Wight










   CR 3

LE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +11

Defense

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)

Hp 26 (4d8+8)

Fort +3, Ref +2, Will +5

Defensive Abilities undead traits

Weaknesses resurrection vulnerability

Offense

Speed 30 ft.

Melee slam +4 (1d4+1 plus energy drain)

Special Attacks create spawn, energy drain (1 level, DC 14)

Statistics

Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 15

Base Atk +3; CMB +4; CMD 15

Feats Blind-Fight, Skill Focus (Perception)

Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +16; Racial Modifier +8 Stealth

Languages Common

SQ create spawn

Special Abilities

Create Spawn (Su) any humanoid creature that is slain by a Wight becomes a Wight itself in only 1d4 rounds. Spawn so created are less powerful than typical wights, and suffer a –2 penalty on all d20 rolls and checks, as well as –2 hp per HD. Spawn are under the command of the Wight that created them and remain enslaved until its death, at which point they lose their spawn penalties and become full fledged and free-willed wights. They do not possess any of the abilities they had in life.

Resurrection Vulnerability (Su) A raise dead or similar spell cast on a Wight destroys it (Will negates). Using the spell in this way does not require a material component.
Energy Drain (Su) This attack saps a living opponent’s vital energy and happens automatically when a melee or ranged attack hits. Each successful energy drain bestows one or more negative levels. If an attack that includes an energy drain scores a critical hit, it bestows twice the listed number of negative levels. Unless otherwise specified in the creature’s description, a draining creature gains temporary hit points for each negative level it bestows on an opponent. These temporary hit points last for a maximum of 1 hour. Negative levels remain until 24 hours have passed or until they are removed with a spell, such as restoration. If a negative level is not removed before 24 hours have passed, the affected creature must attempt a Fortitude save (DC 10 + 1/2 draining creature’s racial HD + draining creature’s Cha modifier; the exact DC is given in the creature’s descriptive text). On a success, the negative level goes away with no harm to the creature. On a failure, the negative level becomes permanent. A separate saving throw is required for each negative level.
Bathed in sickly green flames, this insubstantial specter of a beautiful young woman floats just off the ground. 

Witchfire CR 9
XP 6,400

CE Medium undead (incorporeal) 

Init +10; Senses darkvision 60 ft.; Perception +16

Defense

AC 24, touch 24, flat-footed 17 (+7 deflection, +6 Dex, +1 dodge)

hp 115 (10d8+70)

Fort +10, Ref +11, Will +10

Defensive Abilities incorporeal, witchflame, Immune fire, undead traits 

Offense

Speed fly 50 ft. (perfect)

Melee incorporeal touch +13 (8d6 fire plus witchflame)

Ranged witchflame bolt +13 (8d6 fire plus witchflame) 

Spell-Like Abilities (CL 9th; concentration +16)

At will—dancing lights, disguise self, ghost sound (DC 17), invisibility, pyrotechnics (DC 19), ray of enfeeblement (DC 18)

1/day—summon (level 4, 2 will-o'-wisps 50%)

Statistics

Str —, Dex 22, Con —, Int 17, Wis 16, Cha 25

Base Atk +7; CMB +13; CMD 31

Feats Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes, Mobility
Skills Bluff +17, Fly +14, Intimidate +20, Knowledge (any two) +13, Perception +16, Sense Motive +16, Stealth +19

Languages Auran, Common, Giant

SQ sound mimicry (animal noises)

Special Abilities

Witchflame (Su) Any creature damaged by the incorporeal touch or ranged bolt attacks of a witchfire must succeed on a DC 22 Will save or become engulfed in sickly green flames. While these eerie flames deal no additional damage, the affected creature glows as per faerie fire and becomes sickened. While under the effects of the witchflame, the victim gains vulnerability to fire and takes half again as much damage (+50%) from fire attacks of any sort. This effect persists for 10 minutes. The supernatural flames can only be extinguished before this duration expires by a break enchantment, miracle, remove curse, or wish spell—the effective caster level of the witchflame is equal to the witchfire's HD (CL 10th for most witchfires). Any creature entering the same square as a witchfire or striking it with a melee attack must succeed on a DC 22 Will save or begin burning with witchflame, even if the attack would not otherwise harm the witchfire because of its incorporeal nature. A bolt of witchflame has a range of 60 feet with no range increment. The save DCs are Charisma-based.
Dagagal (Tier 5/6)

