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DEAR GAMEMASTER...
Thank you for investing in this book!

As you may know, Radiance RPG is a philanthropic project. The
goal is to share a game that focuses on the joys of table-top gaming.
Thinking back to my first adventure 30 years ago, I marvel at how
the industry has grown. All the new ideas have been inspiration to
make something great. Ideally, with Radiance RPG in hand, you
and your players will enjoy more time roleplaying, with less of the
clunky stuff, while retaining an incredible richness of options.

As a GM, your players may not realize how much preparation
you put into crafting and running adventures. To help you, this
book offers numerous traditional resources including maps, mon-
sters, templates, and traps. Along with old favorites, there are fresh

creatures and hazards. This book also introduces new resources like
the 32 stories on page 8. Stories are a natural way to draw players
into adventures and keep them excited, active, and on their toes.

As a GM, you likely introduce new games and supplements to
your circle of players. Sadly, this isn’t a book to share with them
(though you can still wave it around!) Yet, there is a good chance you
are bringing Radiance RPG to your table. That is inspiring and hum-
bling for me to consider. Thank you for joining the mission to help
make all that is old, new again, and all that is new, a future classic.

Questions? Ideas? While www.RadianceRPG.com is a place to get
core materials, the daily hot spot is www.Facebook.com/RadianceRPG.
Just “like” it to see artwork, new material, and more.

Journey On!
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“WHAT'S INSIDE

Here is a chapter-by-chapter outline of the book.

CHAPTER 1: IMAGINE—Introduces key concepts for GMs with variants that look the same but behave differently.
to consider. Also, covers how Radiance RPG differs from other d20 CHAPTER 5: TEMPLATES—Do you need an aquatic wolf,

ames and describes numerous rich story ideas.

‘ CHAPTE R 2: MASTE RY.—Delves 'into gaming deta}ilS, .includ— templates to customize monsters to specific environments and roles.
ing campaign concepts, power tiers, narrative roles, and guidelines for HAPTER 6: PLACES—Includes two-dozen locations such as

creating your own races, classes, themes, and so forth.

CHAPTER 3: HAZARDS—Gads, a trap! And that trap is just location has a map, text description, and roster of typical inhabitants.
a distraction from the real one. This chapter includes magical zones GM CHEAT SHEETS—Key references a GM needs, all on 3“ 4

where every step is fraught with magical challenges.

CHAPTER 4: CREATURES—Presents over 100 creatures of form you can use to track crucial PC and monsters statistics.

all types from aberrations such as aboleths to undead such as ghouls‘.
Includes guidelines for reading monster statistics. Monsters come

boss gnoll, zombie kraken or fiery golem? Easy. Apply any of over 50
an arcane marketplace, electrotech factory, and vampire crypt. Each

pages. You can make a GM’s screen out of them! Includes an empty .
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This book is a supplement for use with the RADIANCE PLAYERS GUIDE.
While the RPG offers everything you need to get started, this book
provides game masters with resources, namely story ideas, traps,
creatures, maps, and guidelines for creating new races, classes, and
so forth. A GM uses resources like these as part of conducting adven-
tures. Conducting is both a science and an art. There are rules to
adjudicate. There is also the magic that emerges when a competent
and creative GM promotes memorable moments, to go beyond what
was first imagined.

ESSENTIALS

Here are some must-know items before you dive in.

WHAT YOU NEED

So you want to be a Radiance game master? To run adventures, you
need the RADIANCE PLAYERS GUIDE, writing materials, folks to play
with, a comfortable space, a regular time to game, and a few hours of
free time every week to prepare. While preparation helps, the magic
tends to occur when you successfully juggle all the key elements that
go into orchestrating a wondrous shared experience.

If you are reading this, you likely have experience as a GM. Whatever
your background, here are some terms you may wish to reflect on.
PLAYERS, PCS: You and your friends! Typically, each player
has a character, called a player character (PC for short). Players are
encouraged to bring energy, a proactive approach, and a creative Ji >

mindset to the game.

GM\: This may be you, and it might include another player who
occasionally takes your seat. The game master is a player who crafts
the world, devises adventures, and adjudicates the actions of PCs and
NPCs.

PARTY: All of the PCs adventuring together, plus maybe NPCs.
Unless two (or more) GMs are working together, it’s usually best to
keep PCs together as a single party so that everyone feels involved
with something to say, see or do.

NPC: A non-player character or creature the PCs meet during
their adventures. The RPG offers 100 pre-made townies to act as
NPCs. Moreover, sentient monstrous creatures can also act as enter-
taining and informative NPCs rather than—or in addition to—act-
ing as blood-letting combatants.

SETTING: Also called a world or campaign setting, this includes
the physical and social environment with its customs, institutions,
and so forth. A GM’s preparations for a setting might include a set of
maps, an encyclopedia of places and personages, fictitious newspa-
per clippings, and a history lesson. That said, a GM can start small in
alocal town and expand to add details over time as the need arises. A
setting is best based in an environment and culture.

CULTURE: The RPG describes 4 common cultures: Primal
Tribal, Medieval Feudal, Enterprising Colonial, and Decadent Impe;
rial. Each culture includes a people’s mind-set, daily life, gover-
nance, and attitude to outsiders and heroic adventurers. The physical
environment, its opportunities and limitations, drives that culture. A
sparsely-populated, post-apocalyptic desert world filled with mon-
sters and desperate warbands vying for water and the use of rusty
electrotech weapons differences markedly from a densely-populated
techno-religious utopia where PCs enjoy a life of freedom and lux-
ury until they reach age 25, when a person must undergo a danger—\v
ous rite called “the transition”, and little is known about those who &
fail to return from it.




Cultures are ecasy to manage. The GM names the culture’s key val-
ues, such as “progress” and “propriety” in a Victorian age. Thereafter,
for each encounter, the GM allows the people and institutions in the
setting to respond in a way that fulfills those values.

CAMPAIGN: From a player’s perspective, a campaign is a series
of adventures. The best kind of campaign is an ongoing arc that occurs
on a big canvas and acts as a counterpoint to the world’s setting and
culture. A placid world is invaded by aliens. A kingdom is rotting,
but rumors abound of a dragon egg that might give birth to a godling
savior. The introduction of a new magical practice promises to bring
peace to a continent bloodied by endless war. There are many pos-
sibilities. A long campaign with numerous obstacles and layers reads
like an epic series of novels as it takes PCs from 1st-level novices to
20th-level heroic paragons. In practice, many campaigns run 5 to 10
levels before the PCs retire or move to another campaign.

ADVENTURE: A series of related encounters, typically with a
beginning, middle, and end. Over numerous encounters, characters
heed a call to action, overcome obstacles, gain allies and enemies,
and earn rewards. Rewards might include legendary treasure, a ran-
somed princess, or the pelt of a fiendish red dragon.

An adventure might be more linear, more multi-path or a “sand-
box” style where players are free to explore as they like. Some GMs
and players enjoy executing a predefined series of encounters, while
others prefer an open-ended approach, where situations emerge in
reaction to PC’s choices.

An adventure typically takes 4-12 hours to play out. Typically, an
adventure is long enough—perhaps 8 hours, or a pair of 4 hour ses-
sions—for PCs to progress to their next level.

PLAY SESSION: A single meeting to run through part of an
adventure, though sometimes you can create one-off sessions that
open and close a short adventure.

u *$1-< C]ﬁapter I: Imagjne

ter might focus on combat, social interaction or a mix thereof. Ide-
ally, scenes alternate combat and noncombat to sustain an interesting
pace. Some encounters may be mandatory, while others occur when
certain conditions are met, and a few may be random.

CREATURE/MONSTER: A non-person. This book introduces
over 100 creatures, from the quixotic aboleth to the iconic zombie.
Each creature has a level from 0 to 20. Most are typically 4th to
10th level. Like a party of PCs, many creatures will also come as
a group—be it a flock, gang, horde, school, squad, family or such.
Also like PCs, creatures have livelihoods and goals and may or may
not care to risk their lives. That said, many creatures are monsters,
plain and simple, the result of curses, horrid experiments, or hell-
spawned nurseries or alien evolution. If PCs are inviting a flock of
harpies to a fine dinner, they better understand who may be served!

ACTION/FACTION GOAL: Each player, as part of his fac-
tion, if any, is provided a goal, with commensurate XP reward. The
oals of factions may conflict.

LOCATIONS/MAPS: The spaces that host encounters. An
adventure might involve PCs escaping a prison, exploring a ruined
temple, or locating and rescuing a dying minotaur in a maze. More
complex adventures involve 2 or 3 locations: The PCs landing craft,
the temple they’ve been sent to investigate, and the dangerous jungle
between the two. Ideally, the GM prepares a map of major locations
with key information such as traps, creatures, secret passages, and so
forth. Ideally, a location includes a few secret spaces and interactive
elements such as a draw bridge and or movable wall.

MYSTERY: This includes questions with clues, red herrings, and
so forth. A GM can help motivate players by introducing mystery.

TRAP/HAZARD/OBSTACLE: This is a physical challenge
rather than a creature. This might be a pit with crushing walls, a
series of small chasms a PC needs to leap, or a puzzle that a PC must
solve before continuing. These tend to challenge the players’ brains.

STORY: A dramatic core around which an entire adventure turns
and unfolds. The PCs enter the burning house to save a family. They
quickly discover that the house is a foyer into an abyssal realm from
which they cannot soon escape. This introduces the story’s core: “the
escape”. The adventure flows from the core. Escape from what? The
house is a prison. Who are the inmates? The family members are
really demons, perhaps “remade” from former hapless adventurers.
The basement stairs lead into a swampy morass. How is that pos-
sible? And “granny”, a demonic matron, rocks back and forth in the
attic. Is there a key to get out? If so, where, and how to use it? The
bulk of the story is done when the PCs successfully escape, or yield
all hope of doing so and become the newest demon inmates.

HOOK: An carly scene in an adventure that draws characters into
the larger story. For example, the PCs are called to help a family escape
a burning country house. Naturally, more is at stake than the hook. Ide-
ally, the hook is nestled within 2 or 3 other events that relax the players
and feed their excitement for action while lulling them into a sense of
complacency about their competence and what’s safe or dangerous.

NARRATIVE ROLES: These are the roles people play. Roles
+ include hero, supporters, wise-person, villain, minions, trickster,
and many more. The cast of an adventure is dramatized by the roles
they play. Presumably, the PCs are heroes. Beyond that, the dragon
they encounter might be a victim, villain, trickster, wise advisor or
so forth. Narrative roles always support the story. If a creature lacks a
role then why is it in the adventure except as a fun distraction, which
is itself a role!

LEVEL: A measure of challenge from 0 to 20. Every creature,
adventure, trap, and other encounter has a level. Typically, the mix of
levels in an adventure matches the PCs’ level.

ENCOUNTER: One scene in the game, similar in length and
scope to a film scene. An encounter resolves around the PCs under-
standing, surviving, and perhaps benefiting from a trap, monster or
other obstacle. An encounter typically lasts 2 to 5 minutes of game
time, played out in 20 to 50 minutes of real-world time. An encoun-

L
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FUN: A subjective feeling. Everyone has a different idea of what’s
fun, from tactical combat to dramatic romances with NPCs. Players
tend to hold differing notions of what’s fun. A GM’s job includes
catering to a balance of needs so everyone tends to have fun.

RESPECT: The key to fun is respect. All players at the table value
each others’ contributions and needs and don’t use rules as weapons.

META-GAMING: When players make use of information that
their characters couldn’t know, such as out-of-game expertise, or
events that occurred when a PC was unconscious. Most GMs dis-
courage meta-gaming, and some punish it with XP penalties.

VERISIMILITUDE: The semblance of realness. Players experi-
ence verisimilitude when a setting, NPCs actions, and so forth occur
in a consistent way. Magic for example isn’t “real”, and yet it can be
handled in a consistent way that strongly helps make it feel real.

HOUSE RULES/CUSTOMIZING: The GM’s personal spin
on the Radiance game, including modifications, limitations, and addi-
tions. For example, a GM might ask all PCs to start off with a townie__
profession rather than a character class, with the understanding that™
PCs will have opportunities to pursue a class by finding and training
at a fighting school, wizardry academy or so forth. Or a GM might
wish to limit PCs to options suiting a Greco-Roman setting, with only
humans and halflings, and classes such as barbarian, fighter, invoker, 3
rogue, and witch that match the flavor of those times. What’s impor-
tant: Everyone knows and feels comfortable with the house rules.

COLLABORATION/EMERGENCE: The back-and-forth that
occurs between players and GM so that everyone feels invested.
Minimally, a GM responds to some of the players’ desires regarding
their adventures, campaign, and characters, such as what kind of set-
ting they wish to explore. More ambitiously, a GM offers ways for
players to contribute. For example, players each come with a trap
or creature of their own design on an index card. Once per adven-
ture, the GM randomly draws a card and plants that challenge as a

surprise. There are many ways to collaborate and GMs may stick to ~9% |}

what’s comfortable for them.
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MIND THE GAP

You may know other d20/OGL games such as DUNGEONS AND DRAG-
ons, 3rd Edition, by Wizards of the Coast or PATHFINDER RPG by Paizo
Publishing. These games work a certain way to provide a consistent
play experience. While Radiance RPG retains many of the mechanics,
themes, and trappings of a d20 game, it differs in key ways.

