Silent Tide

Black Echelon Operative 








CR 1/3

NE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +0
Aura Silence 5-ft. radius

Defense

AC 12, touch 11, flat-footed 11 (+1 Dex, +1 natural)

hp 6 (1d12)

Fort +0, Ref +1, Will +2

Defensive Abilities enshrouding mist, silent aura, undead traits; DR 5/ slashing or bludgeoning; Immune cold, mind-affecting effects

Offense

Spd 30 ft. (never runs or charges)

Melee ancient rusted sickle -1 (1d6-1) or claw +0 (1d4)

Statistics

Str 11, Dex 13, Con —, Int 11, Wis 10, Cha 6

Base Atk +0; CMB +0; CMD 11
Feats Skill Focus (stealth) and Skill Focus (Swim)

Skills Stealth +3, Swim +3

Languages Black Echelon operatives do not speak, though they understand Common

SQ deliberate, enshrouding mist

Gear ancient rusted sickle, mist-soaked cloak

Special Abilities

Deliberate (Ex) After centuries of waiting, Black Echelon operatives are endlessly patient. They never charge or run.

Enshrouding Mist (Su) As a full-round action, a Black Echelon operative may expand the fog that swirls around its body. This creates a pea-soup fog which extends around the operative in a 30-foot radius, centered on its body as it moves. The mist replicates natural fog conditions (DMG 94): anyone attacking a target inside the mist receives a 20% miss chance. Attackers inside the mist who are adjacent to their opponents, however, do not suffer a miss chance. The mist affects both normal and dark vision alike, and the operative has no special ability to attack through its own mist. It suffers the same penalty should it attempt a ranged attack.

Silent Aura (Su) Black Echelon operatives are perfectly silent. Their silence dampens all noise in their own square as well as all adjacent squares, just as a silence spell. In addition, although it has no game effect, anyone caught within the silent aura has the creepy sensation that he is moving in slow motion. Treat an operative’s silent aura as caster level 5 for the purpose of dispelling attempts.

Elite Black Echelon Operative 







   CR 1 

NE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +0
Aura Silence 5-ft. radius

Defense

AC 14, touch 11, flat-footed 13 (+2 armor, +1 Dex, +1 natural)

hp 13 (2d12)

Fort +0, Ref +1, Will +3

Defensive Abilities enshrouding mist, silent aura, undead traits;

DR 5/slashing or bludgeoning; Immune cold, mind-affecting effects

Offense

Spd 30 ft. (never runs or charges)

Melee mwk sickle +2 (1d6) or claw +1 (1d4)

Statistics

Str 11, Dex 13, Con —, Int 11, Wis 10, Cha 6

Base Atk +1; CMB +1; CMD 12
Feats Skill Focus (Stealth) and Skill Focus (Swim)

Skills Stealth +3, Swim +3

Languages Black Echelon operatives do not speak, though they understand Common

SQ deliberate, enshrouding mist

Gear mwk sickle, tattered black leather armor, mist-soaked cloak

Special Abilities

Deliberate (Ex) After centuries of waiting, Black Echelon operatives are endlessly patient. They never charge or run.

Enshrouding Mist (Su) As a standard action, a Black Echelon operative may expand the fog that swirls around its body. This creates a pea-soup fog which extends around the operative in a 30-foot radius, centered on its body as it moves. The mist replicates natural fog conditions (DMG 94): anyone attacking a target inside the mist receives a 20% miss chance. Attackers inside the mist who are adjacent to their opponents, however, do not suffer a miss chance. The mist affects both normal and dark vision alike and the operative has no special ability to attack through its own mist. It suffers the same penalty should it attempt a ranged attack.

Silent Aura (Su) Black Echelon operatives are perfectly silent. Their silence dampens all noise in their own square as well as all adjacent squares, just as a silence spell. In addition, although it has no game effect, anyone caught within the silent aura has the creepy sensation that he is moving in slow motion. Treat an operative’s silent aura as caster level 5 for the purpose of dispelling attempts.
Riding Dog 










   CR 1

N Medium Animal

Init +2; Senses low-light vision, scent; Perception +8

Defense

AC 13, touch 12, flat-footed 11 (+2 Dex, +1 natural)

hp 13 (2d8+4)

Fort +5, Ref +5, Will +1

Offense

Speed 40 ft.

Melee bite +3 (1d6+3 plus trip)

Statistics

Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6

Base Atk +1; CMB +3; CMD 15 (19 vs. trip)

Feats Skill Focus (Perception)

Skills Acrobatics +6 (+14 jumping), Perception +8, Survival +1 (+5 scent tracking); Racial Modifiers +4 Acrobatics when jumping, +4 Survival when tracking by scent

