyle or a mortal spread across an altar are the most common).
Putraloths stand 11 feet tall and weigh roughly 900 pounds.
COMBAT

Putraloths love to wade into melee where they can affect as many foes with their stench and gaze attacks as possible. They usually prefer to power attack for 5 (-5 to hit, +10 to damage) until they can gauge how strong their enemies are. They won’t hesitate to fall back and rely on their spell-like abilities, but they’d rather stab things with their spears.
A putraloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Disease (Su): A creature struck by a putraloth’s attacks must succeed on a DC 27 Fortitude save or be infected with a horrific disease known as fiend rot (incubation period 1 day, damage 1d6 Con). The pus that oozes from a putraloth’s body can transmit the disease. Putraloths often coat their weapons in the pus (a swift action). The save DC is Constitution-based and it includes a +2 bonus from the putraloth’s Ability Focus feat.
Immunities (Ex): In addition to the normal yugoloth immunities, putraloths are also immune to all diseases (though they can still act as carriers) and ability damage.

Stench (Ex): A putraloth’s constantly decaying flesh produces a foul-smelling odor. Any living creature within 15 feet must succeed on a DC 25 Fortitude save or be nauseated for as long as it remains within the affected area and for 1d4 rounds afterward. Creatures that successfully save are sickened for as long as they remain in the area. A creature that successfully saves cannot be affected again by the same putraloth’s stench for 24 hours. A delay poison or neutralize poison spell removes either condition from one creature. Creatures that have immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws. The save DC is Constitution-based.
Unnerving Gaze (Su): Range 30 ft., Will DC 22 negates. Creatures who fail their saves are shaken for 2d6 rounds. The save DC is Charisma-based.
Spell-Like Abilities: At will – contagion (DC 19), deeper darkness, desecrate, detect chaos, detect good, detect law, dispel magic, greater teleport (self plus 50 pounds of objects only), slow (DC 18), unholy blight (DC 19); 3/day – acid fog, pox* (DC 21); 1/day – blasphemy (DC 22), unholy aura (DC 23). Caster level 15th. The save DC’s are Charisma-based.
Summon Yugoloths (Sp): Once per day, a putraloth can attempt to summon another putraloth with a 40% chance of success. This is the equivalent of an 8th-level spell.

Skills: Due to the pus and fluids that constantly ooze from their putrid flesh, putraloths have a +4 racial bonus on Escape Artist checks and checks to escape from a grapple.

* See Book of Vile Darkness (pg. 101) or Lords of Madness (pg. 213)
SHADOLOTH
Medium Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 15d8+75 (142 hp)

Initiative: +14

Speed: 50 ft (10 squares)

Armor Class: 30 (+10 Dex, +5 natural, +5 deflection), touch 25, flat-footed 20

Base Attack/Grapple: +15/+22

Attack: Claw +25 melee (2d6+3 plus poison) or spines +25 ranged (2d4+3 plus poison)

Full Attack: 4 claws +25 melee (2d6+3 plus poison) and bite +23 melee (1d8+1) and tail slap +23 melee (1d6+1) or spines +25 ranged (2d4+3 plus poison)

Space/Reach: 5 ft./5 ft.

Special Attacks: Poison, sneak attack +7d6, spell-like abilities, spines, summon shadows
Special Qualities: Cloak of shadows, damage reduction 15/good, darkvision 60 ft., immunity to acid and poison, improved evasion, resistance to cold 10 and electricity 10 and fire 10, see in darkness, spell resistance 28, spider climb, telepathy 100 ft., true seeing, uncanny dodge

Saves: Fort +14, Ref +19, Will +15

Abilities: Str 17, Dex 31, Con 21, Int 22, Wis 22, Cha 22

Skills: Balance +30, Bluff +28, Concentration +23, Diplomacy +26, Disguise +24 (+26 when acting), Escape Artist +28, Hide +38, Jump +23, Knowledge (the planes) +24, Listen +24, Move Silently +28, Sense Motive +10, Spot +24, Tumble +30, Use Magic Device +24