1. THE POINT SYSTEM RULES. Abilities, characters, magic
items, monsters, traps, and almost everything else are built on a
point system. RPG, page 39 introduces the point system in a box
called Behind the Math.

2. THE GAME IS TIERED. As PCs and their abilities improve
by tiers from basic to paragon, players will notice a clear shift in the
play experience. It’s important to play “in tier” as often as possible.

g. PROGRESSION 1S FLATTER. Since every character level
adds the same number of points, a 10th level PC is 5x the power of
a 2nd level PC. Similarly, spells and abilities increase linearly, rather
than geometrically. This means a monster’s level matters less too.

4. POWERFUL ABILITIES ARE DEFERRED. Spells such as
Scry and Teleport are deferred to the highest levels of play and made
expensive to allow GMs plenty of room to control basic elements of
an adventure such as travel and mystery.

5. ABILITIES ARE TIGHTLY GROUPED. Classes such as
cleric and wizard that are often broadly based are divvied up into
narrowly-themed classes. Similarly, “feats” from the d20 system are
siloed into themes and recast as “awards”.

6. MARTIALISTS & SPELLCASTERS ARE MATCHED.
All PCs are built from the same point system. Also, martialists have
more potent melee abilities while magic users’ more powerful spells
are deferred to higher levels. Everyone can shine at all levels.

7. TOWNIES ARE POTENT. Townies are far above their d20
rival, the commoner. For example, each townie is only 2nd level,
yet a squad of 5 snipers can slay a 10th-level PC in 1 round. Townies
ensure PCs remain accountable to society.

8. HEROES ARE STILL MORTAL. The vitality and wound
system grants PCs power at higher levels while still endangering
their mortal frames. High level monsters, poisons, and such deal
wound damage, and wounds remain constant over a PC’s career.

9. NOT ALL CREATURES ARE PEOPLE. Many abilities,
particularly at the basic tier, only affect persons. Dragons, zombies,
and such are not persons. This distinction sustains balance. At higher
tiers, some abilities improve to affect all creature types.

10. HIGH-LEVEL COMBAT GOES SWIFTLY. Regardless
of level, a typical 4-hour play session can easily include 3 to 5 combat
scenes with an equal number of social scenes. Part of the reason: At
higher levels, monsters do more wound damage.

11. VITALITY IS LIMITED. While PCs can use magic to heal

Power Gaming Blues?
Here are 3 points to know when a player devises a “super character”.

1) YOU CAN'T TAKE AN ABILITY MORE THAN ONCE.
There are some exceptions, which are explicitly stated. Otherwise,
this is a solid rule. For example, Toughness is a warmech racial option
and a barbarian basic tier ability. A warmech barbarian cannot take
both instances of Toughness. Similarly, the specialist theme offers
Skill Focus to boost use of a skill. A specialist can only ever take this
ability once to improve 1 skill.

2) MULTIPLE USES OF AN ABILITY DON'T STACK.
Many abilities offer ongoing benefits. For example, a necromancer’s
False Life ability offers extra wound points for 5 minutes. He can’t
use the ability 5 rounds in a row to gain 5x the benefits. He must end
the current use or wait until it expires before using it again.

3) MOST ABILITIES ACTIVATE AS A STANDARD ACTION.
Unless stated otherwise, abilities that actively produce an effect such
as Fireball or All You Need is Kill take a standard action to activate. In
contrast, abilities that offer skill benefits are ongoing—they may take a
standard action at the day’s start, but those seconds doesn’t matter.

L
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wound damage, vitality is set by one’s level and hard to recover. Mar-
tialists lose vitality on the front line to foes’ strikes while spellcasters
expend vitality to cast spells from the back line. Thus everyone goes
home tired at the same time.

12. ROMANCE IS USEFUL. There are several ways to
recover vitality. Among these are townies such as courtesans and
abilities such as Kiss that encourage a certain amount of romance,
even if off-screen, just for game benefits.

13. THE GAME ASSUMES A GILDED AGE. The optional
presence of businesses and machines in industrializing socicties
ensures that PCs and NPCs can bring about great changes for good
or ill through mundane means of wealth and politics.

14. COMMON SENSE IS KEY. Abilities are less rigorously
defined. Players will encounter edge-cases or overlap situations with
little guidance from an ability’s description. This is where mutual
respect, negotiation, and deference to the GM come in. Always decide
toward what is less powerful and more mundane in effect.

15. REVIEW THE FINE PRINT. Players may miss the signifi-
cance of an ability’s wording. For example, Sudden Burial only works
in “soft ground”, which does not include stone floors. If use of an abil-
ity seems outrageous, check to see if key wording was overlooked.

16. MAGIC ITEMS ARE LESS IMPORTANT. You can
forego magic items and, except for potions, few will likely notice.
PCs earn less gold per level, magic items remain costly, and a PC’s
wide set of options meets the need for uniqueness.

17. MAGIC ITEMS WORK DIFFERENTLY. A magic item
isn’t a fount of power. Rather, it is a container for abilities that the
owner gains and may employ with a commensurate cost in vitality.

18. YOU CAN UP TECHNOLOGY OR EXCLUDE IT.
Electrotech, steamgear, and such are present but not baked in to the
game. You can easily exclude technology by excluding the Electro-
tech ability and Chapter 9: Electrotech from the RPG.

19. SKILLS ARE MORE IMPORTANT. You may be used
to abilities that provide measly +2 bonuses to skills. Radiance RPG
offers +5 and better bonuses. The result is not imbalanced, just dif-
ferent. Skills rival abilities in value.

20. DEITIES MATTER. Less than alignment, a PC’s deity
often matters. The faith point system offers “get out of jail” opportu-
nities. PCs will call upon divine aid when the going gets toughest.

21. MIND THE WORLD. Townies are empowered and mun-
dane electrotech gear is quite potent. Thusly, PCs get away with a lot if
you let them treat NPCs and such as game pieces. Consider economic,
psychological, and social consequences when PCs fail to tread lightly.

22. SIMPLIFICATIONS WORK. A character only uses 1
attribute for all attacks. How can that be? Everyone has the same
ability progression. What? And so forth. It’s okay. In practice, the
play experience remains familiar and sensible.

Recasting Faith Points

As GM, you may wish to switch-up some rules to better match your
sensibilities or setting. With a point-based system, you can adjust a
lot with predictable effects. Here’s an example.

A character normally expends faith points to access his deity’s
boons. A faith point is worth % of a basic ability. How else might we
use faith points in a campaign setting? |

In a world with no divine benefits, you can recast faith points as
“hero points” or “action points”. At any time, a PC can add +1d6 to
a d20 roll to give himself a little boost in dire circumstances.

Alternatively, even in a godly world, some characters may eschew
a deity to worship the Multiverse, Nature, Humanity or a similar
abstract or theosophic notion. Instead of access to boons, the PC
spends faith points to briefly access a class ability he hasn’t learned.
For example, a non-theistic wizard might spend 2 faith points to
access the Instant Pit spell even though he doesn’t know it and hasn’t
prepared it via his spellbook. I

Finally, we might drop faith points and deities altogether. If we do, m_; :-

just drop monster faith points too to ensure balance. J‘




STORIES

Stories are powerful. A single story, in deft hands, captures the imag-
ination and energizes the creativity of everyone at the table.

Ideally, a GM juggles a few stories to involve every PC. Often, a
party of PCs shares 1 big story and each individual also has stories.
To encourage play, dangle the promise of experience points. When
PCs complete stories in a satisfying way, award XP as if they beat an
obstacle. Ideally, award 1 XP per character level per story.

Here are brief descriptions of 32 stories. Each story has a hook
that invites PCs to freely say “yes” to tackle it. Each also includes
obstacles, options, complications, and an end point that signals when
the story is done. Also consider: A ticking clock evokes urgency, the
insults of rivals and the tears of allies make it personal, and treasure
complements XP. Only award full XP when a story is done well.

ACCLIMATION: You invite characters into an unfamiliar social
setting where they must learn new rules of engagement. For exam-
ple, Talos recently earned a noble title. Does he know how to use it?
He will need more than a +5 bonus on Nobility checks to win hearts
at Brimbsbe House. Initially, Sir Talos is razzed, viewed as an upstart,
treated poorly, and put in danger. Ultimately, however, he proves him-
self. Perhaps the distant head of house gifts him a small heirloom. The
moment of social acceptance, perhaps just a word, ends the story.

ALIEN POWER: Grant a character extra power. It’s not useful,
yet. The more the character uses it, the better it gets. This power
isn’t offered by the character’s class or race. Maybe it’s from his god?
Another god? Or a demon, ghost or symbiont lurking within? Learn-
ing the power’s origin is a small point in a larger challenge. What is
the power’s price? Is the character willing to do something terrible,
such as a sacrifice, to retain the power? If not, it will be given to his
worst enemy. When the character chooses, the story ends.

ASSAULT: Characters are tasked to take down a location, pref-
erably letting no inhabitant escape. Perhaps the thieves guild needs
rebuking. Or, a town’s inhabitants have been overtaken by demonic
possession. Maybe a wizard’s tower is alight with vile magic and no
one can get in to investigate as magic seeps out. The story’s first half
involves scouting, planning, and preparing, The story’s second half is
the assault itself. Likely, there is a big surprise waiting! The story ends
well when the location falls and any threats within are neutralized.

BODYGUARD: Offer characters a job to protect a person or
a small group. Perhaps Talos and his comrades are asked to guard a
young princess on her tour of the city. Or they are offered a job to
escort pilgrims to a holy shrine situated in a desert wasteland. It’s
work. There will be literal or metaphorical scorpions. Surely they
were lied to about the job’s difficulties! If a charge dies, the rewards
are few. If they save the princess from a witch’s evil spell or get the
pilgrims safely to their shrine, then the story ends with a reward.

CAPTURE: The characters are asked to track and capture some-
one or something, The goal is to capture and return, not to kill.
Maybe a noble family asks Talos and his comrades to find and retrieve
arunaway child. Or, criminals escaped a local prison and need round-
ing up. Typically, there are 3 parts: Locating the quarry, getting past
defenses the quarry throws up, and securing the quarry. There will be
complications or surprises. Maybe the quarry is Talos’s brother! The
story ends when the quarry is captured or permanently escapes.

HANGE: Present a character with a golden opportunity to
multi-class, transform into another race, or change deity. These kinds
of changes are relatively permanent. The change addresses a longing
the player has mentioned. The character must earn the change. For
example, Talos must pass 3 tests to enter a mageblade academy to
learn magical arts that complement his sword-fighting. Typically, 1
test is too easy, 1 is too hard, and the last is a trick. The story ends
when the character undergoes the change.

CLEARING: Deliver news with an offer. The local countryside
is infested with monsters. Some have died. If the characters can clear
it, they will gain a reward. The reward might be gold, land or height-

ened social standing, There will be at least 3 monstrous encounters: 1
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that is too easy, 1 that is too hard, and the last, deceiving. Ultimately,
the characters learn the infestation’s cause. If they clears the land as
asked, reward is sure. If they seek to shut down the source, the dan-
ger and reward will be far more than what they signed up for.

DEFENSE: The characters must protect a beloved location against
an impending threat. Typically, the threat is known and numbers on
both sides are large. The characters must prepare for the known and the
unknown. Perhaps a horde of hungry giants is coming to raid the town
and have a dragon on their side. Often, the characters’ loved-ones are
among those they protect. The story’s first half involves scouting, build-
ing defenses, and acquiring allies. The story’s second half'is the fight itself.
The story ends well when invaders are mollified or seriously repelled.

DISGUISE: Gently suggest through an NPC that a disguise may
enhance a mission’s success. There are details: How to secure the best
disguise, when to don it, and how to act the new part. There is also
execution. For example, Talos needs to slay a powerful warlord, Xaxi-
anna, who hides in her comfortable walled estate. Talos learns she is
only alone with painters for portraits, musicians to soothe her nerves,
and courtesans to tell her fabulous stories. This story ends when Talos
loses his mask or the objective of the disguise is won or lost.

DELIVERY:You give Talos a mysterious package to transport to
an unfamiliar destination. Assuming he accepts it, he quickly discov-
ers a few challenges. Others want the package. The package speaks
and wants the character to open it. Perhaps there is no one at the
destination or the receiver is a monster, literally or figuratively. What
if the package—its contents known—could save the life of Talos’s
loved ones or comrades. When the package is safely delivered, used
up, lost or destroyed, the story ends.

ESCAPE: The characters awaken in a dungeon cell. What did the
characters do last night? After so many drinks, they don’t recall. In
any case, they must escape. Maybe they need to be somewhere (Talos
is getting married!) Maybe all the guards are mysteriously gone and
their cries for help bring no one. After escaping the cell, they must
escape the larger building, perhaps going upstairs and through a
courtyard filled with guards, the zombie remains of guards, a hulk-
ing monster, or an extra-dimensional paradox.

FORBIDDEN LOVE: This can play out 4 ways. The character
is called to help 2 NPC lovers separated by circumstances of birth or
magic. Alternatively, an NPC falls in love with the character, or vice
versa. Or, the character tries to help 2 separated lovers, only to dis-
cover that he is the final obstacle as he falls in love with one of them.
Typically, the love is socially forbidden. But by magic, anything is
possible. A lover is cursed as a harpy, imprisoned or married to a
genie against his will. The story ends when the lovers are united.