Male wayang evoker 8 (Pathfinder Campaign Setting: Dragon Empires Gazetteer 13)

NE Small humanoid (wayang)

Init +3; Senses darkvision 60 ft.; Perception +6

DEFENSE

AC 19, touch 15, flat-footed 16 (+4 armor, +1 deflection, +3 Dex, +1 size)

hp 54 (8d6+24)

Fort +5, Ref +7, Will +8; +2 vs. spells of the shadow subschool

OFFENSE

Speed 20 ft.

Melee mwk dagger +5 (1d3–1/19–20)

Special Attacks intense spells +4

Spell-Like Abilities (CL 8th; concentration +8)

1/day—ghost sound (DC 10), pass without trace, ventriloquism (DC 11)

Arcane School Spell-Like Abilities (CL 8th; concentration +12)

At Will—elemental wall (8 rounds/day)

7/day—force missile (1d4+4)

Evoker Spells Prepared (CL 8th; concentration +12)

4th—ice storm, silent lightning bolt (DC 19), silent major image (DC 17), shout (DC 20)

3rd—displacement, fly, lightning bolt (DC 19), slow (DC 17), wind wall

2nd—blur, gust of wind (DC 18), invisibility, minor image (DC 16), scorching ray

1st—alarm, burning hands (DC 17), mage armor, magic missile, shocking grasp, shield

0 (at will)—detect magic, mage hand, ray of frost, read magic, resistance

Opposition Schools Necromancy, Transmutation

TACTICS

Before Combat Dagagal casts mage armor at the start of every day.

During Combat Dagagal’s favorite tactic is to cast fly and then invisibility. He can cast major image silently without losing his invisibility to project an image of himself, gathering his opponents into formation for a well-placed ice storm or lightning bolt spell.

Morale Dagagal attempts to flee if he is reduced to 16 or fewer hit points.

STATISTICS

Str 8, Dex 16, Con 13, Int 18, Wis 10, Cha 11

Base Atk +4; CMB +2; CMD 16

Feats Combat Casting, Greater Spell Focus (evocation), Scribe Scroll, Silent Spell, Spell Focus (evocation), Toughness

Skills Fly +12, Knowledge (arcana) +15, Knowledge (local) +15, Knowledge (planes) +15, Perception +6, Spellcraft +15, Stealth +17; Racial Modifiers +2 Perception, +2 Stealth

Languages Aklo, Common, Minkaian, Tien, Wayang

SQ arcane bond (object [dagger]), light and dark, shadow magic

Combat Gear potions of cure moderate wounds (2), potion of invisibility, wand of glitterdust (10 charges); Other Gear masterwork dagger, cloak of resistance +2, ring of protection +1, spell component pouch

SPECIAL ABILITIES

Light and Dark (Su) Once per day as an immediate action, a wayang can treat positive energy and negative energy effects as if the wayang were an undead creature, taking damage from positive energy and healing from negative energy. This ability lasts for 1 minute once activated.

Shadow Magic (Ex) Wayang add +1 to the DC of any saving throws against spells of the shadow subschool that they cast. Shadow Resistance (Ex) Wayangs get a +2 racial saving throw bonus against spells of the shadow subschool.
Dagagal (Tier 8/9)

Male wayang evoker 11 (Pathfinder Campaign Setting: Dragon Empires Gazetteer 13)

NE Small humanoid (wayang)

Init +3; Senses darkvision 60 ft.; Perception +8

DEFENSE

AC 21, touch 17, flat-footed 17 (+4 armor, +2 deflection, +3 Dex, +1 dodge, +1 size)

hp 74 (11d6+33)

Fort +6, Ref +10, Will +9; +2 vs. spells of the shadow subschool

OFFENSE

Speed 20 ft.