Feats: Combat Expertise, Dodge, Improved Feint, Improved Initiative, Multiattack, Weapon Finesse

Environment: Bleak Eternity of Gehenna

Organization: Solitary

Challenge Rating: 17

Treasure: Double coins; standard items

Alignment: Always neutral evil

Advancement: 16-30 HD (Medium); 31-45 HD (Large)

This creature is roughly humanoid in appearance, except for its four muscular looking arms and arachnid-like head. A long, reptilian tail issues out of the creature’s back and onto the ground.  Small barbed spines cover the creature’s back and run down its arms.  Its clawed, four-fingered hands drip with a viscous substance.

The shadoloths are the elite spies and assassins in the yugoloth hierarchy. They often take on special missions from the arcanaloths and ultroloths, which usually involves eliminating rivals, making decisive strikes against Blood War targets, or (very rarely) killing power mages on the Material Plane.

Shadoloths stand about 7 feet tall and weigh roughly 250 pounds.

COMBAT
Shadoloths are quick and deadly opponents. They rarely stand up and fight against their enemies, preferring to strike from the shadows and retreat. They often use their veil spell-like ability to full effect and try and gauge an opponent’s strength before striking.  

However, because shadoloths are charged with very secretive and very important missions, they have no ability to summon others of their kind. They can, however, summon shadows instead.

A shadoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Cloak of Shadows (Su): A shadoloth is always shrouded in a cloak of insubstantial shadowstuff, which grants it a +5 deflection bonus to Armor Class and a +10 circumstance bonus on Hide checks. Not even a daylight spell can snuff out these supernatural shadows.
Poison (Ex): A shadoloth delivers its poison (Fort DC 22) with each successful claw or spine attack. Initial and secondary damage are the same (1d6 Str). The save DC is Constitution based.

See in Darkness (Su): A shadoloth sees perfectly in darkness of any kind, even that created by deeper darkness spells.

Sneak Attack (Ex): Anytime a shadoloth’s target is denied a Dexterity bonus, or when a target is flanked by a shadoloth, the shadoloth deals an additional 7d6 points of damage on a successful attack. The shadoloth flanks as a 13th level rogue.
Spell-Like Abilities: At will – acid fog, deeper darkness, desecrate, detect good, dimension door, freedom of movement, greater dispel magic, greater teleport (self plus 50 pounds of objects only), haste, polymorph (self only), veil (DC 22); 3/day – power word blind; 1/day – blasphemy (DC 23), unholy aura (DC 24). Caster level 15th. The save DC’s are Charisma based.

Spider Climb (Su): A shadoloth is constantly under the effect of a spider climb spell (caster level 15th). It can pause or resume this effect as a free action on its turn.

Spines (Ex): A shadoloth’s arms and back are lined with small barbed spines. As a standard action, it can launch a spine as a ranged attack with a range of 80 ft. (no range increment). The spines that are launched grow back immediately.

Additionally, anyone grappling the shadoloth automatically takes spine and poison damage each round.

Summon Shadows (Sp): Once per day a shadoloth can automatically summon 1d6 shadows or 1 greater shadow. The shadows arrive instantaneously and remain for one hour. Any shadows spawned by the summoned shadows become uncontrolled when the shadow that created them is destroyed or returns from whence it came. This is the equivalent of an 8th-level spell.

True Seeing (Su): Shadoloths have a continuous true seeing ability, as the spell (caster level 15th).  

Uncanny Dodge (Ex): A shadoloth retains its Dexterity bonus to Armor Class even when caught flat-footed or struck by an invisible attacker, and it cannot be flanked except by a rogue of 17th-level or higher. 

Skills: A shadoloth has a +4 racial bonus on Bluff and Sense Motive checks.

