
Foulspawn Grue CR 5
LE Medium Aberration 
Initiative: +6; Senses: Darkvision 60 ft., Low-light Vision 
Defense 
AC: 20, Flat-Footed: 18, Touch: 12 
(+2 dexterity, +8 natural) 
HP: 60 (8d8+24)   DR: None 
Fort: +5, Ref: +4, Will: +4  SR: None 
Resistances: None 
Immunities: Mind-affecting effects 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +6; Grapple: +7; Space/Reach: 5 ft. / 5 ft. 
Speed: 20 ft. 
Melee: 2 Claws +8 (1d6+1 plus Hold of the Shadows) 
Special Abilities: Dimensional Leap, Whispers of Madness 
Tactics 
During Combat: Against a single target, a foulspawn grue will typically 
teleport into melee range, unleash a flurry of claw attacks followed by its 
whispers of madness ability and then quickly teleport away. Should its 
target appear stunned, the grue will teleport back into melee range and 
slaughter its target. 
   Against groups, a foulspawn grue will typically employ its whispers of 
madness ability to incapacitate the most heavily armed foe (typically 
someone wearing heavy armor and carrying a large weapon) before 
moving in for combat. It should be noted, that it is rare for a single 
foulspawn grue to attack a party of adventurers as the creatures typically 
hunt in packs. 
Morale: Foulspawn grues are cowardly creatures and will flee from 
combat should they be reduced to 15 or fewer hit points. Foulspawn 
grues lead by foulspawn hulks or foulspawn seers fight to the death. 
Statistics 
STR 12 (+1) DEX 14 (+2) CON 16 (+3) 
INT 11 (+0) WIS 7 (-2) CHA 14 (+2) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Improved Initiative, Improved Natural Armor, Weapon Focus 
(Claws) 
Skills: Hide +13 (11 ranks, +2 Dex), Move Silently +13 (11 ranks, +2 
Dex) 
Languages: Foulspawn 
SQ: Light Sensitivity 
Combat Gear: None 
   Other Gear: Tattered clothing 
Ecology 
Environment: Any underground 
Organization: Solitary, pair, cell (4-16) 
Treasure: Standard 
Special Abilities 
   Dimensional Leap (Su): The foulspawn grue is capable of short-range 
teleportation and often employs it to ambush enemies. As a move action, 
the foulspawn grue may teleport up to 20 feet. The foulspawn grue must 
have both line of sight and line of effect to the area that it is teleporting 
to. Teleporting in this way does not provoke attacks of opportunity. 
   Hold of the Shadows (Su): Whenever a foulspawn grue strikes a foe 
the very shadows leap forward to hinder its movement and whisper dark 
secrets into its mind. Any creature struck by a foulspawn grue’s claw 
attack must succeed on a reflex save (DC 16) or be treated as if under 
the effects of a slow spell for 1d4 minutes. 
   The save DC is Charisma-based. 
   Light Sensitivity (Ex): Foulspawn are dazzled when in bright sunlight 
or within the radius of a daylight spell. 
   Whispers of Madness (Su): A foulspawn grue is capable of touching 
the minds of those nearby, inducing a gibbering madness in them. As a 
standard action, the foulspawn grue may target a single foe it can see 
within 60 feet; the target must succeed on a will save (DC 16) or become 
dazed for 1d4 rounds. Creatures affected by the foulspawn grue’s hold of 
the shadows ability suffer a -2 penalty to the saving throw and instead 
begin babbling incoherently and are knocked prone and stunned for 
1d4+1 rounds should they fail their saving throw. 
   The foulspawn grue may employ this ability once every 1d6 rounds. 
This is a mind-affecting ability. The save DC is Charisma-based. 

   The pale-skinned humanoid standing before you wears tattered clothes 
that are caked in various forms of filth. The thing’s arms end in wicked-
looking claws that look to be caked with dried blood. Upon noticing you, 
the creature grins wickedly revealing rows upon rows of jagged teeth 
that resemble those of a shark.  
 
   The foulspawn are a race of depraved and psychotic monstrosities 
from beyond the material plane. Where they come from or what their 
purpose is, no one knows, the only thing known for sure about their race 
as a whole is that they have no compunctions about slaughtering 
anything they come across. 
   Foulspawn are typically encountered deep underground on the material 
plane. Their eyes are not properly suited to daylight and so they often go 
out of their way to settle in areas far from the sun. 
   The foulspawn grue is one of the lowliest members of the foulspawn 
race, nothing more than assassins and ambushers in the dark, they 
nonetheless have their place. When encountered en masse, a group of 
foulspawn grues can quickly and decisively kill or debilitate their foes to 
better pave the way for the less discreet movements of the foulspawn 
hulks or the various schemes of the foulspawn seers. 
   Foulspawn of all types speak their own language and those possessing 
an intelligence of 12 or higher typically also speak common. 
 
Lore 
   A successful knowledge (dungeoneering) check will reveal the 
following information about a foulspawn grue: 
DC 18 This is a foulspawn grue, a skilled assassin capable of 

teleporting short distances at will. This reveals all aberration 
traits. 

DC 23 The claws of a foulspawn grue cause the very shadows to leap 
forth and hinder those struck by the grue. The eyes of 
foulspawn grues are poorly developed in regards to handling 
bright light. 

DC 28 A foulspawn grue is capable of invading the minds of those 
nearby and causing them to collapse into gibbering heaps. 

 
 