Melee +1 dagger +6 (1d3/19–20)

Special Attacks intense spells +5

Spell-Like Abilities (CL 11th; concentration +11)

1/day—ghost sound (DC 10), pass without trace, ventriloquism (DC 11)

Arcane School Spell-Like Abilities (CL 11th; concentration +15)

At Will—elemental wall (11 rounds/day)

7/day—force missile (1d4+5)

Evoker Spells Prepared (CL 11th; concentration +15)

6th— chain lightning (DC 22), quickened invisibility

5th—quickened burning hands (DC 17), interposing hand, telekinesis

4th—greater invisibility, ice storm, silent lightning bolt (DC 19), silent major image (DC 17), shout (DC 20)

3rd—dispel magic, displacement, fly, lightning bolt (DC 19), slow (DC 17), wind wall

2nd—blur, gust of wind (DC 18), invisibility, minor image (DC 16), scorching ray
1st—alarm, burning hands (DC 17), mage armor, magic missile, shocking grasp, shield

0 (at will)—detect magic, mage hand, ray of frost, read magic, resistance

Opposition Schools Necromancy, Transmutation

TACTICS

Before Combat Dagagal casts mage armor at the start of every day. If given sufficient time to prepare, he also casts shield, fly, and greater invisibility.

During Combat Dagagal’s favorite tactic is to cast fly and greater invisibility to harass the party from above. If push comes to shove, Dagagal can use telekinesis to throw a PC down the hill at A9.

Morale Dagagal attempts to flee if he is reduced to 22 or fewer hit points.

STATISTICS

Str 8, Dex 16, Con 13, Int 18, Wis 10, Cha 11

Base Atk +5; CMB +3; CMD 19

Feats Combat Casting, Dodge, Greater Spell Focus (evocation), Lightning Reflexes, Quicken Spell, Scribe Scroll, Silent Spell, Spell Focus (evocation), Toughness

SQ arcane bond (object [dagger]), light and dark, shadow magic

Combat Gear potion of cure moderate wounds, potion of invisibility, wand of acid arrow (5 charges), wand of glitterdust (10 charges); Other Gear +1 dagger, cloak of resistance +2, ring of protection +2, spell component pouch, 9 pp, 8 gp

SPECIAL ABILITIES

Light and Dark (Su) Once per day as an immediate action, a wayang can treat positive energy and negative energy effects as if the wayang were an undead creature, taking damage from positive energy and healing from negative energy. This ability lasts for 1 minute once activated.

Shadow Magic (Ex) Wayang add +1 to the DC of any saving throws against spells of the shadow subschool that they cast. Shadow Resistance (Ex) Wayangs get a +2 racial saving throw bonus against spells of the shadow subschool.
Horrid shapes form within this cloying green mist, which pulses sporadically and with seeming voracity.

Hungry Fog CR 6
XP 2,400

N Huge ooze

Init –3; Senses blindsight 60 ft.; Perception –5

Aura bewitching brume (10 ft., DC 8)

Defense

AC 5, touch 5, flat-footed 5 (–3 Dex, –2 size)

hp 59 (7d8+28)

Fort +6, Ref –1, Will –3

Defensive Abilities gaseous, negative energy affinity; DR 10/magic; Immune acid, electricity, ooze traits, sonic; Resist cold 10

Weaknesses vulnerable to wind

Offense

Speed fly 15 ft. (perfect)

Melee +5 touch (6d6 negative energy)

Space 15 ft.; Reach 15 ft.

Special Attacks enveloping mists (DC 17, 3d6 negative energy and staggered)

Statistics

Str ​—, Dex 4, Con 18, Int —, Wis 1, Cha 1

Base Atk +5; CMB +5; CMD 12 (can't be tripped)

Special Abilities

Bewitching Brume (Su) Any creature within 10 feet of a hungry fog or currently being affected by its enveloping mists must succeed on a DC 8 Will save at the start of that creature's turn or become shaken for 1 round at the half-glimpsed shapes of phantoms floating within the fog. This is a mind-affecting fear effect. The save DC is Charisma-based.

Enveloping Mists (Ex) A hungry fog can engulf foes (see Universal Monster Rules in the Appendices). A creature engulfed by a hungry fog does not gain the pinned condition and may move normally—such a creature is not in danger of suffocating, but as long as it begins its turn engulfed, it is staggered in addition to the damage the attack causes. The save DC to avoid the enveloping mists is Constitution-based.

