Demon, Vrock
Large Outsider (Chaotic, Extraplanar, Tanar’ri)

	Hit Dice
	10d8+70 (115 hp)

	Initiative
	+2

	Speed
	30 ft, fly 50 ft (average)

	AC
	22 (-1 size, +2 Dex, +11 nat.), touch 11, flatfooted 20

	B.A. / Grapple
	+10 / +20

	Attack
	Claw +15 melee (2d6+6)

	Full Attack
	2 Claws +15 melee (2d6+6), bite +13 melee (1d8+3), and 2 talons +13 melee (1d6+3)

	Space/Rch (ft)
	10 / 10ft

	SA
	Spell-like abilities, spores, stunning screech, dance of ruin, summon tanar’ri

	SQ
	DR 10/good, darkvision 60 ft, immunities & resistances, SR 17, Telepathy 100 ft

	Saves
	Fort +14, Ref +9, Wil +10

	Abilities
	Str 23, Dex 15, Con 25, Int 14, Wis 16, Cha 16

	Skills
	Conc. +20, Dipl +5, Hide +11, Intim +16, Knowledge +12, List +24, MS +15, Srch +15, Sense Motive +16, Spellcraft +15, Spot +24, Survival +3

	Feats
	Cleave, Combat Reflexes, Multi-attack, Power Attack

	Environment
	Infinite Layers of the Abyss

	Organization
	Solitary, gang (2-4), or squad (6-10)

	CR
	9

	Treasure
	Standard

	Alignment
	Always CE

	Advancement
	11-14 HD (L), 15-30 HD (H)


Immunities (Ex): immune to poison and electricity.

Resistances (Ex): cold, fire and acid resistance 10.

Spell-like Abilities:  at will—mirror image, telekinesis (DC 18), greater teleport (self +50 lbs); 1/day: heroism.  Caster Level 12th.  Save DCs are Charisma based

Spores (Ex): once / 3 rounds, release spores from body.  1d8 damage within 5 feet of vrock.  Spores penetrate skin + grow, deal 1-4 points each round (10 rounds).  Delay poison halts, holy water, bless, neutralize poison, or remove disease kills spores.

Screech (Su): 1/Hr, 30’ rad. Fort DC 22 or stunned 1 R.

Dance of Ruin (Su): 3+ vrocks, 3 round dance, 100’ radius, 20d6 pts to all non-demons.  Ref DC 18 for ½.

Summon Tanar’ri (Sp): 1/day summon 2d10 dretches or another vrock with 35% success. Equiv to 3rd lvl spell.
Skills: +8 racial bonus to Listen and Spot checks