ULTROLOTH 

Medium Outsider (Evil, Extraplanar, Yugoloth)

Hit Dice: 18d8+126 (207 hp)

Initiative: +14

Speed: 40 ft. (8 squares)

Armor Class: 38 (+10 Dex, +10 natural, +8 profane), touch 28, flat-footed 28
Base Attack/Grapple: +18/+22

Attack: +3 unholy longsword +25 melee (1d8+7/19-20 plus 2d6 unholy)

Full Attack: +3 unholy longsword +25/+20/+15/+10 melee (1d8+7/19-20 plus 2d6 unholy)
Space/Reach: 5ft./5ft.

Special Attacks: Fear aura, spell-like abilities, summon yugoloths, weakness gaze

Special Qualities: Damage reduction 15/good and silver, darkvision 60 ft., fast healing 4, immunity to acid and poison, profane aura, resistance to cold 10 and electricity 10 and fire 10, spell resistance 31, telepathy 100 ft., true seeing

Saves: Fort +18, Ref +21, Will +20

Abilities: Str 19, Dex 31, Con 25, Int 28, Wis 28, Cha 28

Skills: Balance +22, Bluff +30, Concentration +28, Diplomacy +24, Escape Artist +31, Hide +31, Intimidate +32, Jump +8, Knowledge (arcana) +30, Knowledge (the planes) +30, Knowledge (religion) +30, Listen +30, Move Silently +31, Search +30, Sense Motive +30, Spot +30, Spellcraft +32 (+34 when deciphering scrolls), Tumble +31, Use Magic Device +30 (+32 when using scrolls)

Feats: Combat Expertise, Dodge, Empower Spell-like Ability (enervation), Improved Initiative, Quicken Spell-like Ability (unholy blight), Violate Spell-Like Ability (wall of fire), Weapon Focus (ray)
Environment: Bleak Eternity of Gehenna

Organization: Solitary, pair, or squad (1-2 ultroloths, 1-3 nycaloths, 2-5 piscoloths, and 2-5 mezzoloths)

Challenge Rating: 20

Treasure: Standard coins; double goods; standard items plus +3 unholy longsword
Alignment: Always neutral evil

Advancement: 19-36 HD (Medium); 37-54 (Large)

Before you stands a thin, emaciated creature with a large insectile head, mottled gray skin, and a pair of bulbous eyes that swirl with color. Despite its frail appearance you can feel raw, malevolent power emanating from it.

Ultroloths are the generals and officers of the yugoloth armies. They lead the troops and disrupt enemy plans, all while scheming amongst themselves.

Ultroloths are around 7 feet tall and weigh about 180 pounds.  

COMBAT

Ultroloths, being fairly weak physically (compared to other fiends, of course) usually try to stay out of melee and hammer their foes with their spell-like abilities. If forced into melee, an ultroloth will only rarely fall back on its +3 unholy longsword as most of the time it will teleport away to safety.

An ultroloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Fear Aura (Su): Ultroloths can radiate a 20-foot-radius fear aura as a free action.  Affected creatures must succeed on a DC 28 Will save or be affected as though by a fear spell (caster level 20th). A creature that successfully saves cannot be affected again by the same ultroloth’s fear aura for 24 hours. Other yugoloths are immune to this aura. The save DC is Charisma based.

Profane Aura (Su): An ultroloth is constantly surrounded by an aura of ineffable evil, granting it a +8 profane bonus to its armor class. The ultroloth can resume or suppress this ability as a free action on its turn.

Spell-Like Abilities: At will – blasphemy (DC 26), deeper darkness, desecrate, detect good, dispel good (DC 24), dominate monster (DC 29), enervation (DC 23), feeblemind (DC 25), greater dispel magic, greater scrying (DC 26), greater teleport (self plus 50 pounds of objects only), polymorph (self only), power word stun, suggestion (DC 23), unholy blight (DC 23), wall of fire; 3/day – disintegrate (DC 25), geas/quest, mass suggestion (DC 26), unholy aura (DC 27); 1/day – destruction (DC 26), horrid wilting (DC 27). Caster level 20th. The save DC’s are Charisma based.