Gaseous (Ex) A hungry fog has a body composed of eerie mist. It can pass through small holes or narrow openings, even mere cracks, but cannot enter water or other liquid. It has no Strength score, and cannot manipulate objects as a result.

Vulnerable to Wind (Ex) A hungry fog is treated as a Tiny creature for the purposes of determining the effects high wind has upon it.

Fallen Mercenaries (Tier 5/6)
Human skeletal champion warrior 5 (Pathfinder RPG Bestiary 252)

LE Medium undead

Init +6; Senses darkvision 60 ft.; Perception +8

DEFENSE

AC 21, touch 12, flat-footed 19 (+6 armor, +2 Dex, +2 natural, +1 shield)

hp 41 each (7 HD; 2d8+5d10+5)

Fort +4, Ref +3, Will +4

Defensive Abilities channel resistance +4; DR 5/bludgeoning;

Immune cold, undead traits

OFFENSE

Speed 20 ft.

Melee mwk katana +12/+7 (1d8+4/18–20)

STATISTICS

Str 18, Dex 14, Con —, Int 9, Wis 10, Cha 11

Base Atk +6; CMB +10; CMD 22

Feats Combat Reflexes, Exotic Weapon Proficiency (katana), Improved Initiative, Power Attack, Step Up, Weapon Focus (katana)

Skills Intimidate +8, Perception +8, Sense Motive +8, Stealth +2

Languages Minkaian

Gear +1 horn lamellar*, light steel shield, masterwork katana*

* See Ultimate Combat.
Fallen Mercenaries (Tier 8/9)
Human skeletal champion fighter 10 (Pathfinder RPG Bestiary 252)

LE Medium undead

Init +7; Senses darkvision 60 ft.; Perception +14

DEFENSE

AC 25, touch 14, flat-footed 21 (+6 armor, +3 Dex, +1 dodge, +2 natural, +3 shield)

hp 98 each (12 HD; 2d8+10d10+34)

Fort +12, Ref +7, Will +8; +3 vs. fear 

Defensive Abilities bravery +3, channel resistance +4; DR 5/bludgeoning; Immune cold, undead traits

OFFENSE

Speed 30 ft.

Melee +1 katana +21/+16/+11 (1d8+10/18–20) or mwk wakizashi +18/+13/+8 (1d6+6/18–20)

Special Attacks weapon training (heavy blades +2, light blades +1)

STATISTICS

Str 20, Dex 16, Con —, Int 10, Wis 12, Cha 14

Base Atk +11; CMB +16; CMD 30

Feats Cleave, Combat Reflexes, Dodge, Exotic Weapon Proficiency (katana), Great Fortitude, Greater Weapon Focus (katana), Improved Initiative, Intimidating Prowess, Power Attack, Shield Focus, Step Up, Vital Strike, Weapon Focus (katana), Weapon Specialization (katana)

Skills Intimidate +20, Perception +14, Sense Motive +14,

Stealth +13

Languages Minkaian

SQ armor training 2

Gear +1 horn lamellar*, +1 light steel shield, +1 katana*, masterwork wakizashi*, cloak of resistance +1

* See Ultimate Combat.
Kiyaga (Beheaded Familiar) (Tier 5/6)
Pathfinder Adventure Path #43 82

NE Tiny undead

Init +2; Senses darkvision 60 ft.; Perception +7

DEFENSE

AC 18, touch 14, flat-footed 16 (+2 Dex, +4 natural, +2 size)

hp 35 (8d8)

Fort +2, Ref +4, Will +6

Immune undead traits

OFFENSE

Speed fly 40 ft. (perfect)

Melee slam +6 (1d2)

TACTICS

During Combat Kiyaga floats toward the ceiling above the door, prepared to support Minasako as needed by delivering touch spells when it is most advantageous.

