
CELESTIAL HARPY - CR 5
CG Medium monstrous humanoid
Init +2; Senses darkvision 60 ft.; Perception +7

DEFENSE
AC 16, touch 13, flat-footed 13 (+2 armor, +2 Dex, +1 dodge, +1 natural)
hp 38 (7d10)
Fort +4, Ref +7, Will +6
DR 5/evil; Resist acid 10, cold 10, electricity 10; SR 10

OFFENSE
Speed 20 ft., fly 80 ft. (average)
Melee morningstar +8/+3 (1d8+1), 2 talons +3 (1d6)
Special Attacks captivating song, smite evil (1/day, +3 to hit, +7 damage)

STATISTICS
Str 12, Dex 15, Con 10, Int 7, Wis 12, Cha 17
Base Atk +7; CMB +8; CMD 21
Feats Dodge, Flyby Attack, Great Fortitude, Skill Focus (Bluff)
Skills Bluff +7, Fly +12, Intimidate +7, Perception +7, Perform (song) +5
Languages Common
SQ none
Automatic Bonus none

SPECIAL ABILITIES
Captivating Song (Su) A harpy’s song has the power to infect the minds of those that hear it, calling 
them to the harpy’s side. When a harpy sings, all creatures aside from other harpies within a 300-foot 
spread must succeed on a DC 16 Will saving throw or become captivated. A creature that successfully 
saves is not subject to the same harpy’s song for 24 hours. A victim under the effects of the captivating 
song moves toward the harpy using the most direct means available. If the path leads them into a 
dangerous area such as through fire or off a cliff, that creature receives a second saving throw to end 
the effect before moving into peril. Captivated creatures can take no actions other than to defend 
themselves. A victim within 5 feet of the harpy simply stands and offers no resistance to the harpy’s 
attacks. This effect continues for as long as the harpy sings and for 1 round thereafter. This is a sonic 
mind-affecting charm effect. The save DC is Charisma-based.
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TRAINED BATTLE CHICKENS - CR 3
Awakened chicken swashbuckler (mouser) 1/unchained rogue 3
N Tiny magical beast (augmented animal)
Init +6; Senses low-light vision; Perception +12 (+1 vs. traps)

DEFENSE
AC 17, touch 15, flat-footed 14 (+2 armor, +2 Dex, +1 dodge, +2 size)
hp 48 (3d8+1d10+3d8+14)  
Fort +7, Ref +11, Will +7
Defensive Abilities danger sense +1, evasion

OFFENSE
Speed 30 ft., fly 20 ft. (clumsy), drift
Melee bite +10 (1d3+2)
Space 2-1/2 ft.; Reach 0 ft.
Special Attacks sneak attack +2d6

STATISTICS
Str 3, Dex 15, Con 14, Int 3, Wis 14, Cha 20
Base Atk +5; CMB +0; CMD 8
Feats Dodge, Improved Initiative, Iron Will, Mobility, Weapon FinesseB, Weapon Focus (bite)B

Skills Fly -2, Disable Device +13, Perception +12 (+1 vs. traps), Sleight of Hand +7
Languages Chicken
SQ deeds (derring-do, dodging panache, underfoot assault), finesse training (bite), panache (5), rogue talent 
(weapon training), swashbuckler finesse, trapfinding +1
Gear tiny chain shirt
Automatic Bonus resistance +1

SPECIAL ABILITIES
Drift (Ex) A chicken flies in short bursts, and can't use its fly speed to hover. When it flies, a chicken must end its 
move action by landing or perching on a solid surface.
Underfoot Assault (Ex) At 1st level, if a foe whose size is larger than the mouser’s is adjacent to her and misses her 
with a melee attack, the mouser can as an immediate action spend 1 panache point to move 5 feet into an area of 
the attacker’s space. This movement does not count against the mouser’s movement the next round, and it 
doesn’t provoke attacks of opportunity. While the mouser is within a foe’s space, she is considered to occupy her 
square within that foe’s space.
While the mouser is within her foe’s space, the foe takes a –4 penalty on all attack rolls and combat maneuver 
checks not made against the mouser, and all of the mouser’s allies that are adjacent to both the foe and the 
mouser are considered to be flanking the foe. The mouser is considered to be flanking the foe whose space she is 
within if she is adjacent to an ally who is also adjacent to the foe. The mouser can move within her foe’s space and 
leave the foe’s space unhindered and without provoking attacks of opportunity, but if the foe attempts to move to 
a position where the mouser is no longer in its space, the movement provokes an attack of opportunity from the 
mouser. This deed replaces opportune parry and riposte.