Weakness Gaze (Su): Range 60 ft., Fort DC 28 negates. An ultroloth can sap the very strength from an opponent’s body merely by looking at them. Those who fail their saves take 1d4 points of Strength and Dexterity damage. A creature that successfully saves cannot be affected again by the same ultroloth’s weakness gaze for 24 hours. The save DC is Charisma based.

Summon Yugoloths (Sp): Once per day an ultroloth can automatically summon 2d8 skereloths, 1d6 mezzoloths, or 1 shadoloth, or nycaloth. This ability is the equivalent of a 9th-level spell.

True Seeing (Su): Ultroloths have a continuous true seeing ability, as the spell (caster level 20th).  

YAGNOLOTH
Large Outsider (Evil, Extraplanar, Yugoloth)
Hit Dice: 13d8+78 (136 hp)

Initiative: +6

Speed: 50 ft. (10 squares) 

Armor Class: 25 (-1 size, +2 Dex, +14 natural), touch 11, flat-footed 23

Base Attack/Grapple: +13/+27

Attack: Slam +23 melee (2d6+10 plus 1d8 electricity)

Full Attack: +1 longsword +14/+9/+4 melee (2d6+1) and Slam +23 melee (2d6+10 plus 1d8 electricity)

Space/Reach: 10 ft./10 ft. (15 ft. with slam)

Special Attacks: Breath weapon, energy drain, spell-like abilities, stunning blow

Special Qualities: Damage reduction 10/good, darkvision 60 ft., fast healing 2, immunity to acid and poison, muscular arm, resistance to cold 10, electricity 10, and fire 10, spell resistance 22, telepathy 100 ft.

Saves: Fort +14, Ref +10, Will +10

Abilities: Str 31, Dex 15, Con 23, Int 14, Wis 14, Cha 16

Skills: Bluff +19, Climb +26, Diplomacy +23, Intimidate +21, Jump +18, Knowledge (the planes) +18, Knowledge (nobility) +18,  Listen +18, Search +18, Spot +18, Survival +18 (+22 tracking)

Feats: Cleave, Improved Initiative, Improved Sunder, Power Attack, Weapon Focus (slam)

Environment: Bleak Eternity of Gehenna

Organization: Solitary

Challenge Rating: 12

Treasure: Standard coins plus +1 longsword
Alignment: Always neutral evil

Advancement: 14-26 HD (Large); 27-39 HD (Huge)

This large, red skinned creature possesses a long, snakelike tail and a skeletal head topped with ears that resemble bat wings. One of its arms is massively long and muscular, while the other is about the size of a normal, human arm.
In the nonsensical feudal hierarchy of Gehenna, the yagnoloths are the minor lords.  Even though they are no smarter or stronger than many of the other yugoloths, they still rule over fairly large territories with multitudes of vassal yugoloths at their beck and call. However, because of this yagnoloths are universally despised by other yugoloths and as such, possess no summoning abilities.

Yagnoloths are between 10 to 15 feet tall and around 3,500 pounds.

COMBAT
Despite their limited magical abilities, yagnoloths are fearsome in melee combat. They wade into their opponents, slashing with their +1 longswords and sundering any weapons that cause them harm, with their slam attacks.

A yagnoloth’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction. Plus, its slam attack is also treated as adamantine for the purpose of overcoming damage reduction and hardness.

Breath Weapon (Su): As a standard action, a yagnoloth can exhale a 30-foot cone of acidic gas, once every 1d4 rounds, dealing 6d6 acid damage (Ref DC 22 half). Additionally, those who fail the Reflex save must make a Fort save (DC 22) or take –2 penalty on all attack rolls, damage rolls, ability checks and skill checks from burning acid for the next 2d6 rounds. The save DC’s are Constitution based.

Energy Drain (Su): As a standard action, a yagnoloth can fire a thin, red beam from its forehead, with a range of 60 ft. (no range increment) and must succeed at a ranged touch attack to hit. This beam otherwise functions as an enervation spell (Caster level 13th).

