
Remorhaz CR 9
N Huge Magical Beast 
Initiative: +6; Senses: Darkvision 60 ft., Low-light Vision, Tremorsense 60 ft. 
Defense 
AC: 26, Flat-Footed: 24, Touch: 10 
(+2 dexterity, +16 natural, -2 size) 
HP: 150 (12d10+72)   DR: None 
Fort: +14, Ref: +10, Will: +5  SR: None 
Resistances: Cold 10 
Immunities: Fire 
Defensive Abilities: Heat 
Offense 
Base Attack Bonus: +12; Grapple: +29; Space/Reach: 15 ft. / 10 ft. 
Speed: 30 ft., burrow 20 ft. 
Melee: Bite +20 (2d8+13) 
Ranged: Blistering Mucus +14 (2d6 fire; 30 ft. range increment) 
Special Abilities: Immolating Carapace, Improved Grab, Swallow 
Whole 
Tactics 
During Combat: Remorhazes typically prefer to wait under a layer of 
snow or sand for prey to pass overhead before burrowing out and 
surprising them. 
   When combat begins, a remorhaz typically rushes into melee so that it 
might employ its immolating carapace ability. If a remorhaz is unable to 
enter melee combat it will not hesitate to launch globs of blisteringly hot 
mucus at its foes. In melee a remorhaz typically power attacks for 5 
points (reducing its bite attack to a +15 to hit but increasing its damage 
to 2d8+23) and continues to do so until it notices that it is having trouble 
harming its opposition. 
Morale: Remorhazes are brutal hunters and once they have found prey 
they never flee from combat. 
Statistics 
STR 28 (+9) DEX 14 (+2) CON 22 (+6) 
INT 5 (-3) WIS 13 (+1) CHA 11 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: Ability Focus (Heat), Awesome Blow, Improved Initiative, 
Power Attack, Weapon Focus (Bite) 
Skills: Listen +11 (6 ranks, +1 Wis, +4 racial), Spot +10 (9 ranks, +1 
Wis) 
Languages: None 
SQ: None 
Combat Gear: None 
   Other Gear: None 
Ecology 
Environment: Cold desert 
Organization: Solitary 
Treasure: None 
Special Abilities 
   Immolating Carapace: Remorhazes are capable of radiating intense 
fields of withering heat that has been known to kill even the mightiest of 
warriors. As a standard action, the remorhaz can blast forth a wave of 
withering heat; all creatures within 30 feet of the remorhaz suffer 3d6 
points of fire damage and must succeed on a fortitude save (DC 22) or 
be fatigued, 
   After using this ability, a remorhaz must wait 2d4 rounds before using 
it again. 
   The save DC is Constitution-based. 
   Improved Grab (Ex): To use this ability, a remorhaz must hit an 
opponent least one size category smaller than itself with its bite attack. It 
can then attempt to start a grapple as a free action without provoking an 
attack of opportunity. If it wins the grapple check, it establishes a hold 
and can attempt to swallow the opponent the following round. 
   Heat (Ex): An enraged remorhaz generates heat so intense that 
anything touching its body takes 8d6 points of fire damage. Creatures 
striking a remorhaz with natural attacks or unarmed attacks are subject 
to this damage, but creatures striking with melee weapons do not take 
damage from the remorhaz’s heat. This heat can melt or char weapons; 
any weapon that strikes a remorhaz is allowed a DC 24 Fortitude save to 
avoid destruction. 
   The save DC is Constitution-based. 

   The save DC of this ability is increased by 2 due to the remorhaz 
possessing the ability focus (heat) feat. 
   Swallow Whole (Ex): When a remorhaz begins its turn with a 
grappled opponent in its mouth, it can swallow that opponent with a 
successful grapple check. Once inside, the opponent takes 2d8+12 points 
of bludgeoning damage plus 8d6 points of fire damage per round from 
the remorhaz’s gizzard. A swallowed creature can cut its way out by 
using a light slashing or piercing weapon to deal 25 points of damage to 
the gizzard (AC 15). Once the creature exits, muscular action closes the 
hole; another swallowed opponent must cut its own way out. A Huge 
remorhaz’s interior can hold 2 Large, 4 Medium, 8 Small, 32 Tiny, 128 
Diminutive, or 512 Fine or smaller opponents. 
   Skills: Remorhazes have a +4 racial bonus on Listen checks. 
 
   The massive creature before you somewhat resembles a millipede in 
general shape; that is where the resemblance ends, however. This beast 
has a large wicked pair of mandibles decorating what you assume to be 
its head; a pair of large segmented eyes stares at you as the thing rears 
up to its full height, well over ten feet tall. A pair of large frills erupt 
from the sides of its body and the whole thing seems to take on an 
unearthly red glow as a wave of great heat slams into you. 
 
   Remorhazes are a massive desert dwelling monstrosities that are 
known for their ill-temper as well as their ferocity in battle. Remorhazes 
typically do not hunt so much as they wait; a remorhaz is more than 
content burrowing ten feet below the surface and waiting, sometimes for 
weeks at a time, for prey to approach within killing distance. 
   Amongst desert dwelling tribes, the remorhazes are a legendary and 
terrific creature that is often regarded with equal measures of respect and 
stark terror. More than one tribe has been known to offer yearly (or in 
some cases, weekly) sacrificial tributes to the foul beasts. 
   A remorhaz is whitish-blue in color but pulses with a reddish glow 
from the heat its body produces. The creature is a little more than 20 feet 
long, with a body about 5 feet wide. It weighs about 10,000 pounds. 
   Remorhazes cannot speak. 
 
Lore 
   A successful knowledge (arcana) check will reveal the following 
information about a remorhaz: 
DC 22 This monstrosity is a remorhaz, a large beast that typically 

ambushes its prey before ripping it apart. This reveals all 
magical beast traits. 

DC 27 If engaged at range, a remorhaz is capable of vomiting forth 
gouts of mucus that are capable of searing the flesh of its foes. 
Remorhazes are also capable of unleashing waves of heat to 
immolate their foes. 

DC 32 The body of a remorhaz is incredibly hot; weapons striking the 
beast often shatter upon contact with the terrific heat. 

 


