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Creature Type Terrain

Climate

TropicalTemperateExtraplanar

INTRODUCTION
Welcome to Pathfinder Roleplaying Game Bestiary 4! Within 
the pages of this tome lurk a wide range of monsters, ready 
to challenge adventurers of every type and level. In order 
to fully use the creatures in Pathfinder RPG Bestiary 4, 
you’ll need a copy of the Pathfinder RPG Core Rulebook and 
Pathf inder RPG Mythic Adventures.

While each monster is a unique creature, many possess 
similar special attacks, defenses, and qualities. Unique 
abilities are described below the monster’s stat block. 
Many abilities common to several monsters appear in 
the universal monster rules or type and subtype rules in 
Appendix 3. If a monster’s listed special ability does not 
appear in its description, you’ll f ind it there.

Each monster description on the following pages is 
presented in the same format, split into three specific 
areas: Introduction, Stat Block, and Description.

Introduction
Each monster is presented alphabetically. In the case 
of a group of monsters that share similar traits (such as 
outsider races and some animals or vermin), the monster’s 
basic name is listed first.

Stat Block
This is where you’ll find all of the information you need to 
run the monster in an encounter. A stat block is organized 
as follows (note that in cases where a line in a stat block has 
no value, that line is omitted).

Name and CR: The monster’s name is presented first, 
along with its challenge rating (CR) and three icons 
you can use to quickly identify the creature’s role in the 
game. Challenge rating is a numerical indication of how 
dangerous a monster is—the higher the number, the 
deadlier the creature. Challenge rating is detailed on page 
397 of the Core Rulebook. Some monsters have a mythic rank 
(MR) listed next to their CR. This is an indication of the 
creature’s overall mythic power (see Mythic Adventures). 
This affects the creature’s overall CR, which has already 
been adjusted and is ref lected in the listed CR and XP. If 
you are not using Mythic Adventures, the creature can still 
be used as a creature of the listed CR.

XP: Listed here are the total experience points that PCs 
earn for defeating the monster.

Race, Class, and Level: Some monsters do not possess 
racial Hit Dice and are instead defined by their class levels. 
For these monsters, their race, class, and level appear here. 
Unless otherwise noted, the first class listed is the class 
chosen by the monster as its favored class.

Alignment, Size, and Type: While a monster’s size 
and type remain constant (unless changed by the 
application of templates or other unusual modif iers), 
alignment is far more f luid. The alignments listed 

for the monsters in this book represent the norm for 
those monsters—they can vary as you require them to 
in order to serve the needs of your campaign. Only in 
the case of relatively unintelligent monsters (creatures 
with an Intelligence score of 2 or lower are almost never 
anything other than neutral) and planar monsters 
(outsiders with alignments other than those listed are 
unusual and typically outcasts from their kind) is the 
listed alignment relatively unchangeable.

Init and Senses: The creature’s initiative modifier 
followed by any special senses and its Perception check 
modifier. If a creature has a superscript “M” after its 
initiative modifier, it has the mythic version of Improved 
Initiative (see page 67 of Mythic Adventures) and can expend 
one use of mythic power to treat its initiative roll as a 
natural “20” on the die.

Aura: If the creature has a particular magical or 
exceptional aura, that aura is listed here, along with its 
radius from the creature and, as applicable, a save DC to 
resist the aura’s effects.

Monster Icons
Each monster in this book is presented with three visual cues 

to help you quickly identify the monster’s role and niche in 

the game. The first of these icons indicates the monster’s 

type. The second indicates the terrain where the creature 

can normally be encountered. The third shows what sort 

of climate the creature prefers. More precise notes on each 

monster’s type (and subtypes), preferred terrain, and climate 

appear elsewhere in its stat block, but these three icons can 

help you recognize this basic information at a glance.
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AC: The creature’s Armor Class, touch Armor Class, and 
f lat-footed Armor Class. The modifiers that generate its AC 
are listed parenthetically at the end of this entry.

hp: The creature’s hit points, followed by its Hit Dice 
(including modifiers from Constitution, favored class 
levels, and the Toughness feat). Creatures with PC class 
levels receive maximum hit points for their first HD, but 
all other HD rolls are assumed to be average. Fast healing 
and regeneration values, if any, follow the creature’s HD.

Saving Throws: The creature’s Fortitude, Ref lex, and 
Will saves, followed by situational modifiers to those rolls.

Defensive Abilities/DR/Immune/Resist/SR : All of the 
creature’s unusual defensive abilities. Damage reduction, 
immunities, resistances, and spell resistance are called 
out separately as necessary.