HAUNTED PAST: The character is troubled by a dark past
event. Each night, he awakens from a nightmare. Each day, small
signs act as reminders. The character may be angry, disgusted, fearful
or sad. A fire killed his family. He can still hear their cries. A lover
spurned him for someone else. He can still see her cruel eyes. The
haunting is not about emotion or details. Rather, it is about identify-
ing and restoring what was lost: hope, innocence, love or such. The
story ends well when the character gains a genuine alternative.

INHERITANCE:You call a character to attend the reading of the
will of a long-lost relative. The character inherits much. There are no
other heirs except a single unhappy child who is disowned. Alas, you
can only collect the inheritance—gold, artwork, magic item, prop-
erty or whatnot—when you complete a specific task. Really, the task
is a test of character, or it is a trick, or proves possible only with the
disowned child’s help. The story ends when the character physicallyg
acquires the inheritance.

INSANITY: You give the character false information, the result
of false perceptions and skewed insights. Perhaps Talos spies ghostly
enemies, finds himself infested with maggots, thinks everyone is lying
to him, and so forth. These traumas are mostly only in his mind. He is
slowly gaining insane. What is the cause? How to discern truth from
illusion? What is the cure? Most importantly, what is the character
willing to do to get the cure! Perhaps the cure lies in a madman’s

hands, who uses insanity as blackmail so others do his bidding.
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INVASION: Dimensional portals are opening. Aberrant mon-
sters are coming, Or perhaps, more simply, mundane forces are sail-
ing to the character’s home. The invasion might be starting, ending
or at its height. Whatever the situation, all hope seems lost. Then the
characters find a small creature, device, spell, truth or such that can
turn the tide. Is the device meant for them? Can they make it work
before their enemies find out? The story ends well when the invaders
are repelled and some semblance of normalcy is restored.

JOURNEY: The characters opt to travel somewhere far, either
home or to a new location. Perhaps a magical whirlwind transported
them into a strange, colorful land that they must survive while figur-
ing out how to get back. Or the characters are asked to travel with
a band of sad monsters that wish to become plain people, (only a
person can activate the transformation stone for them). Whatever
the goal, the meat is the journey’s obstacles and small rewards. The
story ends well when the characters reach their best destination.

JUSTICE: The character witnesses an injustice, either against him
or to an innocent party. Perhaps a noble confiscates people’s prop-
erties, abuses his station to take romantic advantage of a married
townie, or engages in profligate spending. Whatever the deed, more
bad deeds lurk in the background to uncover. This story is mainly for
good characters, though lawful ones may be eager too. Righting the
wrong involves exposing the wrongs, public acknowledgement of
guilt, punishment, and restoration for the wronged party.

METAMORPHOSIS: The character is turning into someone
or something else. Perhaps it’s a case of troll’s disease: Fall asleep
and wake up as a troll! Or the character insulted an heirian witch,
who—in her last dying utterance—cursed him to turn into the next
creature he killed, which was a yapping kobold. The change might
be useful, at first. While turning into a demon, the character enjoys
exceptional power and magic. The story ends when the character
either cancels the metamorphosis or completes it.

MIRROR:You present a character with himself. Perhaps an inno-
cent child simply mimics Talos out of admiration. How cute! Then
“the other Talos” shows up. Is it is a simulacrum or clone? A demon
or witch in disguise? Maybe Talos, as run by the player, is actually the
fake. What caused this and who will be left standing. Only 1 can sur-
vive! The two Talos’s may need to work together as they seek to off
the other. Somewhere, there is a literal mirror. The story ends when
only 1 version of the character is left standing.

ONSTER:The characters are tasked to hunt and slay a monster.
This is an easy classic, and there may be twists. The characters must
locate the creature. Typically, this means finding its lair. Meanwhile,
every day or night, someone else ends up as the monster’s meal. A
curious adventurer asks why the monster has moved in now, is it a
pawn for something else, and is it a monster after all? There may easily
be an additional “momma” or “daddy” monster and more siblings on
the way. The story ends well when the monstrous threat is eliminated.

PROFIT: The character wants gold. The reason might be noble,
such as charity for orphans. It might be selfish, such as funds to buy
a better sword. Or it might be sheer greed, with the goal of using the
gold to make even more. The challenges: What length is the character
+ willing to go? Can he squeeze out a little more? What occurs if he
doesn’t get it? How does he safeguard it? Indeed, how much is enough?
The question is not just how it’s made, but the consequences of wealth.
The story ends well when the character settles with “enough”.

REDEMPTION:The character falls from grace. He fell to temp-
tation or otherwise made an unwise decision in a weak moment. This
story is mainly for good and lawful characters. The character’s first
obstacle is to admit guilt and act to recover honor. Recovery requires
restitution to the wronged. Often, a journey is involved. Typically, the
character might stop at “good enough” but may choose to do some-
thing extra. The story ends when contrition is genuine and full resti-
tution is made.

RESCUE:Thisis perhaps the most classic of all fantasy stories. The
characters are tasked to rescue someone. A lonely princess sits as a
hostage in a high tower. A group of poor townies are held for ransom
inside an old bank. A loved-one has been abducted for some horrid
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cult sacrifice to a demon. There is no end to the forms of peril. The
obstacles include finding those who need rescue, figuring out a way
to free them, and subduing or slaying the perpetrators. The story
ends well when the everyone is home safe and sound.

RESURRECTION: The character secks to restore a comrade or
loved-one from death. The story’s first half involves breathing life
into a corpse. Who can raise the dead? Must a sacrifice be made? A
god appeased? Does the soul even want to return? When the resur-
rection succeeds, the story’s second half begins. Is the raised per-
son the same? What happened in the afterlife? Did the process really
work? Likely, the character will need to make a hard choice. The
story ends well when the dead person is truly and well restored.

RETRIEVAL: A precious object is stolen! Ideally, a character is
affected, though he might just be hired to retrieve it. Perhaps Talos “lost”
his favorite eldritch dagger in a crowded marketplace. Surely it was sto-
len. Where is it? And more importantly, what are Talos and his comrades
willing to do to get it back? Perhaps the thief needs the item to fulfill a
prophecy, complete a ritual, or pay a debt. Alternatively, the characters
are thieves tasked to rob a location. Often, the item is well defended
with traps. The story ends well when the item is retrieved.

REVENGE: Someone insults, steals from, embarrasses or other-
wise wrongs a character. A blackguard uses Humiliate onTalos, causing
him to soil himself in public. Does Talos take up the cause of revenge?
If so, what’s his first step? Maybe the blackguard instigated revenge to
corrupt Talos. And worse yet, how will it end as it escalates? The black-
guard uses innocents as shields, targets Talos’s loved ones, and even
brings in monsters to kill him. Why play fair? The story ends when
vengeance is wrought or the character gives up.

RIDDLE: The character meets a riddle, puzzle, mystery or some
other question that begs to be answered. There are clues to collect and
maybe a prize. Simple riddles involve unlocking a safe, navigating a maze,
or sorting levers to bypass a devious trap. More difficult riddles address
big questions. Who is the character’s father? Which member of the castle
houschold is really a spy? To whom will an evil god be born? Not solving
the riddle may invoke a terrible result. The truth may be devastating The
story ends well when the riddle is solved and a reward found.

SECRET PATRON: Someone employs a character, first for small
tasks, then larger ones. Who is this patron, and why is he generous?
At first, tasks are minor and clearly benefit the community. But as
time passes, a big picture takes shape as clues suggest a secret agenda
with many cogs and parts. Perhaps the tasks become less savory. Is
the patron a liar, or evil. When the character questions the still-secret
patron, the rewards increase. The story ends well when the character
unmasks the patron and takes responsibility for his actions.

SEDUCTION: Romance is in the air! But it may be insincere. The
character wishes to gain someone’s romantic attention. Alternatively,
the character is the object of affection. Often, all is not as it seems. The
seduction has a goal: Gain access to secrets, money, property, even
honor or one’s life. A fantasy classic is the succubus who grants kisses
in order to steal a character’s soul. Often, a third party pulls strings for
his own benefit. The story ends well when the seduction is belayed and.
maybe transmuted into genuine love. A

TEST OF FAITH: A character receives news: His god will be
testing his faith over the coming hours, days or weeks. The details are
murky but will soon be clear. Why is the character’s god testing him?
Will he know the test when he sees it? What happens if he fails? Theg
god may ask the character to act contrary to his interests or even his
faith. Is this the god he worships? Often, the test seems impossible or
there is a twist. The test is mere preparation for something greater.
The story ends well when the character passes the test.

VIGILANTE: Forces of evil and chaos are out of control and
those who should act can’t or won’t. The characters can help but are
quickly instructed to back down. Will they take the law into their own
hands? If so, are they now criminals too? What means do they use to
act quietly and how will they dispose of captured foes, assuming they
can get the job done. Maybe there is key information they doesn’t |
know. Do family and loved-ones suffer consequences? The story endsm_ )
when all criminals are caught or the vigilantes learn to quit.
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This chapter suggests Ways GMs can improve the game experience.

EVOKING ADVENTURE

GMs have much to consider, track, and conjure to evoke adventures.

CAMPAIGN CONCEPTS
A campaign is the glue that energizes and gives meaning to an arc of
adventures. Consider how characters’ adventures fit into an overall
arc, particularly if you wish players to keep and improve a set of
characters over many game sessions. Here are 8 campaign concepts.

1. RESTORE JUSTICE: The heroes are mostly good souls who

struggle in a decadent (perhaps evil) world that offers no mercy. Can
the heroes restore justice and peace? They may be called to topple %
5

a fiendish warlord, vile necromancer or other figure who has sac-
rificed his humanity to gain power. Other times, the heroes must
subdue an entire organization of such figures, perhaps 1 at a time or
by Eitting enemy factions against each other.

. DIFFUSE THE GATHERING STORM: The heroes’
peaceful world is drawing to an end. At first subtle hints abound.
As the heroes travel and delve, they find clues to a larger picture of
heartless evil that threatens to destroy their world. Saving the world
likely involves a difficult journey, ancient artifact and/or secret spell.
Are the heroes up to the challenge of banishing the evil before it
consumes them, and will their loved-ones survive the storm?

3. EARN A RIGHTFUL PLACE: The heroes start as lowly
peons in a great and indifferent world. Can they beat the odds and
climb a ladder to success to become esteemed wizards, wealthy mer-
W chants, puissant generals, and powerful nobles? Perhaps patrons send
e heroes on missions. Will they pass tests nestled within tests, edge
out rivals, and accumulate treasure? Even as they succeed, each new
level offers the heroes new challenges.

4. FIND A WAY HOME: The heroes do not belong here.
Maybe they were thrown through time by errant magic, washed on
to the shores of a magical island kingdom, or sucked into cavelands
beneath the earth. The heroes must figure out where they are, learn
how to get home (if they wish to, and if home remains), and sort
allies from enemies along the way.

5. GRAPPLE WITH DESTINY: Before the heroes were born,
their role was written in the stars. A prophecy says the heroes must
face a demon horde. An oracle says 1 will betray the others. A series
of omens portend disaster even as they point the way to the next key
stop on a quest that is not of their making. If the heroes run from
destiny, it will catch up with them.

6. KEEP THE PEACE: The heroes may not start as powerful or
rich, but they are brave and lucky as they strive to keep the peace: fend
for the weak, aid the sick and poor, defend against monsters, retrieve
kidnapped princesses, exposure usurpers, and much more. Each act is
not so big in itself, but the sum of this acts is transformative. .

7. SECOND CHANCES: The heroes failed the first time. They
went to Hell or nowhere at all. The gods are providing a rare oppor-
tunity for redemption. The heroes might awaken in a random spo
with scant memory of their past lives. The people they encounter act
like they have all met before. Perhaps gods are wagering to see what

ath the heroes take this time!
. - . 8. HEROES NO MORE: The heroes are rebels and outlaws,
Ladﬂ Lamianna, Magess of the MO(_)I’], was a kind evil-doers against a just and orderly world. Or are the heroes merely
hOStCSS as we toure her bea U’Cll‘fvul it lOﬂClLJ iSIEﬁI’]CI. framed for someone else’s misdeeds? In this campaign, the characters
Litt[e we l(new O{: those W]WO sto CCJ heré be{:ore likely minded their own business, or perhaps poked around where
PP they didn’t belong, and now the law pursues them. Ironically, their‘
allies might be evil creatures.
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BEFORE A GAME
Here are some key tasks to complete before every game session.

CONTACT EVERYONE: Communicate! Let players know the
starting level of play. Describe the genre—such as gothic, medieval
or steampunk—and the usual physical environment within the game
world such as urban, wilderness or underground. Indicate which
races, classes, and such are encouraged. This helps players craft appro-
priate characters such as dwarves and drow for a cavelands campaign
or elves and half-elves for a romantic adventure. Its okay if 1 or maybe
2 players select something against expectation. An odd-ball is often
fun! Also, seck a well-rounded party. Five wizards you say? A party
with decent survival odds has members who fill various roles includ-
ing front-line combat, healing, socializing, stealth, and crowd control.