Muscular Arm (Ex): A yagnoloth’s larger arm functions as a primary natural weapon, even when it is used to make secondary attacks. This ability is negates any secondary attack penalty and allows the yagnoloth its full Strength bonus with its slam, whether the attack is primary or secondary. Its large arm is also treated as an adamantine weapon for the purpose of overcoming damage reduction and hardness.

Additionally, a yagnoloth’s smaller arm is treated as if it had Strength of 10, for the purposes of damage and to-hit rolls.

Spell-Like Abilities: At will - desecrate, detect good; 2/day – greater teleport (self plus 50 pounds of objects only). Caster level 13th.

Stunning Blow (Ex): Three times per day, a yagnoloth can make a stunning attack with its slam.  When an opponent is hit by the stunning attack, it must make a Fort save (DC 26) or be stunned for 6 rounds (or a number of rounds equal to the yagnoloth’s Constitution modifier, minimum 1 round). The save DC is Strength based.

GUARDIAN YUGOLOTHS

The guardian yugoloths were created by the true yugoloths. No yugoloth wants to be called from its business by some upstart, petty mortal, so they created the guardian yugoloths to serve as planar summoning stock. The guardian yugoloths possess none of the plethora of abilities common to the true yugoloths, but neither are they explicitly evil. Neutral guardians are highly common, although the more powerful guardian yugoloths seem more disposed towards evil.

Guardian yugoloths can be encountered anywhere, although their plane of origin is Gehenna. Most are found in the abodes of mortal wizards, but others can be found on other planes serving other yugoloths, demons, or devils.
GUARDIAN YUGOLOTH, GREATER
Large Outsider (Evil, Extraplanar)
Hit Dice: 12d8+72 (126 hp)

Initiative: +8
Speed: 40 ft. (8 squares), fly 80 ft. (average)

Armor Class: 25 (-1 size, +4 Dex, +12 natural), touch 13, flat-footed 21
Base Attack/Grapple: +12/+23
Attack: Bite +18 melee (2d6+7)
Full Attack: Bite +18 melee (2d6+7) and 2 claws +16 melee (1d6+3) and 2 wing slashes +16 melee (1d4+3) and horn gore +16 melee (2d6+3)
Space/Reach: 10 ft./10 ft.

Special Attacks: Breath weapon, improved grab, powerful charge 3d8+10, spell-like abilities
Special Qualities: Damage reduction 10/good, darkvision 60 ft., immunities, low-light vision, scent, spell resistance 23
Saves: Fort +14, Ref +12, Will +12
Abilities: Str 25, Dex 19, Con 23, Int 16, Wis 18, Cha 16
Skills: Bluff +18, Concentration +21, Diplomacy +22, Hide +19, Jump +26, Intimidate +26, Listen +25, Move Silently +19, Sense Motive +21, Spot +25, Swim +22
Feats: Cleave, Flyby Attack, Improved Initiative, Quicken Spell-Like Ability (suggestion), Power Attack
Environment: Bleak Eternity of Gehenna
Organization: Solitary
Challenge Rating: 12
Treasure: None except guarded treasure (usually an item of 15,000 gp or more)
Alignment: Usually neutral evil

Advancement: 9-16 HD (Medium); 17-27 HD (Large)

This strange creature has the body of a bear and the talons of an eagle.  Two furred wings jut from its back and a pair of curved rams horns sit upon its head. Its eyes glow a feral red and saliva drips from its massive canines.
The greater guardian yugoloths are the most powerful, and thankfully, the rarest of their kind.  They are also the most thoroughly evil and seek to bend the words of their mortal masters against them. They serve only as long as doing so would benefit themselves, although particularly powerful individuals have been known to cow the guardians into servitude.

Greater guardian yugoloths stand about 9 feet tall and weigh 800 pounds.

COMBAT
Greater guardian yugoloths are usually found guarding only the most expensive of items.  Despite their generally evil dispositions, they will never steal or destroy the item they are made to guard. They generally try to lure unsuspecting mortals close with their [i]suggestion[/i] ability before letting loose with their breath weapon.