Weaknesses: All of the creature’s unusual weaknesses 
are listed here.

Speed: The creature’s land speed, and additional speeds 
as necessary for the creature.

Melee: The creature’s melee attacks are listed here, with 
its attack roll modifier listed after the attack’s name, 
followed by the damage in parentheses.

Ranged: As Melee above, but for ranged attacks.
Space/Reach: The creature’s space and reach—if the 

creature’s space and reach are standard (one 5-foot square 
and a reach of 5 feet), this line is omitted.

Special Attacks: The creature’s special attacks. Full 
details for these attacks are given at the end of the stat 
block or in the universal monster rules in Appendix 3.

Spell-Like Abilities: After listing the caster level of the 
creature’s spell-like abilities, this section lists all of the 
creature’s spell-like abilities, organized by how many times 
per day it can use the abilities. Constant spell-like abilities 
function at all times but can be dispelled. A creature can 
reactivate a constant spell-like ability as a swift action.

Spells Known/Prepared: If the creature can cast spells, 
its caster level is indicated here, followed by the spells 
it knows or typically has prepared. Unless otherwise 
indicated, a spellcasting creature does not receive any of a 
spellcasting class’s other abilities, such as a cleric’s ability 
to spontaneously convert prepared spells to cure or inf lict 
spells. If a spell has a superscript “M” after it, that means 
it is a mythic spell and the creature can enhance the spell 
when casting it by expending one use of its mythic power 
(see Chapter 3 of Mythic Adventures).

Ability Scores: The creature’s ability scores are listed 
here. Unless otherwise indicated, a creature’s ability scores 
represent the baseline of its racial modifiers applied to 
scores of 10 or 11. Creatures with NPC class levels have stats 
in the standard array (13, 12, 11, 10, 9, 8), while creatures with 
character class levels have the elite array (15, 14, 13, 12, 10, 
8); in both cases, the creature’s ability score modifiers are 
listed at the end of its description.

Base Atk/CMB/CMD: These values give the creature’s 
base attack bonus, its Combat Maneuver Bonus, and its 
Combat Maneuver Defense score.

Feats: The creature’s feats are listed here. A bonus feat is 
indicated with a superscript “B.” A feat with a superscript 
“M” is a mythic feat and has a greater effect (see Chapter 2 
of Mythic Adventures). If you are not using that book, refer 
to the normal version of the feat.

Skills: The creature’s skills are listed here. Racial 
modifiers to skills are indicated at the end of this entry.

Languages: The languages most commonly spoken by 
the creature are listed here. For unusual creatures, you can 
swap out the languages known for other choices as needed. 
A creature with a higher than normal Intelligence score 
receives the appropriate number of bonus languages.

SQ: Any special qualities possessed by the creature.
Environment: The regions and climates in which the 

creature is typically encountered are listed here; these 
often present wider ranges than the icons at the top of the 
stat block indicate. In this case, the icon listed at the top 
of the stat block indicates the creature’s preferred terrain.

Organization: This lists how creatures of this kind are 
organized, including number ranges as appropriate.

Treasure: The exact value of the creature’s treasure 
depends on whether you’re running a slow, medium, or 
fast game, as summarized on Table 12–5 on page 399 of 
the Core Rulebook. In cases where a creature has specific 
magical gear assigned to it, the assumption is a medium 
game—if you’re running a fast or slow game, you’ll want 
to adjust the monster’s gear as appropriate. “Standard” 
treasure indicates the total value of the creature’s treasure 
is that of a CR equal to the average party level, as listed on 
Table 12–5 on page 399 in the Core Rulebook. “Double” or 
“triple” treasure indicates the creature has double or triple 
this standard value. “Incidental” indicates the creature has 
half this standard value, and then only within the confines 
of its lair. “None” indicates that the creature normally has 
no treasure (as is typical for an unintelligent creature that 
has no real lair, although such creatures are often used to 
guard treasures of varying amounts). “NPC gear” indicates 
the monster has treasure as normal for an NPC of a level 
equal to the monster’s CR (see page 454 of the Core Rulebook).

Special Abilities: Finally, any of the creature’s more 
unique special abilities are detailed in full here.

Description
Here you’ll find information on how the monster fits into 
the world, notes on its ecology and society, and other bits 
of useful lore and f lavor that will help you breathe life into 
the creature when your PCs encounter it. Some monsters 
have additional sections that cover variant creatures, notes 
on using the monsters as PCs, methods of constructing 
the creature, and so on.
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