HANDLE LOGISTICS: How many players are attending, and
are there enough chairs at the table? Three to 5 players works best to
ensure everyone receives individual attention. Some GMs can juggle
more. If there are too many players for your taste, recruit 1 or 2
to play monsters! Also consider, when are you playing and for how
long? As a general rule, set aside 3 to 4 hours of play time for a pre-
pared group, or 4 to 5 hours for an unprepared group. If you haven’t
played in a while, set aside an additional hour up-front for socializing
and last-minute preparation. Be sure to set up a clean, comfortable
environment with suitable ambiance. Who brings snacks and drinks,
and will there be enough? Can you order food, and if so, who pays?
Also, select unobtrusive background music.

REVIEW CHARACTERS: As everyone arrives, review charac-
ter sheets for accuracy and prepare a roster. Players may make small
mistakes, particularly when a mistake boosts a character’s power.
Players may miscalculate DR, skill bonuses, and defenses. Other
common mistakes include illegal multiclass combinations, overly
powerful companions, over-spent funds, 1 too many abilities, and an
over-load of gear. Once you have cleared the PCs for play, prepare
a roster that includes each player’s name, character name, class and
race, alignment and deity, defenses, DR, and any special perceptual
capabilities. In particular, you can make combat speedy by keeping
everyone’s Fortitude, Reflex, and Will right in front of you.

SELECT HOUSE RULES: Decide on any adjustments you'd
like to make, such as no faith points, or everyone gets a townie pro-
fession, and communicate the house rule.

LAUNCHING A CAMPAIGN
Consider preparing 1 or 2 pages of background—no more!—about
the campaign setting. All players will see this and likely wish to refer
to it during their initial adventures. The PCs know this information
as denizens of their world. Include the following information.
LOCATION: Briefly describe the physical environment,

including season and terrain, and the nearest city or other major

i B population center with key points of interest. Perhaps the PCs start
4] in a jungle mining t.own, on th.c ocean in a huge luxury sailir.lg ship,
AP & or holed up in an icy mountainous tower. Select a dramatic loca-
a4 tion to inspire the players’ imaginations. At the same time, make the

location believable. Thousands of people living underground with no

* access to food or water stretches credibility unless you have a ter-
rible secret in mind. Consider ways the PCs and people around them
will have adapted the environment to their needs.

BACKSTORY: Suggest how, when, and why the PCs arrived at
their current location. This can be somewhat dishonest, but it’s the
story the PCs recall and believe. Perhaps they are at a mining town
because their parents moved there, or they are riding a sailing ship in
second class because they are in the employ of a wealthy patron who
is rooming on the deck above them with her future husband, a duke,
who isn’t so fond of the PCs. Naturally, some of the backstory will
prove crucial and some will prove false.

CURRENT EVENTS: What’s going on around the PCs? What
are the rumors, job opportunities, and omens of future happenings?
These points help paint a picture of what’s “normal” as a baseline for
comparison of the adventures to come. In a jungle mining town, per-
haps a seasonal swarm of huge mosquitoes is expected soon, as if the

—

locales don’t already have their hands full guarding against fiendish
monkeys that throw feces at newcomers and steal from the sleep-
ing and the dead. Someone might have died recently, perhaps while
clutching an empty bag, and rumors say he had just struck it rich
after finding diamonds. Meanwhile, a popular pie-baking contest
starts in less than a day. For every newsworthy event, add a sense of
mystery, foreboding or excitement.

RELATIONSHIPS: Briefly describe a half-dozen people who
are important in the PCs’ daily lives. These folks are usually townies
plus an alder or two. Somewhere in there is a patron. Focus on why
the PCs might care about them. Who are their parents, siblings, and
possible love interests? How about the pair of old women who man-
age a magic shop stuffed full of useful (or dangerous) potions? Is a
neighbor always spying on the PCs? Is an alder fond of any of them,
perhaps playing favorites? Consider whether the PCs might need to
help, or seck aid from, some of these people.

MONSTERS: What do people fear? Monsters and the unknown.
Make a list of commonly encountered creatures and when or how
such creatures appear. Do giant ghoulish mosquitoes attack at dawn
and dusk, or at night, or at any time? Do they leave behind husks
of their victims? Are they most likely by the rivers? Even if the PCs
never encounter these monsters, they should encounter unsettling
signs of monstrous activity.

FUTURE EVENTS: Consider what course of events will likely
transpire in the future regardless of the PCS’ actions. These events
are too much for low-level PCs to handle but presumably they will
rise to the challenge over time. Perhaps an invasion is under way
against the PCs’ homeland, or a minor villain has aspirations and the
know-how to eventually become a powerful and destructive demi-

god. Don’t tell the PCs this part unless prophecy is your ploy!
ADVENTURE TIERS

As you prepare adventures, consider that the challenges PCs face
will look and feel significantly different at each tier of play. Here is
eneral advice about appropriate challenges and expectations.

BASIC TIER (LEVELS O-3): At this tier, PCs use only basic
abilities. They are equivalent to townies. They are like the average
young farmer, barrister, sailor or whatnot in both a fantasy campaign
setting and in the real world. The GM creates adventures as he would
for real people who are inexperienced and might die casily. Players
will tend to act cautiously and focus on nonviolent means such as
diplomacy and stealth.

INTERMEDIATE TIER (LEVELS 4-8): At this tier, PCs use
intermediate abilities. They are equivalent to NPC alders. They are
experienced and above average. Their magic duplicates what high tech-
nology or advanced training does in the real world. A Fireball spell
is like a grenade. The GM creates challenges often faced by impres-
sive film characters—that is, PCs are exceptional but not hyperactive
superheroes. The PCs should properly fear a large mob of townies, not
to mention monsters and powerful patrons above them.

ADVANCED TIER (LEVELS 9-13): At this tier, PCs use.
advanced abilities such as flying, dominating others mentally, and so™
forth—but only for short periods. PCs are powerful and dangerous,
equivalent to patrons such as monarchs, high priests, court mages,
and generals in their campaign setting. PCs stand at the top of society
and deal with rapacious monsters, deadly traps, toxic environments,
weird weather, and such on a regular basis. That said, they are still
mortal and should act wisely lest they die.

PARAGON TIER (LEVELS 14-20): At this tier, PCs use
paragon abilities that are overtly unnatural and border on truly
unbelievable. They have great staying power and have few if any
mortal peers. The GM offers opportunities to deal with hordes of
demons and travel to alternate realms of existence that change the
usual rules. Assume PCs can restore allies to life, convert people to
their cause, teleport across vast distances, and kill with a single word.
Their capabilities and ambitions might equal an avatar of a god. That

luck or after significant wear and tear.




PREPARING AN ADVENTURE
Here is a quick, easy way to prepare an adventure lasting 3 to 4 hours.

SKETCH THE SCENARIO: What’s going to happen, where,
when, and why? And what’s the twist? The next section below briefly
describes 3 scenarios. Whatever the scenario, it should strongly sug-
gest a location, likely cast of creatures, some motivations, a time-
frame, and a complication.

COUNT LEVELS: Decide the adventure’s level (from Oth to
20th) and confirm how many players will likely participate. Multiply
the adventure level by the number of players to learn how many lev-
els of hazards and creatures to place in each encounter. For example,
alevel 9 adventure for 5 players gives you 9 x 5 = 45 levels.

SELECT CHALLENGES: Let’s say the PCs will visit an ancient
jungle burial complex. Select 45 levels worth of monsters and traps.
Wights are undead well-suited to burial mounds. A standard wight
is 4th level and a noble wight is 8th level. There will also be a gang
of thieves trailing the PCs. Let’s select 6 standard wights, 1 noble
wight, 1 5th-level trap, and 4 2nd-level townie thieves. These chal-
lenges total 45 levels.

EREATE A MAP: Sketch a map of the adventure’s key loca-
tions. You might create a detailed version for yourself, and a second
version to give the players, if their characters are wise enough to
secure a map before heading into the unknown. Feel free to make the
second map erroneous! Additional props are also welcome.

PREPARE A HANDOUT: Create a reference sheet for
the players to look at before the adventure begins. The reference
describes background information the PCs would know as obvious
or important. It lists key names, dates, and so forth so that players
remember who hired them, what country there are in, and other
details. Put more information than is needed, but not too much—
limit yourself to 1 or 2 pages! Let the players puzzle out which
details are important and which are red-herrings.

PREP THE PCS: Learn each PC’s race, class, theme, and faction.
This is usually enough to develop sub-quests. For each PC, write a
short paragraph describing a relevant sub-quest. For example, maybe
the PC who has a noble title will discover he descends from the noble
wight in the burial complex.

WIST THE PLOT: There is always another layer. Maybe the
PCs have been lied to (some of the background information is false).
Perhaps there is a more powerful force at work, and learning about
that force is a stepping stone to the next adventure. A plot twist
should do 3 things, in this order:

» Make the PCs question what they know as true.

» Encourage PCs to question the value of their quest and reconsider

where they really need to go and who they really need to challenge.

» Set up a motive or exciting cliff-hanger for the next adventure.

START THE CLOCK: Once the adventure begins, events will
unfold on their own unless the PCs halt or shift those events. The
feeling of a ticking clock and a sense of cause-and-effect is more
important than adhering strictly to an actual timer. For example,
if the PCs are gaining levels too slowly or have failed to locate key
information, feel free to quietly push back key events, or at least give
the PCs an opportunity to make a choice whether to face the event
now, as they are, or later but likely facing more of a challenge.

THREE EXAMPLE SCENARIOS
Here are some ideas to help you launch your adventures.

1) BURIAL RITE: The PCs are called to investigate a burial
complex nestled deep in a nearby forest. A woodsman has just come
yelling that the dank tomb is opening, and legends whisper the unliv-
ing king within wishes to reclaim his stolen throne. That much is
true. What the PCs don’t know is that the undead king is an ancestor
of 1 of the PCs. Moreover, local thieves will trail the PCs, let them
do the dirty work, and then attack the PCs when they are weak in
order to gain the spoils for themselves.

2) DEMONIC BALL: The PCs are sent by a veiled patron to
attend a royal ball, ostensibly to stop a demonic ritual scheduled for
midnight, with the guests as a tasty treats for the demons. Supposedly,
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the current king is old and feeble, and 1 vile noble (who knows which
one?) wishes to claim the throne by quickly disposing of his rivals all
in 1 horrific night. What the PCs don’t know is that 1 of their own is a
demon! A player has volunteered to play a skinwalker demon who plans
to claim the throne for a warlock who summoned him.

3) SEA-LEGS: The PCsare taking a galleon home from a taxing
adventure. Now is the time to train for new abilities, count their
riches, and relax in style... Or is it? Late 1 night, a sea monster—
aquatic illithrix—detects and controls the mind of the ship’s pilot.
It coaxes the pilot to steer the ship over rough rocks, to quickly sink
it. The plan: As the passengers flee, the illithrix and its henchmen, a
band of aquatic orcs, will capture and devour them. The PCs must
fight the creatures, repair the ship, save their loot, and/or deal with
the small coven of vampires that ride in coffins the ship’s cargo hold.

THE RADIANCE PLAYERS GUIDE

You can print portions of the RPG to simplify life at the game table.
Here are specific pages to consider printing and handing out.

» Each player’s race, class, deity, and theme

» Pages 39-41 summarize level advancement and how to inter-

pret the use of abilities

» The skill descriptions on pages 104-107

» Weapon statistics on pages 164-165

» Equipment and services tables on pages 162-163

» The marketplace handout on page 279

» The character sheet on pages 282-283

» Statistics of creatures, townies, and traps that you will likely use

HORROR ADVENTURES
There are several ways to make adventures more terrifying,

PACING: Start the adventure in a mundane, seemingly-safe and
fun locale. Then pounce with a truly difficult encounter, such that the
characters almost die! After this shock, offer a series of notably easier
encounters that slowly build toward something even worse than the
first terrorizing moments.

TAINT: Use a taint mechanic to make monsters more horrifying,
Whenever a character completes an encounter with aberrations, fiends
or undead, recall whether the character suffered hit point damage or
other harm. If so, he automatically gains 1 taint point. As usual, when a
person’s taint score exceeds his Wisdom score, he goes insane.

AFFECT: Paint an atmosphere of extremes and, more impor-
tantly, place some of a character’s physiological reactions outside of
his control. Describe to players how their characters shake, vomit,
cringe, and so on—their bodies betray them.

SCI-FI ADVENTURES
Here are some ways to focus on science fiction rather than fantasy.
» All characters can make Technics checks (RPG, pg 172) and
buy and use electrotech items. However, they cannot make or buy
magic items, though they can use such items if you provide them.
» Limit races to human, dromite, gnome, slith, and warmech.
» Limit class options to artificer, fighter, gallant, gunslinger, mage-
blade, psion, medicant, monk, psion, ranger, rogue, and shifter.
» Use the Void Realms feature (see RPG, pg 233) to simulate low-
gravity and/or vacuum environments. \\
» Disallow divine boons. Instead, a character can use faith points \
to boost skill checks. Spending 1 faith point grants a +1d6 bonus
on the character’s next skill check.

CINEMATIC ADVENTURES

You can use “action points” or “hero points” to grant PCs more self-
determination and options for truly heroic moments.

