
Archon Rumbler, Earth CR 12
CE Medium Outsider (Chaotic, Dark Archon, Evil, Extraplanar) 
Initiative: +5; Senses: Darkvision 60 ft., Low-light vision, Tremorsense 60 ft. 
Defense 
AC: 30, Flat-Footed: 29, Touch: 11 
(+1 dexterity, +19 natural) 
HP: 129 (12d8+60 plus 15)  DR: 10/good 
Fort: +13*, Ref: +9, Will: +10  SR: 24 
   * +4 racial bonus on saves vs. poison 
Resistances: None 
Immunities: Electricity, Petrification 
Defensive Abilities: Defensive Advantage 
Offense 
Base Attack Bonus: +12; Grapple: +20; Space/Reach: 5 ft. / 5 ft. 
Speed: 30 ft., burrow 20 ft. 
Melee: +1 Rockmaul +22/+17/+12 (1d12+13 20/x3) 
Special Abilities: Avalanche Strike, Teleport, Thundering Might 
Tactics 
During Combat: During battle, earth archon rumbles prefer to get into 
the thick of any melee and cause as much havoc as possible. When able, 
an earth archon rumbler will allow itself to be surrounded by as many 
foes as possible so that it might employ its avalanche strike ability while 
gaining the benefits of its thundering might ability as well. 
   If faced with enemies who rely on ranged attacks to keep opponents at 
bay, an earth archon rumbler will burrow underground and emerge 
amidst its foes in an attempt to sow confusion while dealing death with 
its rockmaul. 
Morale: Earth archon rumblers, while proud, are not suicidal and will 
flee from combat with its teleportation abilities if reduced to 30 or fewer 
hit points.  
Statistics 
STR 26 (+8) DEX 12 (+1) CON 20 (+5) 
INT 10 (+0) WIS 14 (+2) CHA 10 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Ability Focus (Avalanche Strike), Great Toughness, Improved 
Initiative, Power Attack, Weapon Focus (Rockmaul) 
Skills: Appraise +15 (15 ranks), Knowledge (any three) +15 (15 ranks), 
Listen +17 (15 ranks, +2 Wis), Search +15 (15 ranks), Sense Motive +17 
(15 ranks, +2 Wis), Spot +17 (15 ranks, +2 Wis) 
Languages: Common, Terran, Tongues 
SQ: Aura of Menace, Dark Archon Traits, Magic Circle against Good, 
Outsider Traits, Stable Footing 
Combat Gear: None 
   Other Gear: +1 rockmaul 
Ecology 
Environment: Any 
Organization: Solitary, pair, gang (3-12) 
Treasure: Double Standard 
Special Abilities 
   Aura of Menace (Su): A depraved aura surrounds dark archons at all 
times. Any hostile creature within a 20-foot radius of a dark archon must 
succeed on a will save to resist its effects. The save DC varies with the 
type of dark archon, is charisma-based, and includes a +2 racial bonus. 
Those who fail take a -2 penalty on attacks, AC, and saves for 24 hours 
or until they successfully hit the archon that granted the aura. A creature 
that has resisted or broken the effect cannot be affected again by the 
same dark archon’s aura for 24 hours. 
   Avalanche Strike (Ex): An earth archon rumbler is capable of striking 
a blow with the force of an avalanche behind it. As a full round action, 
the earth archon rumbler may make a single melee attack with a 
rockmaul that, if successful, deals 10 additional points of damage and 
forces the target to succeed on a fortitude save (DC 23) or be stunned for 
1d4 rounds. 
   An earth archon rumbler may employ this ability once every 1d4 
rounds. The save DC is Constitution-based. 
   Defensive Advantage (Ex): An earth archon rumbler’s form is ever-
shifting and foes who try to flank the beast find this incredibly 
confusing. Earth archon rumblers cannot be flanked. 
   Magic Circle against Good (Su): A magic circle against good effects 
always surrounds a dark archon (caster level equals the archon’s hit 

dice). (The defensive benefits from the circle are not included in an 
archon’s statistics block.) 
   Stable Footing (Ex): An earth archon rumbler ignores any rough 
terrain unless it is caused by some form of water (this includes ice). 
   Teleport (Su): Dark archons can use greater teleport at will, as the 
spell (caster level 14th), except that the creature can transport only itself 
and up to 50 pounds of objects. 
   Thundering Might (Ex): When surrounded by foes an earth archon 
rumbler becomes an engine of destruction. When two or more foes are 
adjacent to an earth archon rumbler, it gains a +1 bonus to attack rolls 
and a +3 bonus to damage rolls for each foe adjacent to it. 
   Tongues (Su): All dark archons can speak with any creature that has a 
language, as though using a tongues spell (caster level 14th). This ability 
is always active. 
 
 
   A large rock-skinned humanoid stands before you; in its hands it 
carries a massive hammer whose head appears to be fashioned from 
solid stone. 
 
   Earth archons are typically peaceful beings that reside upon the 
elemental plane of earth. However, some earth archons garner a taste for 
sowing chaos in other realms; these earth archons are known by their 
fellows as rumblers, named after the rumble of a coming earthquake. 
   While earth archons normally rarely leave their home plane, earth 
archon rumblers often seek ways to travel to the material plane so that 
they might sow chaos and discord among the frailer races. Amongst the 
earth archon rumblers there are three of greater power than their 
brethren, these three are known as the lords of stone and their might is so 
great that they have single-handedly leveled the cities of their foes.  
 
Lore 
   A successful knowledge (the planes) check will reveal the following 
information about an earth archon rumbler: 
DC 22 This is an earth archon rumbler, a powerful outsider with a 

great affinity for the stone. This reveals all outsider traits. 
DC 27 Earth archon rumblers are deadly melee combatants, they are 

capable of striking blows of such force that they are capable of 
stunning their foes. 

DC 32 Earth archons possess great skill in combating multiple 
opponents, often turning their foes’ attacks to their advantage 
and striking deadly blows with their hammers. 

 
New Weapon: Rockmaul 
   Rockmauls are massive hammers that were originally designed by the 
dwarves to aid in smashing large rocks that interfered with their mining 
or construction projects. As with most objects, a variant of the original 
digging implement was modified to be a deadly weapon in combat; the 
rockmauls used today feature long wooden hafts topped with a head 
made of solid stone. 
 
   Type: Martial Two-Handed 
   Cost: 85 gold pieces 
   Damage (S/M/L): 1d10 / 1d12 / 3d6 
   Critical Threat/Multiplier: 20/x3 
   Range: Melee 
   Damage Type: Bludgeoning 
   Weight: 16 pounds 
 
Feat Notes 
   Great Toughness: Grants a creature 3 hit points plus 1 additional hit 
point per hit die possessed. 
   First appeared on the bugbear lancebreaker and full details on the feat 
can be found with that monster’s stat block. 
 
Subtype Notes 
   Dark Archon: Grants aura of menace, a bonus on saves vs. poison, 
dark vision, immunities to electricity and petrification, low-light vision, 
teleportation, tongues,  
   First appeared on the ice archon and full details on the subtype can be 
found with that monster’s stat block. 


