
Appendix I: The Dark 
Gathering 

 The Dark Gathering is one of the more popular 
inns on the road to the Trade Gate. The owner of the 
Dark Gathering, Zekar Kradeq, not only maintains 
rooms at reasonable rates for travelers, but also 
provides stabling and secure storage for items not 
permitted within the city walls. The building has a 
narrow front, in typical fashion for the region, and 
stands three stories tall. It borders an alley on one 
side, which leads around to the stable gate, and a row 
of small shops on the other. The windows are narrow, 
and no windows face the street or alley on the first 
floor. A mural painted on the stuccoed walls around 
the door depicts cloaked figures moving toward the 
doorway under a cloudy sky. The lead figure in the 
mural carries a scroll, upon which “Dark Gathering” 
is written in Cancerese, Yhing-hir, and Low Coryani. 
 The inn itself is not unpleasant to those 
accustomed to city dwelling. The first floor is paved 
stone, so even on the warmest summer days the 
common rooms stay cool. There are large fireplaces 
to keep the area warm in cooler weather. There are a 
few small tables, but most of the common room is 
taken up by long tables with bench seating. Since 
personal space is not an issue here, several parties 
will often share seating at one long table, and carry 
on their own whispered conversation, ignoring the 
others. 
 Another entrance to the Dark Gathering is 
through the alley alongside the building. A gate wide 
enough for a wagon leads into a large courtyard area 
behind the building. On one side of the courtyard in a 
well-equipped stable, on another the large storage 
facility that Zekar maintains. The storage facility has 
no windows, and magical wards seal all entrances. 
Guests may enter the Dark Gathering through a door 
into the common room from the courtyard, and there 
are windows facing into the courtyard from the first 
floor. 
 The best rooms in the Dark Gathering are two 
private suites on the first floor. They are away from 
the common room, and have their own fireplaces. 
Zekar, the proprietor, maintains his own quarters on 
the second floor, where the less opulent rooms are 
situated. The least expensive sleeping areas are on the 
third floor. Second and third floor rooms have 
windows looking out onto the street or into the back 
courtyard. 
 Zekar is used to foreign travelers, and although 
he, like any other native to the city, speaks in 
whispers, he is used to the loudness of outsiders and 
does not react badly to it. This is part of the reason 
for his success. He also maintains current broadsheets 

with announcements in many languages, so that the 
traveler can stay up to date about current happenings 
in the city. 
 The prices for his storage facilities tend to be a 
bit high, but he guarantees the safety of items stored 
there. Mounts are well cared for, and he has never 
had a problem with items being lost or stolen. Many a 
traveler in the past has had reason to thank Zekar for 
his security and discretion.  
 

The Dark Gathering 
offers rental of secure storage for all items 
travelers wish to leave outside the city 
gates. No questions asked, safety assured! 
 
• Small trunk storage 10 Baht a week 

the perfect size for saddlebags! 
• Large trunk storage 15 Baht a week 

fits a suit of armor and several weapons 
• Closet storage 25 Baht a week  

a great deal for companions traveling 
together! 

• Wagon storage 35 Baht a week  
for those who need to store large  
quantities of goods 

 
All storage fees include stabling of 
animals. Trunk storage includes stabling 
and care for 1 beast. Closet storage 
includes stabling of up to 4 beasts. Wagon 
storage includes stabling for 6 beasts. 
Additional beasts may be stabled at a rate 
of 2 Baht a week for each additional 
beast. 
 
 “Trunk” storage is available in two sizes: 
“Small” for weapons only (2 slots of weapons or 
equivalent equipment), and “Large” for armor and 
weapons (one set or armor and 4 slots of weapons). 
“Closet” storage is for a party’s worth of gear (4 suits 
of armor and 10 weapon slots), and “wagon” storage 
for those that never travel light. As per the standard 
Arcanis character sheet, a large weapon = 2 slots, a 
medium weapon = 1 slot, a small weapon = ½ slot, 
and a tiny weapon = ¼ slot. 



Appendix II: Marks of Sarish 
 The GM can find here all the details of the 
variations on the Mark of Sarish, as well as the 
statistics for the Vorlerath Demons summoned by the 
spell. 
 Remember that if PCs purchase a Mark, and 
retain it through the adventure, they should record it 
on their log sheets. As long as the character does not 
leave Nishanpur (adventure elsewhere), the Mark will 
persist for 30 Time Units. 
 
