
AHRIMAN, LORD OF THE DIVS                   CR 22 
XP 615,000
NE Huge Outsider (div, evil, extraplanar)
Init +10; Senses darkvision 60’, see in darkness; Perception +36
Aura aura of hopelessness (30 ft., Will DC 31)
DEFENSE
AC 47, touch 14, flat-footed 41 (+6 Dex, +33 natural, –2 size)
hp 499 (27d10+351)
Fort +27, Ref +19, Will +24
DR 20/cold iron, epic, and good; Immune fire, poison; 
Resistance acid 20, electricity 20; SR 33
OFFENSE
Spd 40 ft., fly 60 ft. (perfect)
Melee 2 claws +37 (2d6+10), 2 talons +37 (1d8+10), bite +37 
(2d6+10)
Space 15 ft.; Reach 10 ft.
Special Attacks bottomless maw, double rend (2d8+16 or 
4d8+32), summon div
Spell-Like Abilities (CL 20th)
      Always active—true seeing
      At will—greater teleport, unhallow, unholy blight (DC 22), 
speak with dead (DC 21)
      3/day—horrid wilting (DC 26), implosion (DC 27), plane shift 
(DC 26), wish
STATISTICS
Str 30, Dex 22, Con 35, Int 22, Wis 24, Cha 27
Base Atk +27; CMB +38 (+4 bull rush); CMD 55 (57 vs. bull rush)
Feats Awesome Blow, Cleave, Combat Expertise, Combat 
Reflexes, Great Cleave, Greater Bull Rush, Improved Bull Rush, 
Improved Initiative, Improved Natural Attack (claws), Improved 
Natural Armor, Iron Will, Lightning Reflexes, Power Attack, 
Toughness
Skills Bluff +38, Diplomacy +35, Fly +36, Intimidate +38, 
Knowledge (arcana) +33, Knowledge (religion) +36, Knowledge 
(planes) +36, Linguistics +33, Perception +36, Sense Motive +37, 
Stealth +36, Spellcraft +36
Languages Abyssal, Aquan, Auran, Celestial, Draconic, Ignan, 
Infernal, Terran; telepathy 100 ft.
SQ deathless doom
ECOLOGY
Environment  Abaddon
Organization  unique
Treasure  standard
SPECIAL ABILITIES
Aura of Despair (Su): Ahriman radiates an aura of despair. 
Any creature that comes within 30 feet of Ahriman must suc-
ceed on a DC 31 Will save or take a –4 penalty on attack rolls, 
saving throws, skill checks, and ability checks. The save DC for 
this effect is Charisma-based.
Bottomless Maw (Su): Ahriman can try to swallow a grabbed 
opponent of any size by making a successful grapple check, 
magically shrinking his foe and banishing him to an extrapla-
nar bottomless pit. Ahriman cannot swallow any creature with 
the good subtype or affected by the spell holy aura. 
     Once swallowed, opponents fall endlessly, taking 2d8+12 

points of sonic damage as they plummet through the Lord of 
the Divs’ cacophonic interior—a repulsive, lightless pit where 
heresies and praises to Ahriman are screamed in all languages 
at once. In addition, every round, swallowed creatures must 
make a DC 31 Will save or be dominated, as per the spell domi-
nate monster, for 1 day. Ahriman knows when he has domi-
nated a creature and may expel any creature in his stomach as 
a standard action, causing it to appear in any square adjacent 
to him (or the nearest square possible). A swallowed creature 
cannot cut its way out. Any creature within an area of magical 
silence is unaffected by the sonic damage or dominate monster 
effect of Ahriman’s stomach 
     Swallowed creatures can escape through the use of plane 
shift or similar plane-traveling magic. The spells atonement, 
freedom, holy word, limited wish, miracle, or wish, or a turning 
check made by a good-aligned cleric that affects creatures of 15 
Hit Dice or greater—cast by either a creature outside or swal-
lowed by Ahriman—stuns the Lord of the Divs for 1 round, 
forcing him to release every creature held within his stomach 
at once. If he has no creatures in his stomach, casting such 
spells has no effects. Summoning a creature with the good 
subtype or casting the spell holy aura within Ahriman also 
causes him to release every creature in his stomach.
Deathless Doom (Su): Ahriman can choose to turn any liv-
ing creature he kills into an undead monster. Any humanoid 
slain by Ahriman becomes a wight in 1d4 rounds. It does not 
possess any of the abilities it had in life. Additionally, any genie 
killed by Ahriman rises in 1d4 hours as a ghul. Both of these 
types of undead are under the command of Ahriman and 
remain enslaved until their destruction.
Double Rend (Su): If Ahriman hits with both of his claw 
attacks or both of his talon attacks, he latches onto his oppo-
nent’s body and tears the flesh. Arhiman’s rend can affect two 
separate creatures or a single opponent. If he hits the same 
creature with either both of his claws or both of his talons, the 
attack automatically deals an additional 2d8+16 points of dam-
age. If he hits the same creature using both of his claws and 
both of his talons concurrently, the attack automatically deals 
an additional 4d8+32 points of damage.
Summon Div (Sp): Three times per day, Ahriman can summon 
2d6 divs in whatever combination of dorus, ghawwas, pairakas, 
shirs, or sepid divs he wishes. Alternatively, he may summon 
any one specific div he wishes. A div who does not wish to 
answer Ahriman’s call must make a DC 31 Will save to resist 
instantly appearing before its lord. The save DC is Charisma 
based. This ability is equivalent to a 9th-level spell.
Venom Aegis (Sp): Ahriman’s flesh writhes with countless 
vipers, the embodiments of ancient and forgotten evils. Any 
creature striking Ahriman with handheld weapons or natural 
weapons must make a DC 35 Fortitude save or take 1d6 points 
of Strength drain. The save DC is Charisma-based. On each 
such successful attack, Ahriman gains 5 temporary hit points. 
Note that weapons with exceptional reach, such as longspears, 
do not endanger their users in this way.
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