STATISTICS

Str 11, Dex 15, Con —, Int 9, Wis 11, Cha 10

Base Atk +4; CMB +4; CMD 14 (can’t be tripped)

Skills Fly +10, Intimidate +8, Knowledge (arcana) +5, Perception +7, Spellcraft +10

SQ Alertness, improved evasion, share spells, emphatic link, deliver hexes and touch spells, speak with master, speak with others of its kind
Kiyaga (Beheaded Familiar) (Tier 8/9)

Pathfinder Adventure Path #43 82

NE Tiny undead

Init +2; Senses darkvision 60 ft.; Perception +11

DEFENSE

AC 20, touch 14, flat-footed 18 (+2 Dex, +6 natural, +2 size)

hp 53 (11d8)

Fort +3, Ref +5, Will +7

Immune undead traits; SR 16

OFFENSE

Speed fly 40 ft. (perfect)

Melee slam +7 (1d2)

TACTICS

During Combat Kiyaga floats toward the ceiling above the door prepared to support Minasako as needed by delivering touch spells if required.

STATISTICS

Str 11, Dex 15, Con —, Int 11, Wis 11, Cha 10

Base Atk +5; CMB +4; CMD 14 (can’t be tripped)

Skills Fly +21, Intimidate +7, Knowledge (arcana) +9, Perception +11, Sense Motive +7, Spellcraft +14

SQ Alertness, improved evasion, share spells, emphatic link, deliver hexes and touch spells, speak with master, speak with others of its kind, spell resistance

Minisako Himiju (Tier 5/6)
Female human penanggalen witch 8 (Advanced Player’s Guide 65, Pathfinder RPG Bestiary 3 216)

LE Medium undead (augmented humanoid)

Init +4; Senses darkvision 60 ft.; Perception +14

DEFENSE

AC 21, touch 15, flat-footed 17 (+4 Dex, +1 insight, +6 natural)

hp 70 (8d6+40); fast healing 5

Fort +6, Ref +6, Will +10

Defensive Abilities channel resistance +4; DR 5/silver and slashing; Immune undead traits; Resist cold 10, fire 10

Weaknesses light sensitivity, penanggalen weaknesses

OFFENSE

Speed fly 60 ft. (good)

Melee bite +8 (1d6+4 plus disease), slam +8 (1d4+4 plus grab and wither)

Special Attacks blood drain (1d4 Constitution), create spawn, disease (DC 17, filth fever), hexes (DC 18; cackle, charm [2 steps, 4 rounds], evil eye [–4, 7 rounds], misfortune [2 rounds], slumber [8 rounds])

Witch Spells Prepared (CL 8th; concentration +12)

4th—black tentacles, enervation, spite*

3rd—bestow curse (DC 17), ray of exhaustion (DC 17), vampiric touch (×2)

2nd—blindness/deafness (DC 16), false life, glitterdust (DC 16), pox pustules* (DC 16)

1st—burning hands (DC 15), mage armor, obscuring mist, ray of enfeeblement (DC 15), reduce person (DC 15) 0 (at will)—bleed (DC 14), daze (DC 14), detect magic, touch of fatigue (DC 14)

Patron Plague

TACTICS

Before Combat If aware the PCs are coming sometime that day, Minasako casts spite (with vampiric touch) and mage armor. If she knows the PCs are close, she applies her dust of emulation to use her scroll without a chance of failure. Finally she may instruct her familiar, Kiyaga, to float above the door near the ceiling so that he might go unnoticed and surprise the PCs.

During Combat Minasako targets witches and females as a priority, but not to the exclusion of common sense. She uses spells and abilities that lower saving throws and AC (such as bestow curse and evil eye) to bring her blood drain and wither abilities to bear. Spells such as black tentacles and glitterdust provide crowd control, and her familiar can deliver both touch spells and hexes when required.