Mark of Sarish (this spell is updated from 
Blood Reign of Nishanpur) 
Conjuration (Summoning) 
Level: Clr 2, Sor/Wiz 2 
Components: V,S,M 
Casting Time: 3 rounds 
Range: Touch 
Effect: One creature or document 
Duration: Special 
Saving Throw: Will negates 
Spell Resistance: Yes 
 
 The caster must take a bit of the subject's blood, 
or if being placed on a document, the blood of either 
the signatories or the witnessing Sarishan priest. 
Some of the blood is anointed on the forehead of the 
creature, or on a seal placed on the document. Once 
the spell is cast, the blood takes the shape of the 
Mark of Sarish, resembling an inverted triangle 
between two parentheses. It pulses with a deep red 
glow. 
 If a non-Infernal creature physically, magically, 
or psionically attacks a creature wearing the Mark, or 
attempts to damage or destroy the document on 
which the Mark has been applied, the Mark activates 
and summons 1d4 Demons of the Mark (Vorlerath 
Demons) to defend him. The power of the Mark is 
then exhausted, and the Mark vanishes. An attack 
constitutes an attempt to do physical or mental 
damage of some fashion; scrying, charm effects, or 
gross insults do not constitute an attack. 
 If, at any time, a person wearing the Mark breaks 
a law of Nishanpur, commits a crime against the 
priesthood of Sarish, leaves a radius of roughly 1 
mile around the city of Nishanpur, or if a Cleric of 
Sarish consecrated to cast the spell simply wills it 
(this is a standard action), the Mark will disappear. 
Otherwise, the duration is one month, when cast upon 
a living or undead being, or permanent until used 
when placed upon a document. 
 The specifics of casting this spell are a closely 
guarded secret of the priesthood of Sarish in 
Nishanpur. They will not teach it to anyone who is 
not a lieutenant in Sarish's Church in Nishanpur. 

Those wishing to learn the spell must undergo an 
initiation at the Temple of the Keeper of Mysteries. 
The power of this spell is linked to the Pool of Ten 
Thousand Vows, within this temple. Only those 
attuned to this pool can cast the spell at all. When the 
spell is cast, only part of the gathered blood (material 
component) is used in the spell itself. The remaining 
drops are gathered by the casters, and in a midnight 
ceremony of prayer, are added to the Pool, 
reinforcing the spell's power.  
 This spell is readily available for purchase at any 
of the gates entering the city of Nishanpur. The price 
has been fixed by the Temple of Sarish at 30 Baht. 
 
Greater Mark of Sarish 
Conjuration (Summoning) 
Level: Clr 4, Sor/Wiz 4 
Components: V,S,M 
Casting Time: 3 rounds 
Range: Touch 
Effect: One creature or document 
Duration: Special 
Saving Throw: Will negates 
Spell Resistance: Yes 
 
This spell operates identically to the Mark of Sarish, 
except as noted here: Once the spell is cast, the blood 
takes the shape of the Mark of Sarish, resembling an 
inverted triangle between two parentheses. It pulses 
with a deep golden glow. 
 If a non-Infernal creature physically, magically, 
or psionically attacks a creature wearing the Mark, or 
attempts to damage or destroy the document on 
which the Mark has been applied, the Mark activates 
and summons 1d4 Demons of the Mark (Vorlerath 
Demons) to defend him. The power of the Mark is 
then dormant for the remainder of that encounter. The 
Greater Mark persists for one month, and then the 
Mark vanishes.  
 When a caster of sufficient ability can be located 
to cast this spell, the price is fixed by the Temple of 
Sarish at 100 Baht. 
 



False Mark of Sarish  
Conjuration (Summoning) 
Level: Clr 1, Sor/Wiz 1 
Components: V,S,M 
Casting Time: 3 rounds 
Range: Touch 
Effect: One creature or document 
Duration: Special 
Saving Throw: Will negates 
Spell Resistance: Yes 
 
 The caster must take a bit of the subject's blood, 
or if being placed on a document, the blood of either 
the signatories or the witnessing Sarishan priest. 
Some of the blood is anointed on the forehead of the 
creature, or on a seal placed on the document. Once 
the spell is cast, the blood takes the shape of the 
Mark of Sarish, resembling an inverted triangle 
between two parentheses. It pulses with a red glow. 
 If, at any time, a person wearing the False Mark 
leaves a radius of roughly 1 mile around the city of 
Nishanpur, or if any Cleric of Sarish simply wills it 
(this is a standard action), the Mark will disappear. 
Otherwise, the duration is one day per level of the 
caster, when cast upon a living or undead being, or 
permanent when placed upon a document. 
 This spell does not offer any true protection in 
the case of an attack. Its purpose is mainly to serve as 
an intimidating decoy, being virtually 
indistinguishable from the true Mark. Less 
scrupulous casters may offer it in lieu of the true 
Mark, at a lesser price, or even cast it instead of the 
true Mark, if the subject of the spell has in some way 
offended the caster. 
 The specifics of casting this spell are a closely 
guarded secret in Nishanpur. This spell was not 
developed by the priesthood of Sarish, but many of 
them have learned the spell. Its true origin is 
unknown, though it is suspected that it was originally 
developed by a caster consecrated to cast the true 
Mark, as its procedures and conditions mimic the true 
Mark so closely. 
 When a willing caster can be found, and this 
Mark is not being surreptitiously substituted for the 
true Mark, the casting price is generally 30 
Triumvirates. The False Mark can be detected by a 
Spellcraft Check (DC 30) for an unconsecrated 
caster, or (DC 25) for a consecrated caster. It most 
often goes undetected, however, until a condition that 
would trigger a true Mark is encountered. 
 