Swashbuckler 1 - REF +2, BAB +1, +1d10HD, 
Deeds (Derring-Do, Dodging Panache, 
Opportune Parry Riposte), Swashbuckler 
Finesse, Panache (Crit, Killing Blow)
Unchained Rogue 3 - Fort +1, Ref +3, Will +1, 
BAB +2, +3d8HD, Finesse Training, Sneak 
Attack +2d6, Trapfinding, Evasion, Rogue 
Talent (weapon training), Danger Sense +1, 
Finesse Training (bite)
Feats (Dodge), (Mobility)
Tons of skills!
12 (rogue) + 1 (swashbuckler)

Stat Adjustment
+0, +4, +2, -2, +2, +4
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TURTLE DOVE   CR 6
Advanced Amalgam Turtle/Hawk
N Medium animal 
Init -2; Senses low-light vision; Perception +21

DEFENSE
AC 20, touch 7, flat-footed 20 (-2 Dex, +12 natural*)
hp 66 (12d8+12)
Fort +9, Ref +6, Will +5
Defensive Abilities shell

OFFENSE
Speed 10 ft., fly 60 ft. (average), swim 20 ft.

w/ Power Attack 2 talons +10 (2d6+9/19-20), bite +5 (1d6+4)
Melee 2 talons +13 (2d6+3/19-20), bite +8 (1d6+1)

STATISTICS
Str 16, Dex 7, Con 12, Int 2, Wis 13, Cha 5
Base Atk +9; CMB +12; CMD 20
Feats Improved Critical (talons), Improved Natural Attack (talons), Power Attack, Skill Focus (Perception), Weapon 
Focus (bite, talons)
Skills Fly +4, Perception +21, Swim +17; Racial Modifiers +8 Perception

SPECIAL ABILITIES
Shell (Ex) As a move action, a snapping turtle can pull its extremities and head into its shell. It cannot move or 
attack as long as it remains in this state, but its armor bonus from natural armor increases by +4 as long as it does.

Body form - a bird-like turtle
Limbs - turtle with 2 talons on the back two 
legs, wings

*adjusted up to make it fit AC values, Shell 
given as flavor
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[CREATURE'S NAME] - CR 6
Elf Treesinger 7 (wildshaped into leaf ray)
NG Medium (Small) humanoid (elf)
Init +2; Senses low-light vision; Perception +16

DEFENSE
AC 16 (18), touch 13, flat-footed 14 (16) (+3 armor, +1 deflection, +2 Dex, +2 natural)
hp 52 (7d8+14) 59
Fort +7 (+8), Ref +5, Will +10; +4 vs Sps and Sus of fey or spells that use plants
Defensive Abilities resist nature's lure

OFFENSE
Speed 30 ft., fly 40 ft. (average)
Melee mwk quarterstaff +7 (1d6+2) 
stinger +7 (1d4+2 and poison)
Special Attacks wild shape 2/day

4th—air walk, ball lightning (DC 20)
3rd—aqueous orb (DC 17), mad monkeys, thorny entanglement (+11)
2nd—aggressive thundercloud (DC 18), barkskin, bull's strength, flaming sphere (DC 17)
1st—blend, detect snares or pits, entangle, faerie fire, obscuring mist
0—detect magic, detect poison, light, stabilize

Druid Spells Prepared (CL 7th; concentration +11)

STATISTICS
Str 12, Dex 15, Con 12, Int 12, Wis 18, Cha 8
Base Atk +5; CMB +6; CMD 18
Feats Elemental Focus (electricity), Greater Spell Focus (Evocation), Spell Focus (Evocation), Natural Spell
Skills Fly +12, Handle Animal +9, Knowledge (nature) +13, Perception +16, Survival +18; Racial Modifiers +2 
Perception
Languages Common, Druidic, Elven, Sylvan
SQ green empathy, nature sense, trackless step, woodland stride
Automatic Bonus resistance +1, armor attunement +1, weapon attunement +1, deflection +1, mental prowess +2 
(Wis)
Gear mwk leather armor, pearl of power I

SPECIAL ABILITIES
Poison (Ex) Sting—injury; save Fort DC 17; frequency 1/round for 6 rounds; effect 1d2 Dex; cure 1 save.

1st - Plant Bond*, Nature Sense, Green 
Empathy*
2nd - Woodland Stride
3rd - Trackless Step
4th - Resist Nature's Lure, Wild Shape* 1/day
5th -
6th - Wild Shape* 2/day
7th -

Stats
12, 13, 14, 10, 15, 8
0, +2, -2, +2, 0, 0 - elf
+1 wis - 4 hd
12, 15, 12, 12, 16, 8

Gear - 3,000gp
Large darkleaf hide armor - 1530
Mwk leather armor - 160
Mwk quarterstaff - 300
Pearl of Power I - 1000
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[CREATURE'S NAME]
Tree plant companion 7
N Large plant
Init -1; Senses low-light vision; Perception +2

DEFENSE
AC 19, touch 9, flat-footed 19 (+5 armor, +1 deflection, -1 Dex, +5 natural, -1 size)
hp 45 (6d8+18) 
Fort +9, Ref +5, Will +5; +4 vs. enchantment
Defensive Abilities devotion, evasion

OFFENSE
Speed 30 ft., climb 30 ft.

w/ Power Attack slam +9 (1d8+12), slam +8 (1d8+11)
Melee slam +11 (1d8+8), slam +10 (1d8+7)

Space 10 ft.; Reach 10 ft.
Special Attacks double damage against objects

STATISTICS
Str 25, Dex 8, Con 16, Int 3, Wis 14, Cha 7
Base Atk +4; CMB +12; CMD 21
Feats Greater Sunder, Improved Sunder, Power Attack
Skills Climb +24
SQ link, share spells
Automatic Bonus resistance +1, armor attunement +1, weapon attunement +1, deflection +1, mental 
prowess +2 (wis)
Gear large darkleaf hide armor

SPECIAL ABILITIES
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