Instead of granting bonus XP for role-play or special accomplish-
ments, grant action points. Grant no more than 3 action points for
each play session. A player may spend 1 action point to improve a d20
roll by +1d6 or more, as indicated in Table 2-1 at right, above. The bonus =
is applied after the die is rolled and before the result is announced.
Alternatively, the player may use an ability the character knows, with-
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out vitality cost as  TABLE 2-1: AcTION POINTS
a move action. Or

. Character Action Point Tier of Bonus
the character gains

) Level Dice Rolled  Use of Ability
1-time access to an

ability of his class, 1-7 +1de Basic
race or deity that 8-14 +2d6
he doesn’t know. 15.20 +3d6
For example, an

8th-level  wizard

might apply +2d6 to a d20 roll, activate a Fireball spell even though
he doesn’t know that ability, or activate a Lightning Bolts spell, which
he knows, as a move action for no vitality cost. This produces heroic
results that may feel overpowered. So it’s okay to pose a very difficult
encounter that really challenges the PCs to life or death.

You can encourage particular facets of the game such as deities,
factions or themes by only awarding action points for ingenuity in
those areas. For example, award action points when a character com-
pletes the “service” options listed under his deity.

UTILIZING NPCs

A great way to enrich an adventure is to use NPCs who have their
own motives and relationships. The pre-made townies make quick
and useful NPCs, and they are suitable inside and outside urban set-
tings. For example, the PCs might rescue a band of townies held cap-
tive by orcs, and must then deal with the townies as they try to finish
off the orcs and return through a dangerous jungle. Here are some
ideas. When a NPC comes to the PCs, roll d12 to learn if he or she:

1.Begs for money, food, drink or healing,

2.Is afraid, hurt or in need of protection.

3.Is assigned to infiltrate the party, or views the PCs as chumps.

4.1s looking for fame, love or a good time.

5.Is playing a secret game, or using the PCs to harm a rival.

6.Bargains to disclose the location of a secret treasure or passage.

7.Needs help to clear his name, regain lost funds, or solve a crime.

8.Needs help to stop a crime or a prophesied event.

9.Secks investors for a business venture.

10. Seeks to wreck vengeance on the PCs to avenge a past wrong.

Intermediate

Advanced

TABLE 2-2: SuPPORTING ROLES

Role Description
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11. Wants to hear a fantastical tale, which he’ll record and sell.

12. Wants to join the adventure and be a hero too.
Whatever the motivation, consider each NPC’s leverage: cuteness,
fame, gold, good connections with a local ruler, a secret to use for
blackmail, or so on. Magical compulsion such as a charm is usually
not as interesting.

Using NPCs as a distinct faction separate from the PCs and their
foes helps avoid an “us vs them” mentality and tends to draw players
into an adventure.

NARRATIVE ROLES
You can provide an open-ended “sandbox” style adventure and also
weave a compelling narrative at the same time.

First, when preparing an adventure, consider the narrative roles
summarized in Table 2-2: Supporting Roles and Table 2-3: Opposing
Roles. A narrative role describes a relationship. For example, a wizard
is not arole. It’s an archetype and set of abilities. In contrast, a rival is
arole. It is someone who is in competition with someone else.

As you shepherd a campaign, generate enough creatures to poten-
tially fill all or most of the narrative roles. Do not feel compelled to
pre-assign creatures to roles! Just make sure there are enough crea-
tures available to keep things interesting and let roles emerge.

As the campaign progresses, allow players to wander about, meet
creatures, and make decisions. As they go, assign narrative roles based
on the party’s decisions and how far along they are. For example, if
the party meets a troll, they can attack it, try to barter for informa-
tion, or ignore it. If they kill it, then consider that it filled the wild
card role: it used up valuable resources and gave little in return. On
the other hand, if they parley with the troll, it might play an ongoing
role of comic relief or a future role as a convert.

Try to fill roles only once, and seck to place a creature with a role
in every scene of the adventure. Some scenes will include creatures
of multiple roles, such a horde attacking the party’s supporters.

You don’t need to do much acting. Each role provides its own
energy and drama because, by definition, a role relates to the party
and its goals and is therefore meaningful.

TABLE 2-3: OrPOSING ROLES

Role Description

Patron The patron hires the party, outfits them with extra equip-
ment, and promises a final reward for success. The patron
is far above the party. He may be divine. Even the monster
cannot truly rival his power.

Mentor The mentor provides advice, experience, and wisdom. He
is typically too old to adventure—his time is over—or this
is his last hurrah and he may sacrifice himself so that the
party can continue. Often, Le is an old rival of the horde
masters.

Supplicant The supplicant approaches the ﬁarty to gain their aid. Per-
haps the party handily rescues him at the start, or he may
be a lone survivor, or needs to rescue a loved one. He is too
weak to help the party directly.

Side Kick A side kick is an aid or cohort who travels with the party.
He can handle basic stuff. He may need rescuing every so
often, and in turn he may act as a scout or rescue the party
from an obstacle, such as a trap.

* Supporters Supporters are townsfolk. Thely love the party and provide

pleasant diversions and cheerleading. If the party fails on
their quest, the supporters will die. Normally, supporters
are brave and will offer their lives.

Love Interest ~ The love interest is usually held captive by the party’s foes
and requires rescue. This figure doesn’t always provide
romance. But he is the reason for the quest andya valuable
means to an end for the party’s foes. Usually, the love inter-
est cannot help.

Comic Relief  This figure provides a few laughs as he introduces essen-
tial information and other, more important characters. The
comic relief helps and hinders the party in minor ways and
typically manages somehow to survive to the end.
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Monster This is the big bag evil guy, the devil, the creature that
e E
isn’t human, can’t be human, and seeks to destroy all
humanity. The party must destroy the monster to save
the world or at least lock it back in its cage.

Horde Master A horde master serves the monster by directing a horde
of evil minions. There may be 1 or several horde masters.
They have faces and names, but their souls are corrupted
beyond hope. They only have the appearance of sanity

and organization.

Horde The horde is a faceless mass of minor foes, savages and
monsters that are individually weak but notably chal-
lenging as a group. Often, they are guards, goons, scouts, =
and frontline warriors. They are expendabge.

Rival Rivals are antihero reflections of party members. They
share the party’s goals but use opposite means. Or the
monster hired them. They must give up their goals and
join the party. Alternatively, they will be defeated, with J¥
their gear going to the party. v

Betrayer The betrayer is the ally who sells the party to their foes,
often for a pitiful reward. He does terrible damage. The
betrayer’s act is ultimately foolish. His new master tosses
him aside as soon as he outlives his usefulness.

Wild Card The variable is an annoyinﬁ bystander. It’s a “wander-
ing monster” that uses up the party’s valuable time and
resources to get its own simplistic goals met. If defeated,
it doesn’t even provide any treasure.

Convert A convert is a foe who finds redemption by aiding the

Earty on their quest. Often, the convert dies’in the act of
elping, and hgl s only at the very last moment. Ideally,
the party meets %jm at least once before he gives aid.




KEY LOCATIONS

Now that you have an idea of who is in the campaign and why they
are meaningful to the PCs, consider where everyone is. There are 5
key locations in every campaign:

» HOME BASE: The party is safe here at the home base. In
time, it too will be threatened. This might be a castle or city far
from the main action. The characters leave here very early on and
only return at the end.

» THREATENED AREA: This is where the party’s allies have
suffered as the horde has crossed the line to bring harm. This might
be a town recently raided by monsters. The townsfolk are hurting
and need help.

» BORDERLANDS: This is neutral territory rife with natural
hazards, wandering monsters, and the rival party. It is a place to
retreat to in case the party cannot handle the enemy territory.

» ENEMY TERRITORY: The horde and its masters are every-
where here. The party must be stealthy and strategic or they will
be trounced. The convert and traitor often show themselves here.

» MONSTER'S LAIR: Here lives the monster, the final encoun-
ter, and the love interest who needs rescue.

Characters can visit locations in any order. For example, they might

awaken randomly in enemy territory at the adventure’s start, then
flee for their lives to a home base, only to discover they must return!

AFTER A GAME

Here are a few tasks to consider doing between game days, possibly
before everyone leaves the table.

1) Go around the table and ask players to describe 2 best moments,
1 for his own character and another for another character or the party
as a whole.

2) Log key information for next time such as the date, everyone’s
current hit points, and other conditions. Also note what creatures
and traps the party overcame. This will help you calculate XP.

3) Compose a synopsis of events in an objective style (in the play-
er’s voice) or in a journalistic style (in the character’s voice).

4) Note or consider changes to “house rules”. Discuss key deci-
sions regarding how a particular ability works during future sessions.

5) Consider allowing PCs to re-choose abilities. Whenever a PC
knows an ability but hasn’t used it yet, that may indicate the ability
isn’t useful for him. Offer a chance to replace the unused ability with
a more useful one.

LEVEL ADVANCEMENT

How fast should characters advance from 1st to 20th level. Here are
some ways to manage the pace of the game to your liking,

EXPERIENCE POINTS: The XP progression provided on
page 39 of the RPG, and the sources of experience defined in the
RPG, page 109 act as a guide. Generally, at each level, assume 5 full-
fledged encounters plus 2 opportunities for extra role-playing and
player ingenuity. You may modify XP progression in order to speed
up or prolong a campaign. In particular, if you know you only have
a few months of play with a group, a rapid advancement ensures a
heroic ending for the group.

PLAY SESSIONS: Many GMs handle XP in a more general way.
Characters level up together once every 2 play sessions, where a typi-
cal play session is 3 to 4 hours long, Rather than give bonus XP, the GM
provides other perks such as action points (see previous page). When
using this method, suggest you are using XP to encourage role-play
from reward-driven players.

PROGRESS BAR: Each level has a progress bar from 0% to
100%. The bar advances as PCs advance in the adventure. Typi-
cally, completion of each milestone offers +10%. Killing monsters
or evading traps are ways to reach milestones but aren’t necessary
because ingenuity and role-play work just as well. When the bar
reaches 100%, characters advance to the next level.

Whichever the method, reward creativity for both for problem
solving and for opening new avenues and dreaming up new tasks.

A DIFFERENT KIND OF GAME

RESPONSIBILITIES
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There is no reason to rely solely on the class-based system, par-
ticularly for single-shot adventures where gaining XP and character
growth are not an issue. Consider some of the following options.
» Every PC is a townie (Ivl 2) or a multiclass townie (vl 4).
» Every PC is an alder ora trio of townies (Ivl 6).
» Every PC is an alder who leads a group of 3 townies (Ivl 12).
» Every PC is a monster such as an illithrix or vampire, perhaps
with a 2 levels of townie to diversify the PCs.
» Players settle in to 2 or 3 factions: say angels and devils, and play
a tournament against each other.

A GM’s task during a game session is to keep everyone engaged and
having fun. Because people define fun in different ways, your task
involves juggling and trust.

ROLE-PLAYER TYPES

What play style fits for you and your friends? Ideally, a GM manages
adventures in a way that more or less meets everyone’s needs at 1
time or another. Here are 5 common ways people like to role-play.

CHARACTER ACTOR: You enj oy interpersonal interactions
outside of combat and focus on promoting dramatic moments. Your
character’s statistics are a vehicle for you to express yourself. You like
to interact with other players and NPCs, speak in character, describe
emotions and reactions, all which hopefully results in some magical
moments. You likely view game mechanics as complex baggage, and
you may get bored when time is spent reviewing rules, checking
calculations or hacking at monsters. You prefer characters to live and
die with meaning. At best, the mechanics are jumping off points to
inspire answers to the question, “What’s my motivation?”

HOST:You enjoy time with friends regardless of the activity and , 2
often provide snacks, drinks, music, and other comforts. Role-play is *
less important than the people and their experience with each other,
and you may get bored or disappointed when in-game events move
players from cooperation to conflict, or when the session drags on
into the wee hours of the morning.

POWER GAMER:You enjoy combat and focus on making quick
tactical decisions. Typically, your character is tricked-out or “min-
max’d” to enjoy a synergistic combination of rules. You like to master
game options and run the most powerful character you can to “win”.
You are likely well-versed with the rules so that you can quickly
advise other players. You likely view the details of each adventure
as pretty wrappings, and you may get bored when time is spent on
interactions without a conquest in mind, or when other players make
slow, suboptimal choices. Generally, you don’t dread losing charac-
ters when you can simply make and try-out another one.

STORYTELLER:You enjoy acting as a reader and writer, dream-
ing up your character’s backstory and filling a role as a journal-keeper
between adventuring sessions. Your character is a way to explore var-
ious themes, dynamics, and ideas. Your character hopefully provides
you with some new perspectives on life. You focus on the character’s g
inner life over mechanics, and are patient and imaginative to allow
your character to make choices or hold attitudes that are foreign to
you.You are not necessarily up to acting. Losing a character may spoil
the story you have in mind. The game mechanics help you develop
your character’s psychology and philosophy.

WORLD CRAFTER: You enjoy getting into details, preparing
for contingencies, purchasing candlesticks and keeps, and otherwiség
acting as if the game world is real. The rules suggest ideas, and char-
acters are lovingly crafted with robust capabilities in mind along with
a few key flaws as a nod to verisimilitude. Excitement comes from
planning and executing thought-out choices. You may enjoy updating
your character’s statistics more than playing him, and you may be
slow to react when surprises occur. You are likely annoyed when los-
inga favorite character. The various themes here are designed to help -
you immerse yourself in your character.




