
Foulspawn Hulk CR 9
LE Large Aberration 
Initiative: +3; Senses: Darkvision 60 ft., Low-light Vision 
Defense 
AC: 21, Flat-Footed: 21, Touch: 8 
(-1 dexterity, +13 natural, -1 size) 
HP: 155 (16d8+64 plus 19)  DR: 5/magic 
Fort: +9, Ref: +4, Will: +7  SR: None 
Resistances: None 
Immunities: Fear, mind-affecting effects 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +12; Grapple: +20; Space/Reach: 10 ft. / 10 ft. 
Speed: 40 ft. 
Melee: Slam +15 (3d6+22; power attacking for 5) 
Special Abilities: Bloodrage, Run Amok 
Tactics 
During Combat: During battle, foulspawn hulks favor charging forth 
and striking at as many opponents as possible before focusing on beating 
a single foe into pulp. 
Morale: Foulspawn hulks do not fear death and will only flee from 
combat if commanded to by a foulspawn seer or other high-ranking 
member of foulspawn society. 
Statistics 
STR 26 (+8) DEX 9 (-1) CON 18 (+4) 
INT 8 (-1) WIS 5 (-3) CHA 11 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Cleave, Great Toughness, Improved Initiative, Improved Natural 
Attack (Slam), Power Attack, Weapon Focus (Slam) 
Skills: Intimidate +19 (19 ranks) 
Languages: Foulspawn 
SQ: Light Sensitivity 
Combat Gear: None 
   Other Gear: None 
Ecology 
Environment: Any underground 
Organization: Solitary, pair, squad (6-12) 
Treasure: None 
Special Abilities 
   Bloodrage (Ex): Whenever a foulspawn hulk is reduced to half its 
total hit points (68 in this case) or less, it enters a savage fury. When in a 
bloodrage, the foulspawn hulk gains a +5 bonus to all damage rolls it 
makes with melee attacks. The bloodrage lasts until the foulspawn hulk 
is either killed or healed. 
   Light Sensitivity (Ex): Foulspawn are dazzled when in bright sunlight 
or within the radius of a daylight spell. 
   Run Amok (Ex): Whenever a foulspawn hulk makes a charge attack, 
it may make a single additional attack against any opponent who it 
threatens at the end of that charge. Attacks made against additional 
targets beyond the initially charged creature do not gain the usual +2 
bonus to attack rolls granted by a charge attack. 
 
 
   A large, heavily-muscled creature stands before you. Its deep purple 
flesh is marked with rivulets of brighter purple that pulse with some 
form of fell energy. 
 
   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. 
   Foulspawn hulks are often used by foulspawn seers and other high-
ranking members of foulspawn society as elite bodyguards and 
strongmen. To their credit, the foulspawn hulks seem to enjoy being told 
what to do by their betters and excel at the gruntwork that is typically 
expected of them. 

   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 hulk: 
DC 26 This is a foulspawn hulk, a powerful melee combatant capable 

of causing massive amounts of damage if given the chance. 
This reveals all aberration traits. 

DC 31 Foulspawn hulks who near death become incredibly dangerous 
opponents as they are taken by an inborn racial fury. 

DC 36 Foulspawn hulks are sensitive to bright lights and their charge 
attacks allow them to make sweeping blows against multiple 
opponents. 

 
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. 
 