A greater yugoloth guardian’s natural weapons, as well as any weapons it wields, are treated as evil-aligned for the purpose of overcoming damage reduction.

Breath Weapon (Su): A greater guardian yugoloth can unleash either a 60 ft. cone or a 100 ft. line of energy once every 2d4 rounds. The energy type varies, roll a 1d4 (1 acid, 2 cold, 3 fire, or 4 electricity). Once the energy type is chosen, it cannot be changed. The breath weapon deals 8d6 points of damage and those caught in the cone can attempt a Reflex save (DC 22) for half damage. The save DC is Constitution based.

Immunities: Greater yugoloth guardians are immune to poison, spells that change or alter its shape (polymorph), mind-affecting spells and effects, paralysis, the same energy type as its breath weapon and an additional energy type chosen randomly (1 acid, 2 fire, 3 cold, or 4 electricity). If you roll the same energy type as its breath weapon, then roll again. Once the energy type is chosen it cannot be changed.
Improved Grab (Ex): To use this ability, a greater guardian must hit a Large or smaller creature with its claw attack. It can then attempt to start a grapple as a free action without provoking an attack of opportunity.
Powerful Charge (Ex): A greater guardian yugoloth typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play. In addition to the normal benefits and hazards of a charge, this allows the creature to make a single horn gore attack with a +18 attack bonus that deals 3d8+10 points of damage.
Spell-Like Abilities: At will – suggestion (DC 16); 1/day – symbol of fear (DC 19). Caster level 14th. The save DC is Charisma based.
Skills: Greater guardian yugoloths have a +6 racial bonus on Intimidate, Listen, and Spot checks.
GUARDIAN YUGOLOTH, LEAST
Medium Outsider (Extraplanar)
Hit Dice: 5d8+20 (42 hp)
Initiative: +6
Speed: 40 ft. (8 squares)

Armor Class: 17 (+2 Dex, +5 natural), touch 12, flat-footed 15

Base Attack/Grapple: +4/+7
Attack: Bite +7 melee (1d6+3)

Full Attack: Bite +7 melee (1d6+3) and 2 claws +2 melee (1d4+1) and horn gore +2 melee (1d8+1)
Space/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, powerful charge 2d6+4
Special Qualities: Damage reduction 5/magic, darkvision 60 ft., immunities, low-light vision, scent, spell resistance 15

Saves: Fort +8, Ref +6, Will +5
Abilities: Str 16, Dex 14, Con 19, Int 10, Wis 12, Cha 12
Skills: Bluff +9, Diplomacy +13, Hide +10, Intimidate +11, Jump +7, Listen +11, Move Silently +10, Sense Motive +13, Spot +11
Feats: Improved Initiative, Power Attack
Environment: Bleak Eternity of Gehenna
Organization: Solitary

Challenge Rating: 4

Treasure: None except guarded treasure (usually an item of 4,000 gp or less)
Alignment: Usually neutral

Advancement: 6-10 HD (Medium); 11-15 HD (Large)
This strange creature resembles something like a bipedal, horned toad. Its skin is covered in dull, hardened scales and its long arms end in large talons.
Most least guardian yugoloths tend toward neutrality rather than evil and most have varying forms, although the seemingly most common form is that of a human-sized, horned toad. Other forms are also possible.
Least guardian yugoloths (usually) stand about 6 feet tall and weigh 260 pounds.

COMBAT
Least guardian yugoloths are usually relegated to guard duty of some sort. Least guardians usually guard potent treasures or items, but nothing extravagant.  They attend to their duties with a fierce devotion despite their fiendish origins.

A least yugoloth guardian’s natural weapons, as well as any weapons it wields, are treated as magic for the purpose of overcoming damage reduction.
Breath Weapon (Su): A least guardian can unleash a 30 ft. cone of energy once every 2d4 rounds. The energy type varies, roll a 1d4 (1 acid, 2 cold, 3 fire, or 4 electricity). Once the energy type is chosen, it cannot be changed. The breath weapon deals 3d6 points of damage and those caught in the cone can attempt a Reflex save (DC 16) for half damage. The save DC is Constitution based.