 
 
 



 
Demons, Vorlerath  - “Demons of the Mark” (APL 1-2) 

2 Vorlerath Lashers  
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+6 (19 hp)  
BAB: +3 Grapple: +6  
Initiative: +4 Space: 5 ft.  
Speed: 40 ft. Reach: 10 ft.  
  Climb 20 ft. 
AC: 17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 

 
Attack/FA: Claw +7/+7 Melee  
Damage: Claw 1d6+3 (20/x2) 

 
SA: None 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
  
Saves: Fort +4  Ref +7  Will +3  
  
Abilities: Str 17 (+3) Dex 19 (+4) Con 12 (+1) 
 Int 14 (+2) Wis 10 (+0) Cha 10 (+0) 
  
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +6, Climb +9, Escape Artist +10, Hide +10, Intimidate +2, Jump 

+9, Listen +6, Move Silently +10, Sense Motive +6, Spellcraft +8, 
Spot +6 

Feats: Improved Grab, Toughness, Weapon Focus (claw) 
Items: None 
  
Demonic Qualities: 
Immunities (Ex): Demons are immune to poison and electricity. 
Resistances (Ex): Demons have cold, fire, and acid resistance 20.  
Telepathy (Su): Demons can communicate telepathically with any creature within 
100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): (The random qualities of these demons are already 
accounted for in the above stat block, no additional factors should be added. This 
Vorlerath has “Tentacles” and “Agile”) 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
 

 
Demons, Vorlerath  - “Demons of the Mark” (APL 3) 

3 Vorlerath Sneaks  
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+6 (19 hp)  
BAB: +3 Grapple: +6  
Initiative: +6 Space: 5 ft.  
Speed: 40 ft. Reach: 5 ft.  
  Climb 20 ft. 
AC: 17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 

 
Attack/FA: Claw +7/+7 Melee  
Damage: Claw 1d6+3 (20/x2) 

 
SA: Sneak attack +1d6 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
  
Saves: Fort +4  Ref +7  Will +3  
  
Abilities: Str 17 (+3) Dex 23 (+6) Con 12 (+1) 
 Int 14 (+2) Wis 10 (+0) Cha 10 (+0) 
  
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +6, Climb +9, Escape Artist +12, Hide +12, Intimidate +2, Jump 

+9, Listen +6, Move Silently +12, Sense Motive +6, Spellcraft +8, 
Spot +6 

Feats: Toughness, Weapon Focus (claw) 
Items: None 
  
Demonic Qualities: 
Immunities (Ex): Demons are immune to poison and electricity. 
Resistances (Ex): Demons have cold, fire, and acid resistance 20.  
Telepathy (Su): Demons can communicate telepathically with any creature within 
100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): (The random qualities of these demons are already 
accounted for in the above stat block, no additional factors should be added. This 
Vorlerath has “Sneaky” and “Agile”.) 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
 



 
Demons, Vorlerath  - “Demons of the Mark” (APL 5) 

3 Vorlerath Flyers  
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+6 (19 hp)  
BAB: +3 Grapple: +6  
Initiative: +4 Space: 5 ft.  
Speed: 30 ft. Reach: 5 ft.  
  Fly 30 ft. (good) 
AC: 17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 

 
Attack/FA: Claw +7/+7 Melee  
Damage: Claw 1d6+3 (20/x2) +poison  

Poison= Fort Save (DC 14) initial 1d6 Str, Secondary 1d6 Con 
SA: None 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
  
Saves: Fort +4  Ref +7  Will +3  
  
Abilities: Str 17 (+3) Dex 19 (+4) Con 12 (+1) 
 Int 14 (+2) Wis 10 (+0) Cha 10 (+0) 
  
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +6, Climb +9, Escape Artist +10, Hide +10, Intimidate +2, Jump 