QUICK NPCs

Here are quick rules to create combat-ready NPCs who have a class,
such as an evil necromancer or sly rogue. These characters are not
exact replicas of PCs. Rather, they are sturdy approximations.

1) BASICS: Select a class, race, and level. Classes and races are
listed in the 2 tables below. The NPC has standard racial traits.

2) ATTRIBUTES: Assign 12 to all attributes except the prime
attribute, which equals 18. Consult the table below to learn the
NPC’s prime attribute.

Attribute Classes keyed to that Attribute

Strength Barbarian, fighter, monk

Constitution  Blackguard, shifter, sorcerer, warlock

Dexterity Gunslinger, ranger, rogue

Intelligence Artificer, mageblade, medicant, necromancer,
pathhnder sage, shadowcaster, wizard

Wisdom Cleric, druid, elementalist, inquisitor, psion, shaman

Charisma Bard, dhampir, gallant, invoker, paladin, witch

3) SENSES: Everyone has normal vision. Many races have better
vision.

Vision Races with that vision type

Low-light Atlan, elf, gnome, goliath, half-elf, halfling, tengu

Darkvision Asimar, drow, dwarf, goblin, grippli, half-orc,
hobgobhn kobold pygmy, tiefling

Scent Dromite, pygmy

Light-blindness  Drow, kobold
4) PRE-FENCOUNTER STATS: Here are key statistics to use.
» BLUFF: Apply +1, or +9 if Charisma is prime.
» INTIMIDATE: Apply +1, or +9 if Strength is prime.
» PERCEPTION: Apply +1, or +9 if Wisdom is prime.
» STEALTH: Apply +1, or +9 if Dexterity is prime.
» LANGUAGES: Common plus other languages, as you desire.

5) INITIATIVE: Use d20+1, or d20+5 if Dexterity is prime

6) SPEED: Use 30 ft, or use 20 ft if the NPC is a dromite, dwarf,
halfling, kobold or pygmy.

7) HIT POINTS: Use the values below.
» WOUNDS: 10.
» VITALITY: Use the table at top right. NPCs get 7 points x level.
NPCs get more vitality because they lack typical features of PCs.

+ 8) DAMAGE REDUCTION: Use 2 + (% * level). The black-

guard, cleric, fighter, marshal, and paladin have a minimum of DR 5.

9) DEFENSES: Fortitude, Reflex and Will all equal 10 + (V2 *level)
+ 2. Add an additional +4 to the defense keyed to the NPC’s prime
attribute. For example, a 9th level wizard has Fortitude 16, Reflex
16, and Will 20.

10) ATTACK: Use d20 + (% *level) + 5.

11) WEAPON DAMAGE: For melee and ranged weapons, use
1d4+1, or 1d8+5 if Strength is prime. Of course, the character may
have abilities that improve this considerably.

12) CLASS ABILITIES: Use the table below to learn the charac-

ter’s class abilities. Select class abilities as you like.
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TABLE 2-4: NPC VITALITY & ABILITIES

Level Vitality Basic Intermediate ~ Advanced  Paragon
1 7 - - - -
2 14 4
3 21 8 - - -
4 28 10 1 — —
5 35 10 3 — —
6 42 11 4 — —
7 49 11 6 - -
8 56 11 8 - -
9 63 11 8 1 -
10 70 12 9 1 -
11 77 12 9 2 —
12 84 12 9 3 —
13 91 12 9 3 —
14 98 12 9 3 1
15 105 12 9 4 1
16 112 13 9 4 1
17 119 14 9 5 1
18 126 14 10 5 1
19 133 15 10 5 1
20 140 15 10 5 2%

13) MAGIC ITEMS: NPCs have V2 the wealth of PCs. A NPC has
wealth points equal to his level. Spend the points on the items below.

Point Cost Item

1 Basic gear including armor, kits, implements, and
weapons

Va 2 minor potions (100 gp each)

1 Masterwork weapon set, or masterwork suit of armor
with shield

1 Major potion (600 gp)

2 Basic magic armor, magic weapon or wondrous item

4 Intermediate magic armor, magic weapon or wondrous
item

8 Advanced magic armor, magic weapon or wondrous
item

16 Paragon magic armor, magic weapon or wondrous item

14) SKILLS: Apply a +10 bonus on all checks for skills keyed to
the NPC’s prime attribute, as shown in the table below.

Prime

Attribute Skills keyed to that Attribute

Strength Athletics, Intimidate

Constitution  Endurance

Dexterity Acrobatics, Mechanics, Pilot, Stealth, Trick

Intelligence Appraise, Arcana, Craft, Dungeoneering, History,
Literacy, Nature, Technlcs Warcraft

Wisdom Handle Animal, Heal, Insight, Perception, Religion,
Survival

Charisma Bluff, Diplomacy, Disguise, Music, Nobility, Streetwise

15) ALIGNMENT, DEITY & FAITH POINTS: Select an
appropriate alignment and deity. An NPC has faith points equal to?
his level (round up). If he is faithless and has no deity, grant him an
equal bonus to his Will instead (he truly believes in himself).




You may wish to create your own races, classes, themes, deities,
townies, monsters, magic items, and so forth. While the RPG pro-
vides many examples and basic rules, this section provides guidelines
to foster balanced creations. The easiest way to develop new mate-
rial is to familiarize yourself with existing material. Use other races,
deities, and so forth as models. It’s also helpful to explore examples
from books, films, and other media to inspire freshness. Ultimately,
a great way to determine balance is through play-testing,

CUSTOM RACE

Races are built using points. You get 5 points to play with. Here are
some details to consider as you develop a race.

APPEARANCE & CULTURE: Write 4 short paragraphs that
describe the race’s physical appearance, how it is viewed by others,
their strengths, and exceptions.

TYPE: All PC races have the “person” creature type. This is critical
since many useful abilities such as Charm Person and Counter Spell
only work against persons.

ATTRIBUTES: Typically, apply attribute adjustments that grant
an overall modifier of +2. Every +/-2 costs or grants 1 point. For
example, adjustments of Str +2, Con +2,and Int -2 cost 1 point.

S1ZE: Medium is standard. A Small size grants back 1 point while
a Large costs 1 point. Small creatures start with the Small trait, which
includes impaired weapon use, a slow speed, fewer wound points, and
better Stealth. See an example of Small in the RPG, page 22.

SPEED: The default speed is 30 ft for Medium and Large persons
and 20 ft for Small persons. A 10-ft change costs or grants back 1
point. Typically, a 10-ft speed increase is an intermediate tier ability.
Race design is an exception.

WOUND POINTS:The default is 8 wound points for a Medium
person and 5 wound points for a Small person. Every +/—3 wound
points costs or grants back 1 point.

INHERENT ABILITIES: Give skill boosts and basic tier abili-
ties that round out the race. Typically, you will have 4 points left to
work with after spending 1 point for attributes. Darkvision costs 1
point. Low-light vision costs 2 point. Every +5 skill boost or pair
of +2 skill boosts costs ¥2 point. A +1 bonus on all attack rolls costs
1 point, though typically you provide a +1 bonus in some situations
along with +2 damage in those same situations. A +2 bonus on a
Fortitude, Reflex or Will costs 1 point. Alternatively, for 2 point,
provide a +2 bonus on 1 save to resist either magical attacks or mun-
dane attacks. Unless the race is highly magical, keep these inherent
abilities as mundane as possible and offer magic abilities under the
“Racial Abilities” menu of options (see below)

MULTICLASSING / LANGUAGES: Typically, list 3 classes
as multi-class options and 2 or 3 languages as automatically known.
You can offer “Any” for multiclassing if you reduce the number of
languages or inflict some other minor modifier to the race. Offer
additional language options to reflect the other races that one likely
encounters on a regular basis, whether as an ally or enemy.

COMELINESS / BASE AGE: These values do not impact race
creation. Some races are more comely and/or long-lived than others.

RACIAL OPTIONS: This is a list of optional abilities available
to members of that race. Every character starts with 2 racial abilities
selected from this list and learns more over time.

Mostly, this list consists of basic tier abilities. Two abilities should
improve a save: Offer Iron Will, Lightning Reflexes, and/or Great
Fortitude.You can place 1 or 2 intermediate tier abilities here so long
as they have meaningful prerequisites in other racial abilities. Offer at
least 1 magic ability,

Many races offer weapon proficiency or environment-based skills.
Offer the Technics skill only to races that a legitimate history and
culture that values technology, such as humans, gnomes, slith, and
warmech.

You can grant a cluster of skill boosts, such as +2 bonus to a list of
5 skills, a +3 bonus to 3 skills, or a +5 bonus to 2 skills.

¥/
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USTOM CLASS
Here are some guidelines for designing a class.

BACKGROUND & ADVENTURES: Briefly describe the
class’s key features and activities. What are these folks known for?
What are some common varieties? Who do they work well with?
Mention why these folks become adventurers and the source of their
inspiration.

PRIME ATTRIBUTE / ATTACK: Select 1 of the 6 attributes
as the class’s prime attribute. Which attribute?

STRENGTH: This suits a front-line melee class with no magic
abilities that delivers weapon damage. Strength boosts skills like Ath-
letics and adds to weapon damage, which is helpful in combat.

CONSTITUTION: This suits classes that offer a mix of mundane
and magical abilities, such as the shifter and sorcerer, or it suits a
spellcaster like the warlock that tends to be highly independent and
often in harm’s way.

DEXTERITY: This suits a stealth-based class with few or no magic
abilities. Many useful skills are based on Dexterity, so if you are
unsure whether to use Dexterity or another attribute, it is best to go
with the other attribute.

INTELLIGENCE: This suits spellcasters who rely on books and
studying, or classes like the pathfinder or mageblade that rely on rea-
son with a mix of spells and mundane abilities. An Intelligence-based
class also nicely fits the Radiance electrotech world.

WI1$SDOM: This suits spellcasters like the cleric and psion as well
as classes with a mix of abilities that imply intuition and enlighten-
ment. These classes often play strong supporting roles through heal-
ing, insight, and keen perceptions.

CHARISMA: This suits a fun-loving social class, particularly those
suited to urban settings such as the bard and gallant. Their mundane
abilities work by convincing or distracting others, while their magic
works by drawing upon the moment and inspiration. .

A character’s attack rolls equal d20 + the prime attributes’s modi- *
fier. Moreover, a character must have a minimum score in his prime
attribute in order to use higher-tiered abilities.

Some classes like the gallant and mageblade may feel equally based
in 2 attributes. In such cases, go with a mental attribute over a physi-
cal one. The player will likely place a high score in a physical attribute
in order to excel in combat, and several combat abilities require min-
imum scores anyway, such as Dodge requiring a high Dexterity.

DEFENSES: Most classes get a +2 bonus to 2 defenses such as
Reflex or Will. A few classes get only 1 boost, which is often bal-
anced by a wide selection of armor and weapons, lack of special
requirements, or diversity of magical repertoire. A few classes like
the monk get +2 across the board because they have weapons, little
gold, and almost no magic.

ARMOR / WEAPONS: The range of armor and weapons is
based on how often a class sees melee combat. That said, some classes
like the barbarian rely upon quick moves rather than armor. Gener-
ally, classes that lack magic abilities get better armor and weapons.

STARTING GOLD: Characters with greater expenses at the
start of their career get more gold. A fighter’s armor costs money, as
do a gallant’s societal functions. A monk or wizard has everything he
needs from the start.

ALIGNMENT: Try to keep alignment flexible while keeping it
in line with any special restrictions or benefits of the class. Even if
you play Radiance without alignment, this is a useful parameter to
suggest how to role-play the class.

PECIAL: Typically, spellcasters need an implement in hand, an
without one they suffer a -2 penalty on attack rolls. Also mention
here if the class relies on special gear, has craft abilities, or has to
pass tests to advance from tier to tier. Generally, tests reflect a class’s
strong moral and ethical dimensions, which in turn reflect the class’s
source of magical power.

TRAINING: Assign 1d4, 2d4 or 3d4 years. Studying books takes
a long time, while intuitive understanding is quick. -

VITALITY COSTS: Generally, abilities have a vitality cost only
if they are magical or reflect a great heroic act. Mundane actions like




Cleave and Charge never require vitality.

CORE ABILITIES: The essence of a class is its 3 core abilities.
Two of the 3 are basic tier abilities, while 1 stands somewhere
between basic and intermediate tier in terms of power. For example,
a wizard’s Magic Missile is like other basic tier magic abilities except
with a longer range and no vitality cost. Typically, 1 of the 3 is a skill
boost, another is offensive, and the last is defensive or fills a miscel-
laneous role.

BASIC TIER: Offer at least 15 basic abilities. Refer to existing
classes for inspiration. Here are guidelines:

FEATS: A feat here means a mundane ability. An feat might grant
+1 DR or a +1 bonus on attacks with +2 damage. Alternatively,
when using weapons, apply +1d6 damage (or 1d4+1). Many of these
abilities are based on “feats” as normally used in the d20 system such
as Power Attack, thus the term. You can grant an ability to recover
1d6 vitality once daily or offer a +5 ft bonus to movement.