Morale She fights until destroyed to protect her lower half, but if it is destroyed she considers flight (out to the balcony if it is night) when reduced to 18 or fewer hit points.
Base Atk +4; CMB +8 (+12 grapple); CMD 22

Feats Ability Focus (wither), Eschew Materials, Flyby Attack, Improved Familiar, Iron Will

Skills Bluff +14, Craft (alchemy) +11, Diplomacy +8, Fly +16, Intimidate +12, Knowledge (arcana) +18, Knowledge (history) +15, Knowledge (local) +12, Knowledge (nature) +15, Perception +14, Profession (cook) +11, Sense Motive +10, Spellcraft +11, Stealth +12; Racial Modifiers +8 Bluff, +8 Fly, +8 Knowledge (arcana), +8 Perception, +8 Sense Motive, +8 Stealth

Languages Common, Minkaian, Sylvan, Tien, Vudrani

SQ separate, witch’s familiar (beheaded named Kiyaga)

Combat Gear dust of emulation*, scroll of protection from good; Other Gear

dusty rose prism ioun stone, 17 pp, 5 gp

SPECIAL ABILITIES

Create Spawn (Su) When a penanggalen slays a female humanoid via blood drain who had at least 10 Hit Dice in life, that slain humanoid rises as a manananggal at the next sunset. This manananggal is under the command of the penanggalen who created it, and remains enslaved until that penanggalen’s destruction. A penanggalen may have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit become free-willed undead.

Hexes (Su) A penanggalen witch can use one of her hexes at will on any creature within 30 feet. Using a hex is a standard action (unless otherwise noted) that does not provoke an attack of opportunity. See the Advanced Player’s Guide for specific hex descriptions.

Melee (Su) A penanggalen’s bite and slam attacks count as magical for the purposes of overcoming damage reduction. Penanggalen Weaknesses (Su) In addition to light sensitivity, a penanggalen is staggered while outside of her human body and exposed to direct sunlight.

Separate (Su) During the day, a penanggalen has the same appearance as she did in life, and does not detect as undead (though she is still an undead creature). At night, she can detach her head and entrails as a full-round action. Her physical but now hollow body exists as dead flesh, and can be destroyed if it suffers damage equal to the penanggalen’s normal hit point total. Before a penanggalen can return to her body, she must soak her entrails in vinegar for 1 hour—she can then reattach to her body, at which point any damage done to the body immediately heals (although damage the penanggalen herself suffered remains). A penanggalen whose body is destroyed can never again walk the day in living form, but is otherwise unharmed (save for no longer having a safe way to travel in direct sunlight). When a penanggalen wears her body, she cannot use her natural attacks, her fly speed, or any of her special penanggalen attacks.

Wither (Su) A penanggalen’s entrails drip with a foul bile that blisters and weakens living flesh. Any creature that is damaged by a penanggalen’s slam attack must succeed at a DC 20 Fortitude save or take 1d4 Dexterity and 1d4 Charisma damage.

* See the Advanced Player’s Guide.
Minisako Himiju (Tier 8/9)
Female human penanggalen witch 11 (Pathfinder RPG

Advanced Player’s Guide 65, Pathfinder RPG Bestiary 3 216)

LE Medium undead (augmented humanoid)

Init +4; Senses darkvision 60 ft.; Perception +17

DEFENSE

AC 24, touch 14, flat-footed 20 (+4 armor, +4 Dex, +6 natural)

hp 107 (11d6+66); fast healing 5 
Fort +8, Ref +10, Will +12

Defensive Abilities channel resistance +4; DR 5/silver and slashing; Immune undead traits; Resist cold 10, fire 10

Weaknesses light sensitivity, penanggalen weaknesses

OFFENSE

Speed fly 60 ft. (good)

Melee bite +9 (1d6+4 plus disease), slam +9 (1d4+4 plus grab and wither)

Special Attacks blood drain (1d4 Constitution), create spawn, disease, hexes (DC 19; cackle, charm [2 steps, 4 rounds], evil eye [–4, 7 rounds], misfortune [2 rounds], retribution [4 rounds], slumber [11 rounds])

Witch Spells Prepared (CL 11th; concentration +15)

6th—unwilling shield* (DC 20)

5th—mass pain strike* (DC 19), suffocation* (DC 19)

4th—black tentacles, dimension door, enervation, spite*

3rd—bestow curse (DC 17), dispel magic, ray of exhaustion (DC 17), vampiric touch (×2)

2nd—blindness/deafness (DC 16), false life, glitterdust (DC 16), pox pustules* (DC 16), see invisibility

1st—burning hands (DC 15), mage armor, obscuring mist, ray of enfeeblement (DC 15), unseen servant

0 (at will)—bleed (DC 14), daze (DC 14), detect magic, touch of fatigue (DC 14)

Patron Plague

TACTICS

Before Combat If aware the PCs are coming sometime that day, Minasako casts mage armor (reflected in her stat block) and spite (with vampiric touch). If she knows the PCs are close, she applies the dust of emulation to use her scroll to ensure she can use it without a chance of failure. Finally she may instruct her familiar, Kiyaga, to float above the door near the ceiling so that he might go unnoticed and surprise the PCs. 

