
Cloaker Ambusher CR 7
CN Large Aberration 
Initiative: +7; Senses: Darkvision 60 ft. 
Defense 
AC: 23, Flat-Footed: 20, Touch: 12 
(+3 dexterity, +11 natural, -1 size) 
HP: 76 (9d8+36)   DR: None 
Fort: +6, Ref: +5, Will: +8  SR: None 
Resistances: None 
Immunities: None 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +6; Grapple: +16; Space/Reach: 10 ft. / 10 ft. 
Speed: 10 ft., fly 40 ft. (average) 
Melee: Bite +12 (1d6+6; 5 ft. reach) and Tail Slap +6 (1d6+3 plus 
Barbs) 
Special Abilities: Camouflage, Engulf, Moan, Shadow Shift 
Tactics 
During Combat: Cloaker ambushers always attempt to enter battle by 
way of surprise; they will typically employ their Shadow Shift ability to 
create dancing images on the first round of combat, proceeded by 
obscuring the enemy’s vision of them. A cloaker ambusher typically 
spends its first action on a surprise round employing its unnerving moan 
ability before entering melee combat. 
Morale: Claoker ambushers are cowardly creatures and will flee from 
combat if reduced to 50% or fewer hit points (38 hit points in this case). 
Statistics 
STR 23 (+6) DEX 16 (+3) CON 18 (+4) 
INT 14 (+2) WIS 14 (+2) CHA 14 (+2) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Combat Reflexes, Improved Initiative, Improved Natural Attack 
(Bite), Weapon Focus (Bite) 
Skills: Hide +11 (12 ranks, +3 Dex, -4 size), Listen +14 (12 ranks, +2 
Wis), Move Silently +15 (12 ranks, +3 Dex), Spot +14 (12 ranks, +2 
Wis) 
Languages: Undercommon 
SQ: None 
Combat Gear: None 
   Other Gear: None 
Ecology 
Environment: Underground 
Organization: Solitary, mob (3 – 6), or flock (7 – 12) 
Treasure: Standard 
Special Abilities 
   Barbs (Ex): A cloaker ambusher’s tail is coated in wicked barbs that 
embed themselves in enemies it strikes with its tail slap. Any creature 
struck by the cloaker ambusher with a tail slap attack must succeed on a 
DC 18 fortitude save or be dazed for 1 round by the incredibly amount 
of pain that the barbs cause. Creatures with a natural armor bonus of +10 
or higher, or those wearing armor that grants at least a +10 armor bonus 
to armor class are immune to the effects of this ability as the barbs 
cannot puncture the presented defenses. 
   The save DC is Constitution-based. 
   Camouflage (Ex): Cloaker ambushers are capable of altering the 
coloration of their hide so that they might better blend in with their 
surroundings. When encountered underground, a cloaker ambusher gains 
a +10 racial bonus on hide checks. 
   Engulf (Ex): A cloaker ambusher can try to wrap a medium or smaller 
creature in its body as a standard action. The cloaker ambusher attempts 
a grapple that does not provoke an attack of opportunity; if it wins the 
grapple check, it establishes a hold and bites the engulfed victim with a 
+4 bonus on its attack roll. It can still use its whip-like tail to strike out 
at other nearby targets. 
   Attacks that hit an engulfing cloaker deal half their damage to the 
monster and half to the trapped victim. 
   Moan (Ex): A cloaker ambusher can emit a dangerous subsonic moan 
as a standard action. By chancing the frequency, the cloaker can cause 
one of four effects. Other cloakers are immune to these sonic, mind-
affecting attacks. Unless otherwise specified, a creature that successfully 
saves against one of these effects cannot be affected by the same moan 

effect from the same cloaker for 24 hours. All save DCs for moan effects 
are Charisma-based. 
      Fearsome Moan: Anyone within a 30-foot spread must succeed on a 
DC 16 will save or become panicked for 2 rounds. 
      Nauseating Moan: Anyone within a 30-foot cone must succeed on a 
DC 16 fortitude save or become overcome by nausea and weakness, 
falling prone and becoming nauseated for 1d4+1 rounds. 
      Stupefying Moan: A single creature within 30 feet of the cloaker 
ambusher must succeed on a DC 16 fortitude save or be affected as 
though by a hold monster spell for 5 rounds. Even after a successful 
save, the creature must repeat the save if the claoker ambusher uses this 
effect again. 
      Unnerving Moan: Anyone within a 60-foot spread automatically 
takes a -2 penalty to attack and damage rolls. Those forced to hear the 
moan for more than 6 consecutive rounds must succeed on a DC 16 will 
save or enter a trance, unable to attack or defend themselves until the 
moaning stops. 
   Shadow Shift (Su): As a swift action, a cloaker ambusher is capable 
of manipulating shadows to aid it in battle. This ability is only effective 
in shadowy areas and has three possible effects. 
      Dancing Images: This effect duplicates a mirror image spell (caster 
level 6th). 
      Obscure Vision: The cloaker ambusher gains concealment (20% 
miss chance) for 1d4 rounds. 
      Silent Image: This effect duplicates a silent image spell (DC 16, 
caster level 6th). The save DC is Charisma-based. 
 
 
 
   The monstrosity before you almost defies description; it resembles a 
massive cloak roughly eight feet in width, that is home to a wicked maw 
full of razor sharp teeth. The thing’s red glowing eyes gleam with a 
vicious intelligence and its long barbed tail whips around threateningly. 
 
   When resting or lying in wait, cloakers are almost impossible to 
distinguish from black cloaks (the cloaker’s ivory claws look very much 
like bone clasps). Only when it unfurls does the horrific nature of the 
creature become apparent. 
   While most cloakers are content with waiting for prey to come to 
them, cloaker ambushers take a somewhat more active role in hunting; 
more than content to lair in areas near commonly traveled paths, a 
cloaker ambusher is more than capable of silently following a party for 
weeks before springing to the attack. 
   A cloaker has a wingspan of about 8 feet. It weighs roughly 100 
pounds. 
 
Lore 
   A successful knowledge (dungeoneering) check will reveal the 
following information about a cloaker ambusher: 
DC 19 This horror before you is a cloaker ambusher; while most 

members of the cloaker species are more than happy to wait 
for prey to come to them, cloaker ambushers have no qualms 
about hunting their prey down. This reveals all aberration 
traits. 

DC 24 Cloaker ambushers are capable of camouflaging themselves 
within their environment. They are also capable of wrapping 
themselves around a foe which puts him at the mercy of the 
cloaker’s wicked fangs. 

DC 29 The barbs coating a cloaker ambusher’s tail cause such 
incredible pain in those struck by them that they are capable of 
stunning targets.  

 
 