+9, Listen +6, Move Silently +10, Sense Motive +6, Spellcraft +8, 
Spot +6 

Feats: Ability Focus (poison), Flyby Attack, Toughness, Weapon Focus (claw) 
Items: None 
  
Demonic Qualities: 
Immunities (Ex): Demons are immune to poison and electricity. 
Resistances (Ex): Demons have cold, fire, and acid resistance 20.  
Telepathy (Su): Demons can communicate telepathically with any creature within 
100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): The random qualities of these demons are already 
accounted for in the above stat block, no additional factors should be added. This 
Vorlerath has “Wings” and “Poison”) 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
 

 
Demons, Vorlerath  - “Demons of the Mark” (APL 7) 

4 Vorlerath Demons, Ftr6  
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+6d10+12 (55 hp)  
BAB: +9/+4 Grapple: +13  
Initiative: +8 Space: 5 ft.  
Speed: 30 ft. Reach: 5 ft.  
AC: 17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 
Attack: 
Full Attack: 

Claw +14 melee OR Tail +13 melee 
Claw +14/+14/+12 AND Tail +12 melee 

Damage: Claw 1d8+6 (20/x2) 
Tail 1d4+2 (20/x2) 

SA: Trip 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
  
Saves: Fort +9  Ref +9  Will +5  
Abilities: Str 18 (+4) Dex 19 (+4) Con 12 (+1) 
 Int 14 (+2) Wis 10 (+0) Cha 10 (+0) 
  
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +9, Climb +17, Escape Artist +10, Hide +10, Intimidate +15, 

Jump +10, Listen +8, Move Silently +10, Sense Motive +9, Spellcraft 
+8, Spot +8 

Feats: Aggressive Negotiations, Combat Reflexes, Improved Initiative, 
Improved Natural Attack (claw), Multiattack, Power Attack, Toughness, 
Weapon Focus (claw), Weapon Specialization (claw) 

Items: None 
Demonic Qualities: 
Immunities (Ex): Demons are immune to poison and electricity. 
Resistances (Ex): Demons have cold, fire, and acid resistance 20.  
Telepathy (Su): Demons can communicate telepathically with any creature within 
100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): (The random qualities of these demons are already 
accounted for in the above stat block, no additional factors should be added. This 
Vorlerath has “Tail” and “Classed”) 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
Trip (Ex): If the Vorlerath hits with a tail attack, it can attempt to trip the opponent as 
a free action, without provoking an attack of opportunity. If the attempt fails, the 
opponent cannot react to trip the Vorlerath. 
 



 
Demons, Vorlerath  - “Demons of the Mark” (APL 9) 

4 Vorlerath Demons, Ftr8   
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+8d10+36 (89 hp)  
BAB: +11/+6/+1 Grapple: +13  
Initiative: +9 Space: 5 ft.  
Speed: 30 ft. Reach: 10 ft.  
   
AC: 17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 
Attack/FA: Claw +18/+18/+13/+8 melee  
Damage: Claw 1d8+8 (20/x2) 
SA: None 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
  
Saves: Fort +10  Ref +9  Will +5  
Abilities: Str 22 (+6) Dex 20 (+5) Con 16 (+3) 
 Int 14 (+2) Wis 10 (+0) Cha 14 (+2) 
  
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +12, Climb +20, Escape Artist +11, Hide +11, Intimidate +19, 

Jump +13, Listen +8, Move Silently +11, Sense Motive +10, Spellcraft 
+8, Spot +8 

Feats: Aggressive Negotiations, Combat Expertise, Combat Reflexes, 
Improved Disarm, Improved Grab, Improved Initiative, Improved 
Natural Attack (claw), Power Attack, Toughness, Weapon Focus 
(claw), Weapon Specialization (claw) 

Items: None 
  
Demonic Qualities: 
Immunities (Ex): Demons are immune to poison and electricity. 
Resistances (Ex): Demons have cold, fire, and acid resistance 20.  
Telepathy (Su): Demons can communicate telepathically with any creature within 
100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): (The random qualities of these demons are already 
accounted for in the above stat block, no additional factors should be added. This 
Vorlerath has “Champion” and “Tentacles”.) 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
 

 
Demons, Vorlerath  - “Demons of the Mark” (APL 11) 

4 Vorlerath Demons, Ftr8/Sor4   
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+8d10+4d4+48 (109 hp)  
BAB: +13/+8/+3 Grapple: +15  
Initiative: +9 Space: 5 ft.  
Speed: 30 ft. Reach: 10 ft.  
AC: 17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 
Attack: 
Full Attack: 