SPELLS: Basic tier spells deliver 1d6 damage per 2 levels (max 5d6)
out to 15 ft at most, though they might do less if they can effect mul-
tiple targets at once. Spells let targets resist for /2 damage. A few abili-
ties might do 1 or 2 wound damage, daze 1 target, or cause fatigue.
Spells with unusual effects such as conjuring creatures generally work
a short time, only 5 minutes at most. A magical defense offers +2
DR with armor or +5 without armor. And so forth. When translating
level-based spells from other d20 games, 0-level and 1st-level spells
sit at this tier. Typically, O-level spells translate into abilities like Light
that cost no vitality to use. Otherwise, they cost 1 vitality to activate.

SKILLS: Grant +5 bonus to 2 skills, or a +5 bonus with a +10
bonus in a very specific subset of that. Alternatively, offer bonuses to
3+ skills with a total bonus of 9 or 10.

INTERMEDIATE TIER: Offer at least 10 intermediate abilities.
Refer to existing classes for inspiration. Here are guidelines:

FEATS: Grant a +2 bonus on attacks and +5 damage. Or apply
+2d6 damage. For non-spellcasters, consider offering an ability to
recover 4d6 vitality once daily after 1 minute of rest. For spellcast-
ers, instead offer a once-daily ability to access any spell on the class
list of a tier that can normally be accessed, except paragon tier. This
tier grants a +10 ft speed bonus, a +5 initiative bonus, and a few
special effects that make combat fun.

SPELLS: At this tier, spells typically deliver 1d6 damage per level
(max 10d6) to an area out to 30 ft. Targets resist for %> damage. A
few abilities might do 1d4 wound damage, stun 1 target, or cause
exhaustion, blindness, slowness or another condition. When translat-
ing level-based spells from other d20 games, 2nd-level and 3rd-level
spells sit at this tier. These spells usually cost 2 vitality to activate.

SKILLS: Grant +5 bonus to 4 skills, a +4 bonus to 4 skills, or a +3
bonus to 5 skills. In rare cases such as Religion for a cleric, History
for a sage, and Heal for a medicant, you can offer a flat +10 bonus.
Only grant such bonuses to skills based on mental attributes!

ADVANCED TIER: Offer at least 5 advanced abilities. Refer to
existing classes for inspiration. Here are guidelines:

FEATS: Generally, this is a good tier to stop advancing raw weapon
power and instead offer neat abilities that pin, move or otherwise
» hamper foes, or do nasty damage in limited situations. Alternatively,
to keep pace with spellcasters, a character can devastate 1 foe with a
single attack, such as resist versus Reflex or fall to -1 wound points.

SPELLS: At this tier, spells deliver 1d6 damage per level (max
20d6) out to 90 ft, and often over a large area. Targets resist for %2
damage. A few abilities might stun multiple targets, turn 1 foe to
stone, and so forth. When translating level-based spells from other
d20 games, 4th-level and 5th-level spells sit at this tier, although
spells like Teleport and Scry should be moved to paragon tier because
they are unbalancing. These spells usually cost 5 vitality to activate.

SKILLS: Grant +10 bonus to 2 skills, a +5 bonus to 4 skills, or a
+4 bonus to 5 skills. In rare cases, you can offer a flat +20 bonus to
a skill based on a mental attribute that is usable once daily.

PARAGON TIER: Offer at least 3 paragon abilities. Refer to
existing classes for inspiration. Guidelines are hard to set at this tier.
FEATS: Grant a +5 bonus on attacks and +15 damage when using
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a weapon. Another ability might afford 3 attacks rather than 1 or 2.
SPELLS: When translating level-based spells from other d20
games, 7th-level and higher spells sit at this tier, although spells like
Teleport and Scry are also here. These spells usually cost 10 to 25
vitality activate.
SKILLS: Avoid offering skills bonuses at this tier. A character will only
have 1 or 2 paragon abilities and bonuses above +10 are unbalancing,

CUSTOM THEME

Themes are organized in a very structured way.

QUALIFICATIONS: This section names requirements a charac-
ter must meet to enter and remain in a theme. It also briefly describes
what characters are best fits.

Ideally, every theme is available to characters of every race and
class, with strong appeal to at least 2 of characters. In practice, there
may be a few exceptions that don’t fit well. That’s okay.

If a theme offers numerous magic abilities, they require the charac-
ter to already have 3+ magic abilities or require an appropriate attri-
bute (Constitution, Intelligence, Wisdom or Charisma).

Some themes are more open-ended regarding which abilities are
taken and when, while other themes have 1 or 2 must-take abilities.
It is appropriate to indicate one of those must-take abilities as either a
prerequisite or the first award the character selects.

ORIGINS: List 5 brief reasons why a character pursues this
theme. Since characters have a theme at the opening of their career,
it is appropriate to list reasons based in childhood experiences. Feel
free to be imaginative. This section has no mechanical impact on

ame play.

AFFILIATIONS: In this section, suggest the kinds of organiza-
tions the character will join or consider as cordial or hostile. This
section has no mechanical impact on game play.

PERSONALITY: Psychologically speaking, what kind of person
takes this theme, and what happens as they pursue it? You might sug-
gest how to role-play a character with this theme. This section has no
mechanical impact on game play. However, PCs earn extra XP when
they role-play well.

INOR AWARDS: Add 10 basic abilities that fit the theme.
A few of them should offer skill boosts. Some may have others as
prerequisites. By the end of a character’s career, he will only learn 2
the abilities listed here. So take care not to require more than 4 or 5
as essential to the theme.

MAJOR AWARDS: Add 10 intermediate abilities that fit the
theme. A few of them should have minor awards as prerequisites.
Have an ability with a name that starts with “Revitalizing”. After 1
minute of doing a non-combat activity relevant to the theme, this
abilities restores 4d6 vitality.

CUSTOM DEITY

Deities work a like pint-sized classes. Refer to the class guidelines
when offering ability options to a deity’s followers. Keep in mind:
Characters will usually access these abilities as boons for a short time..

CUSTOM REUSABLE MAGIC ITEM

These items add to a character’s repertoire. An item’s owner expends
vitality, time, and so forth to use the abilities it offers. An item’s abili-
ties should mesh smoothly with its functions. .
Here is a method to make balanced magic items. The items come in 4
tiers, per the table below. Think of tiers as ever-larger baskets that hold
a set number of points. When you fill a basket, basic tier abilities cost
1 point, while intermediate, advanced, and paragon tier abilities cost
2, 4, and 8 points, respectively. For example, an advanced tier magic
item could offer 1 advanced

tier ability, 2 intermediate Tier Points  Craft Cost
abilities, 4 basic abilities, or g 1 1,000 gp
1 intermediate and 2 basic ;

abilities. If you wish to add 1 Intermediate 2

or 2 extra points as “overage”,  Advanced 4

you can stack the costs. Paragon 8
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Hazards

Here is a bevvy of traps, terrain zones, and artifacts to befuddle and
harm characters.

TRAPS

Traps are often quick and lethal. There is likely a trap or 3 for every
treasure. This section features design guidelines plus two-dozen traps
to rid characters of extra fingers, toes, and heads. Here are key terms
to understand traps.

NAME/LEVEL: Follwing the trap’s name is its level, 1 to 20.
The trap’s level matches a single creature or PC of similar level. See
the criteria below to pinpoint a trap’s exact level.

TYPE/RESET: Mundane or Magical. Mundane traps must be
manually reset, though anyone can do so. Magical traps automatically
reset themselves after 1 hour or as stated in the trap’s description. Add
+2 to a magic trap’s level if it resets after 2 rounds rather than 1 hour.

TRIGGER: Typically, a trigger is a 5-ft-square area or proximity
detector. Mechanical traps are manually reset by someone on a success-
ful DC 10 Mechanics check. Magical traps auto-reset after 1 hour.

FIND: Noticing a trap requires a successful Perception check of
DC 15 + 1 per trap level.

DISABLE: Disarming a mundane trap requires a successful
Mechanics check of DC 20 + 1 per trap level. To disarm a magi-
cal trap, a character must attempt an Arcana check along with a S
Mechanics check. Finally, when disarming a mixed trap, a character ".f:‘ A

can treat it as a magical trap or attempt a Mechanics check of DC 25

+ 1 per trap level. y
ATTACK:d20 + 1 per trap level vs Fortitude, Reflex or Will, as  §me8S|

you like. ARSE

HIT: When a target fails to resist, apply 1d6 damage per trap
level to a single target, or 1d6 damage per 2 levels against multiple
targets or 1d8 + 1 per trap level if damage is wounds only. Alter-
natively, apply the effects of 1 ability: either a basic ability (levels
1-5), an intermediate ability (levels 6-10), an advanced ability (levels
11-15) or a paragon ability (levels 16-20).

MI15S: When the target or targets resist, either no effect occurs
or a minor effect occurs, such as dazing the target for 1 round.

RECOVER: Suggested actions to escape the trap or lessen its
effects. Skill DCs equals 15 for levels 1-5, 20 for levels 6-10, 25 for
levels 11-15, and 30 for levels 16-20.

REQUIREMENTS: Crafting a mundane trap requires a success-
ful Mechanics check witha DC of 15 + 1 per level of the trap. Craft-
ing a magical trap requires Craft Magic Item plus an Arcana check
and a Mechanics check with a DC of 10 + 1 per level of the trap.

Because a character can retry checks multiple times, simply be
sure the character can possibly even pass the checks rather than roll-
ing. For example, a character with a +15 bonus on Mechanics checks
will always pass checks as high as DC 35 but not higher.

COST & MARKET PRICE: The craft cost equals 25 gp x the
trap’s level squared. Magical traps require Craft Magic Item with
added costs using any relevant magic abilities. The craft time equals
1 day per 1,000 gp. A trap’s market price equals 2x its craft cost. Agy
trap’s equivalent tier is indicated here.

P — —— TRIP WIRE (LVL 1)
Jouba the heretic resisted with all his mi%‘iit. But Targets fall prone.

; ' 3 YPE: Mundane.
the temple’s ancient, ClCirltCi"l cieFenses las Cd hlm TRIGGER: Wire across a 5-ft-square area ; RESET: Manual.

with Paimcui tendrils. His soul itself was Punisiieci. FIND: Perception DC 16 ; DISABLE: Mechanics DC 21.
ATTACK: d20+1 vs Reflex.
HIT: Target falls back prone into the 5-ft space whence he came,
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suffers 1 vitality damage, and is dazed for 1 round.
MI1SS: No effect.
RECOVER: Stand up as a move action.
CREATION: Mechanics DC 16; 25 gp; 1 day.
PRICE: 50 gp (basic).

PIT TRAP (LVL 2)
This 20-ft pit trap may disable and trap characters.
TYPE: Mundane.
TRIGGER: 5-ft-square pressure plate ; RESET: Manual.
FIND: Perception DC 17 ; DISABLE: Mechanics DC 22.
ATTACK: d20+2 vs Reflex.
H IT: Target falls 20 ft, suffers 2d6 damage from falling, and must
resist using Fortitude or be disabled.
MI5S: No effect.
RECOVER: DC 15 Climb for 20 ft and curative magic to end
disability.
CREATION: Mechanics DC 17; 100 gp; 1 day.
PRICE: 200 gp (basic).

FLAME BLASTER (LVL 2)
This automatic trap blasts tresspassers with fire.
TYPE: Magical.
TRIGGER: Come within 15 ft of trigger item ; RESET: Auto-
matic.
FIND: Perception DC 17 ; DISABLE: Arcana DC 22 and
Mechanics DC 22.
ATTACK: d20+2 vs Reflex.
HIT: One creature within 15-ft cone suffers 2d6 fire damage.
MISS: Half damage.
RECOVER: None.
CREATION: Mechanics DC 17; 1,100 gp; Fire Bolt; 2 days.
PRICE: 2,200 gp (basic).

SPIKED ACID POOL (LVL 3)
This 10-ft pit trap assaults targets with blinding acid and sharp spikes.

TYPE: Mundane.

TRIGGER: 5-ft-square pressure plate ; RESET: Manual.

FIND: Perception DC 18 ; DISABLE: Mechanics DC 23.

ATTACK: d20+3 vs Reflex.

HIT: Targets fall 10 ft, suffer 1d6 wound damage from falling,
1d6 acid damage, and 1d6 damage from impact with the spikes. Also,
targets not immune to acid must resist using Fortitude or be blinded.

15S: No effect.

RECOVER: DC 15 Climb for 10 ft and curative magic to end
blindness.

CREATION: Mechanics DC 18; 225 gp; 1 day.

PRICE: 450 gp (basic).

1 | VOLLEY OF DAGGERS (LVL 4)
up ¢ Targets struck by a conjured spray of scintillating eldritch daggers.
YPE: Magical.
) TRIGGER: Come within 5 ft of trigger item ; RESET: Auto-
% matic.
’ FIND: Perception DC 24 ; DISABLE: Arcana DC 24 and
" Mechanics DC 24).
ATTACK: d20+4 vs Reflex.
HIT: All creatures within a 15-ft cone suffer 2d6 force damage.
MISS: Half damage.
RECOVER: None.
CREATION: Mechanics DC 19; 1,400 gp; Cloud of Daggers; 2
days.
yPRICE: 2,800 gp (basic).