During Combat Minasako targets witches and females as a priority, but not to the exclusion of common sense. She uses spells and abilities that lower saving throws and ACs (such as bestow curse and evil eye) to bring her blood drain and wither abilities to bear. Her retribution hex and unwilling ally spell serve to provide healing while hurting enemies.

Morale Minasako fights until destroyed to protect her lower half, but if it is destroyed she considers flight (out to the balcony) once reduced to 27 hit points of fewer.

STATISTICS

Str 18, Dex 18, Con —, Int 18, Wis 14, Cha 18

Base Atk +5; CMB +9 (+13 grapple); CMD 23

Feats Ability Focus (wither), Eschew Materials, Flyby Attack, Improved Familiar, Iron Will, Lightning Reflexes, Toughness Skills Bluff +14, Craft (alchemy) +11, Diplomacy +8, Fly +16, Intimidate +15, Knowledge (arcana) +18, Knowledge (history) +18, Knowledge (local) +15, Knowledge (nature) +18, Perception +17, Profession (cook) +14, Sense Motive +10, Spellcraft +14, Stealth +12; Racial Modifiers +8 Bluff, +8 Fly, +8 Knowledge (arcana), +8 Perception, +8 Sense Motive, +8 Stealth

Languages Common, Minkaian, Sylvan, Tien, Vudrani

SQ separate, witch’s familiar (beheaded named Kiyaga)

Combat Gear scroll of protection from good, dust of emulation*;

Other Gear amber spindle ioun stone (Pathfinder Player

Companion: Seekers of Secrets 48), hat of disguise, 12 pp, 5 gp

SPECIAL ABILITIES

Create Spawn (Su) When a penanggalen slays a female humanoid via blood drain who had at least 10 Hit Dice in life, that slain humanoid rises as a manananggal at the next sunset. This manananggal is under the command of the penanggalen who created it, and remains enslaved until that penanggalen’s destruction. A penanggalen may have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates that would exceed this limit become free-willed undead.

Hexes (Su) A penanggalen witch can use one of her hexes at will on any creature within 30 feet. Using a hex is a standard action (unless otherwise noted) that does not provoke an attack of opportunity. See the Advanced Player’s Guide for specific hex descriptions.

Melee (Su) A penanggalen’s bite and slam attacks count as magical for the purposes of overcoming damage reduction. Penanggalen Weaknesses (Su) In addition to light sensitivity, a penanggalen is staggered while outside of her human body and exposed to direct sunlight.

Separate (Su) During the day, a penanggalen has the same appearance as she did in life, and does not detect as undead (though she is still an undead creature). At night, she can detach her head and entrails as a full-round action. Her physical but now hollow body exists as dead flesh, and can be destroyed if it suffers damage equal to the penanggalen’s normal hit point total. Before a penanggalen can return to her body, she must soak her entrails in vinegar for 1 hour— she can then reattach to her body, at which point any damage done to the body immediately heals (although damage the penanggalen herself suffered remains). A penanggalen whose body is destroyed can never again walk the day in living form, but is otherwise unharmed (save for no longer having a safe way to travel in direct sunlight). When a penanggalen wears her body, she cannot use her natural attacks, her fly speed, or any of her special penanggalen attacks.

Wither (Su) A penanggalen’s entrails drip with a foul bile that blisters and weakens living flesh. Any creature that is damaged by a penanggalen’s slam attack must succeed at a DC 21 Fortitude save or take 1d4 Dexterity and 1d4 Charisma damage.

* See the Advanced Player’s Guide.