Claw +20 melee OR Gore +19 melee 
Claw +20/+20/+18/+16 melee AND Gore +18 

Damage: Claw 1d6+8 (20/x2) 
Gore 1d8+7 (20/x2) (x2 on charge) 

SA: None 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
Saves: Fort +11  Ref +10  Will +9  
Abilities: Str 22 (+6) Dex 20 (+5) Con 16 (+3) 
 Int 14 (+2) Wis 10 (+0) Cha 15 (+2) 
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +13, Climb +20, Concentration +10, Escape Artist +11, Hide 

+11, Intimidate +15, Jump +13, Listen +8, Move Silently +11, Sense 
Motive +11, Spellcraft +12, Spot +9 

Feats: Avalanche, Combat Expertise, Combat Reflexes, Eschew Materials, 
Improved Bull Rush, Improved Initiative, Improved Natural Attack 
(gore), Improved Overrun, Multiattack, Power Attack, Toughness, 
Weapon Focus (claw), Weapon Specialization (claw) 

Items: None 
Demonic Qualities: Demons are immune to poison and electricity. Demons have 
cold, fire, and acid resistance 20. Demons can communicate telepathically with any 
creature within 100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): This Vorlerath has “Champion” and “Horns”. 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
Vorlerath’s Sorcerer Spells: 
Base DC: 12 + Spell level 
Spells per Day:  6/7/4 
Spells Known: 
0-Level: Acid Splash, Daze, Light, Ray of Frost, Resistance, Touch of Fatigue 
1st Level: Expeditious Retreat, Shocking Grasp, True Strike 
2nd Level: Scorching Ray 
 



 
Demons, Vorlerath  - “Demons of the Mark” (APL 13+) 

4 Vorlerath Demons, Ftr8/Sor8   
Medium Infernal (Bound, Chaotic, Evil, Extraplanar) 
HD: 3d8+8d10+8d4+60 (129 hp)  
BAB: +15/+10/+5 Grapple: +17  
Initiative: +9 Space: 5 ft.  
Speed: 30 ft. Reach: 10 ft.  
 
AC: 

Fly 30 ft. (good) 
17 (+4 Dex, +3 Natural); touch 14, flat-footed 13 

Attack/FA: Claw +22/+22/+18/+13 melee 
Damage: Claw 1d8+8 (20/x2) 
SA: None 
SQ: DR 5/Cold Iron, Sarishan Steel, or Good, demonic qualities, language, 

random qualities, regeneration 3, SR 7 
Saves: Fort +12  Ref +11  Will +11  
Abilities: Str 22 (+6) Dex 20 (+5) Con 16 (+3) 
 Int 14 (+2) Wis 10 (+0) Cha 16 (+3) 
Alignment: Chaotic Evil 
Languages: Any (see SQ) 
Skills: Bluff +15, Climb +20, Concentration +14, Escape Artist +11, Hide 

+11, Intimidate +15, Jump +13, Listen +8, Move Silently +11, Sense 
Motive +13, Spellcraft +16, Spot +9 

Feats: Combat Casting, Combat Expertise, Combat Reflexes, Dodge, Eschew 
Materials, Flyby Attack, Hover, Improved Initiative, Improved Natural 
Attack (claw), Mobility, Power Attack, Toughness, Weapon Focus 
(claw), Weapon Specialization (claw) 

Items: None 
Demonic Qualities: Demons are immune to poison and electricity. Demons have 
cold, fire, and acid resistance 20. Demons can communicate telepathically with any 
creature within 100 feet that has a language. 
Language (Su): Vorlerath can speak to any creature that has a language in that 
creature’s native tongue. 
Random Qualities (Su): This Vorlerath has “Champion” and “Wings”. 
Regeneration (Ex): Damage dealt to the creature is treated as nonlethal damage. 
The creature heals 3hp of nonlethal damage per round as indicated in the SQ entry 
above. Damage from Sarishan Steel is considered lethal does not regenerate. Attack 
forms that don’t deal hp damage ignore regeneration. Creature may regrow or reattach 
severed limbs. 
Vorlerath’s Sorcerer Spells: 
Base DC: 13 + Spell level 
Spells per Day:  6/7/7/6/3 
Spells Known: 
0-Level: Acid Splash, Daze, Disrupt Undead, Flare, Light, Ray of Frost, Resistance, 
Touch of Fatigue 
1st Level: Expeditious Retreat, Grease, Magic Missile, Shocking Grasp, True Strike 
2nd Level: Blur, Scorching Ray, Touch of Idiocy 
3rd Level: Fireball, Lightning Bolt 
4th Level: Ice Storm 

 