Immunities: Least yugoloth guardians are immune to poison, spells that change or alter its shape (polymorph), mind-affecting spells and effects, paralysis, and the same energy type as its breath weapon.

Powerful Charge (Ex): A least yugoloth typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play. In addition to the normal benefits and hazards of a charge, this allows the creature to make a single horn gore attack with a +7 attack bonus that deals 2d6+4 points of damage.

Skills: Least guardian yugoloths have a +2 racial bonus on Listen, Sense Motive, and Spot checks.
GUARDIAN YUGOLOTH, LESSER
Medium Outsider (Extraplanar)
Hit Dice: 8d8+40 (76 hp)

Initiative: +7
Speed: 40 ft. (8 squares)
Armor Class: 20 (+3 Dex, +7 natural), touch 13, flat-footed 17
Base Attack/Grapple: +8/+13
Attack: Bite +13 melee (1d8+5)
Full Attack: Bite +13 melee (1d8+5) and 2 claws +11 melee (1d4+2) and horn gore +11 melee (1d8+2)
Space/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, powerful charge 3d6+7
Special Qualities: Damage reduction 10/magic, darkvision 60 ft., immunities, low-light vision, scent, spell resistance 18
Saves: Fort +11, Ref +9, Will +9
Abilities: Str 21, Dex 17, Con 21, Int 14, Wis 16, Cha 14
Skills: Bluff +13, Diplomacy +17, Hide +14, Jump +20, Intimidate +15, Listen +18, Move Silently +14, Sense Motive +20, Spot +18, Swim +16
Feats: Improved Initiative, Multiattack, Power Attack
Environment: Bleak Eternity of Gehenna
Organization: Solitary
Challenge Rating: 7

Treasure: None except guarded treasure (usually an item of 10,000 gp or less)
Alignment: Usually neutral (with evil tendencies)
Advancement: 8-16 HD (Medium); 17-24 HD (Large)
Standing before is a grotesque, bipedal boar. Sharp, curved horns jut from its head and instead of hands, it bears a pair of talons.
Lesser guardians are usually neutral, but a few have a sadistic, evil streak.  No one is sure why the least guardians are almost entirely free of the taint of evil, but some speculate that it may just be an effect of their creation at the hands of the yugoloths.  Others speculate that the yugoloths made them this way intentionally.

Lesser guardians stand about 6 feet tall and weigh 400 pounds.

COMBAT
Lesser guardian yugoloths usually guard single items of great wealth, though they may guard small hoards of treasure. They also possess the same fierce devotion that seems to run through the veins of the least guardians.
A lesser yugoloth guardian’s natural weapons, as well as any weapons it wields, are treated as magic for the purpose of overcoming damage reduction. An evil lesser guardians’ natural weapons, as well as any weapons it wields, are treated as evil-aligned and magic for the purpose of overcoming damage reduction.
Breath Weapon (Su): A lesser guardian can unleash a 40 ft. cone of energy once every 2d4 rounds. The energy type varies, roll a 1d4 (1 acid, 2 cold, 3 fire, or 4 electricity). Once the energy type is chosen, it cannot be changed. The breath weapon deals 5d6 points of damage and those caught in the cone can attempt a Reflex save (DC 19) for half damage. The save DC is Constitution based.

Immunities: Lesser yugoloth guardians are immune to poison, spells that change or alter its shape (polymorph), mind-affecting spells and effects, paralysis, and the same energy type as its breath weapon.

Powerful Charge (Ex): A lesser yugoloth typically begins a battle by charging at an opponent, lowering its head to bring its mighty horns into play. In addition to the normal benefits and hazards of a charge, this allows the creature to make a single horn gore attack with a +13 attack bonus that deals 3d6+7 points of damage.

Skills: Lesser guardian yugoloths have a +4 racial bonus on Listen, Sense Motive, and Spot checks.