SLEEPING GAS (LVL 5)
Targets pass out from sleeping gas.
YPE: Mundane.
TRIGGER: Touch trigger item such as idol or chest ; RESET:

l
{
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Manual.
FIND: Perception DC 20 ; DISABLE: Mechanics DC 25.
ATTACK: d20+5 vs Reflex.

HIT: Targets fall asleep for 5 minutes.

MI $S:Targets within 15 ft of the trigger are dazed for 1 round.

RECOVER: Sleeping targets can be slapped awake as a standard
action.

CREATION: Mechanics DC 20; 625 gp; 1 day.

PRICE: 1,250 gp (basic).

EXPLODING BRAZIER (LVL 6)

This hot brazier spews fire on anyone who comes too close.
TYPE: Magical.
TRIGGER: Come within 5 ft of brazier ; RESET: Automatic.
FIND: Perception DC 26 ; DISABLE: Arcana DC 26 and

Mechanics DC 26.
ATTACK: d20+6 vs Reflex.
HIT: Targets within 15-ft suffer 6d6 fire damage.
MISS: Half damage.
RECOVER: None.
CREATION: Mechanics DC 21; 3,400 gp; Fireball; 4 days.
PRICE: 7,800 gp (intermediate).

LUMINOUS LASH (LVL 6)

This magical snare zaps creatures and leaves them prone.

TYPE: Magical.

TRIGGER: Remain more than 1 round within a 10-ft-square
zone ; RESET: Automatic after 2 rounds.

FIND: Perception DC 26 ; DISABLE: Arcana DC 26 and
Mechanics DC 26.

ATTACK: d20+6 vs Will.

HIT: An animated, crackling serpent lashes back and forth. Tar-
gets in the area suffer 1d8+3 electrical wounds damage and knocked

rone.

MISS: Suffer 1 electrical wounds damage.

RECOVER: Stand up from prone. Note: A character who takes
too long to rise and leave the area will be subject to the trap again.

CREATION: Mechanics DC 21; 3,400 gp; Primordial Ray and
Bully; 4 days.

PRICE: 7,800 gp (intermediate).

POISONED ARROWS (LVL 7)
Three poisonous arrows zing at trespassers.

TYPE: Mundane.

TRIGGER: 5-ft-square pressure plate ; RESET: Manual.

FIND: Perception DC 22 DISABLE: Mechanics DC 27.

ATTACK: d20+7 vs Reflex.

HIT: Target suffers 1d6 damage from the arrow with a 50%
chance to suffer 2d6 wound damage 5 minutes later from the arrow’s
poison. Noticing evidence of poison requires a successful DC 20
Heal check. Removing the arrow reduces the later damage to 1d6.-__

MISS: No effect. —

RECOVER: Use an antitoxin or Cure Ailment spell to end the
poison.

CREATION: Mechanics DC 22; 1,225 gp; 2 days.

PRICE: 2,500 gp (intermediate).

DARKNESS FALLS (LVL 8)

The area goes dark and trap doors open in the floor to accept unwary
travelers.

TYPE: Magical.

TRIGGER: Pass door into chamber ; RESET: Automatic.

FIND: Perception DC 28 ; DISABLE: Arcana DC 28 and
Mechanics DC 28.

ATTACK: d20+8 vs Reflex.

HIT: Room is shrouded in magical darkness and several 5-ft- |
square trap doors open in the floor. Those who travel through the =
room must resist using Reflex each round they move for 3 rounds or




fall into a 20-ft pit and suffer 2d6 wound damage from falling, plus
resist using Fortitude or be disabled after falling,
MI155: Room is shrouded in magical darkness requiring nethersight
to see.
RECOVER: DC 15 Climb for 20 ft and curative magic to end
disability. Must exit room or disable trap to end the darkness effect.
CREATION: Mechanics DC 23; 4,100 gp; Darkness; 5 days.
PRICE: 8,200 gp (intermediate).

MISLEADING MOUTH (LVL 8)
This talkative trap suggests trespassers leave.

TYPE: Magical.

TRIGGER: Come within 5 ft of sculpted mouth, which cues the
mouth to animate and begin speaking a 10-word message phrased as
a suggestion or command ; RESET: Automatic.

FIND: Perception DC 28 ; DISABLE: Arcana DC 28 and
Mechanics DC 28.

ATTACK: d20+8 vs Will.

HIT: One randomly selected target within 15 ft suffers a charm
effect. He does his best over a 1-hour period to complete a task that
the magic mouth phrases in 10 words or less. The person will not
deliberately harm himself. Suggesting someone clean himself in a
nearby refreshing pool (of acid) is acceptable. Note: A DC 26 Insight
check is required to detect the charm effect and learn who if anyone
was affected by the mouth.

MI $S:Target is dazed for 1 round.

RECOVER: Hold affected target for 1 hour or otherwise end the
charm effect.

CREATION: Mechanics DC 23; 4,100 gp; Magic Mouth and
Suggestion; 5 days.

RICE: 8,200 gp (intermediate).

TELEPORTATION PORTAL (LVL 8)
Target is suddenly whisked into a prison cell.
YPE: Mixed.

TRIGGER: Pass through 5-ft-square space ; RESET: Automatic
after 2 rounds.

FIND: Perception DC 28 ; DISABLE: Mechanics DC 33 (or
Arcana DC 28 and Mechanics DC 28).

ATTACK: d20+8 vs Reflex.

HIT:The target is teleported into a stout, locked iron cage within
30 ft and line of sight. Typically, the cage hangs from a high ceiling,
across a barred gate, or is otherwise hard to reach.

MI1SS: The target is pushed back from whence he came.

RECOVER: Must exit the cage, which has a lock of the highest
quality that requires a DC 40 Mechanics check to pick open.

CREATION: Mechanics DC 23; 4,200 gp; Dimension Step and
Push Back; 5 days.

PRICE: 8,400 gp (intermediate).

CEILING PRESS (LVL 9)
Targets in a 30-ft hallway are slowly crushed by a collapsing ceiling.
YPE: Mundane.

TRIGGER: 5-ft-square proximity sensor ; RESET: Manual.

FIND: Perception DC 24 ; DISABLE: Mechanics DC 29.

ATTACK: d20 + 9 vs Reflex.

HIT: Metal gates descend on either side of the hallway, blocking
movement, and the ceiling descends over 3 rounds. Creatures in the
area suffer no damage on the initial round, 1d6 damage the next
round, and 4d6 wound damage on the third round, with no further
damage thereafter. The ceiling and gates ascend after 2 minutes.

MISS: Target within 5 ft of the gates safety exit the hallway, tak-
ing no damage. All others are trapped within and suffer %2 damage.

RECOVER: DC 20 Athletics check bends 1 bar. Bending 2 bars
admits a Small creature and bending 3 admits a Medium creature. A
DC 40 Athletics check halts the ceiling from falling for 1 round.

CREATION: Mechanics DC 24; 2,025 gp; 3 days.

PRICE: 4,050 gp (intermediate).

MK T

BARRAGE OF IMPALING SPEARS (LVL 10)
Targets in a 30-ft hallway are barraged with spears.
YPE: Mundane.

TRIGGER: 5-ft-square proximity sensor ; RESET: Manual.

FIND: Perception DC 25 ; DISABLE: Mechanics DC 30.

ATTACK: d20 + 10 vs Reflex.

HIT: Targets in the area suffer 8d6 damage and are impaled with
1 spear that requires manual removal with care.

MI $S: Targets suffer %2 damage.

RECOVE R:Targets must pass a DC 20 Heal check or suffer 1d6
wound damage as they dislodge the spears.

CREATION: Mechanics DC 25; 2,500 gp; 3 days.

PRICE: 5,000 gp (intermediate).

PETRIFICATION PLATE (LVL 11)
The target turns to stone over several rounds.

TYPE: Magical.

TRIGGER: 5-ft-square magical proximity sensor ; RESET: Auto-
matic.

FIND: Perception DC 31 ; DISABLE: Arcana DC 31 and
Mechanics DC 31.

ATTACK: d20 + 11 vs Fortitude.

HIT: The target begins to turn into stone. Each round on its turn,
the target must resist using Fortitude. On the first failed save, it is
limited to a single move or standard action. On the second failed
save, it cannot act or speak but it can still defend itself. On the third
failed save it turns to stone. After 3 successful saves, the effect ends
for that person. Dispel Magic halts the progress but only Remove
Curse, Miracle or Wish reverses the final effect.

MI $S: Target feels a slight tingling but suffers no other effect.

RECOVER: Dispel Magic halts the progress, but only Remove
Curse, Miracle or Wish reverses the final effect.

CREATION: Mechanics DC 26; 13,025 gp; Petrifying Gaze; 147
days.

yF’RICE: 26,050 gp (advanced).

FORCE BUBBLE (LVL 12)
The target is trapped in a force bubble with horrid bats.

TYPE: Magical.

TRIGGER: 5-ft-square magical proximity sensor ; RESET: Auto-
matic.

FIND: Perception DC 32 ; DISABLE: Arcana DC 32 and
Mechanics DC 32.

ATTACK: d20 + 12 vs Fortitude.

HIT: A shimmering globe of force encloses the target or size Large
or smaller for 10 minutes. Nothing can move or pass in or out of the
sphere, though Dimension Door and Teleport work normally. One
round later, a dark swarm of bats fills the globe. The trapped creature
suffers 1 wound damage per round (no save) and must resist using
Fortitude or be dazed for 1 round. The swarm vanishes after 1 minute.

MISS: Target feels a brief tingling but suffers no other effect. {

RECOVER: Dispel Magic ends the bubble or bats but not both. |

CREATION: Mechanics DC 27; 16,100 gp; Resilient Sphere I
and Summon Swarm; 17 days.

PRICE: 32,100 gp (advanced).
CRUSHING WALLS (LVL 13)

Targets in a 10-ft wide, 20-ft long hall are crushed between 2 walls.
YPE: Mixed. :

TRIGGER: 5-ft-square magical sensor.; RESET: Manual.

FIND: Perception DC 33 ; DISABLE: Mechanics DC 38 (or
Arcana DC 33 and Mechanics DC 33).

ATTACK: d20 + 13 vs Reflex.

HIT: Metal gates descend on either side of the hallway, blocking
movement, and the walls close in over 5 rounds at the rate of 1 ft
per round. Creatures in the area suffer 1d6 damage on the third and«_
fourth round, and 4d6 wound damage on the fifth round, with no
further damage thereafter. Tiny creatures are unaffected and small




creatures suffer /2 damage. The walls retreat and gates ascend after
2 minutes. Moreover, on each round, the first person using a magic
ability that round must resist using Will or fail to use the ability. Later
attempts in the same round work normally.

MISS: Targets within 5 ft of a gate safely exit the hallway, taking
no damage. All others are trapped within and suffer %2 damage.

RECOVER: DC 20 Athletics check bends 1 bar. Bending 2 bars
admits a Small creature and bending 3 admits a Medium creature. A
DC 40 Athletics check halts the walls from closing in for 1 round.

CREATION: Mechanics DC 28; 6,725 gp; Counter Spell; 7
days.

PRICE: 13,450 gp (advanced).

FREEZING BLAST (LVL 14)
Targets are scourged with horrible cold damage.
YPE: Magical.

TRIGGER: 10-ft-square magical sensor ; RESET: Automatic
after 2 rounds.

FIND: Perception DC 33 ; DISABLE: Arcana DC 33 and
Mechanics DC 33.

ATTACK: d20 + 13 vs Reflex.

HIT: Targets within 30 ft suffer 1d8+14 cold wound damage.
Moreover, targets knocked below 0 hit points are trapped in ice.

MI $S:Targets suffer > damage.

RECOVER: Applying 5 points of fire damage for 1d6 rounds
work frees a trapped target.

CREATION: Mechanics DC 29; 14,900 gp; Cone of Cold; 15
days.

yPRICE: 29,800 gp (advanced).

ABYSSAL BOTTOMLESS PIT (LVL 15)
Targets are teleported into a deep shaft and repeatedly teleported
back to the top of the pit to simulate falling forever.

TYPE: Mixed.

TRIGGER: 5-ft-square magical proximity sensor ; RESET: Auto-
matic.

FIND: Perception DC 35 ; DISABLE: Mechanics DC 40 (or
Arcana DC 35 and Mechanics DC 35).

ATTACK: d20+15 vs Will.

HIT: The target is teleported into a pitch black 15-ft-wide,
120-ft-deep shaft that reverberates with a cacophony and causes
creatures and objects near its bottom to reappear at its top to simu-
late infinite falling. There are no exits and the target begins centered
in the shaft. Nethersight is required to see. The trap holds up to 6
creatures each spaced 20 ft apart.

The trap lasts 60 rounds (6 minutes). Each round, a character must
use Will to resist the trap’s howling noise to concentrate long enough
to take a standard action. Failing to resist indicates the character can
do nothing further that round unless it can fly, in which case it may do
use as a move action. The walls are coated with a thick acid that imme-
diately inflicts 4d6 acid damage per round to anyone in contact with it.

When the trap expires, the bottom of the shaft opens and depos-

o its characters into a pool of slime that inflicts 1d6 acid damage per
round. The pool is 30 ft deep. There are no exits.

MI $S:Target falls prone and is stunned for 1 round.

RECOVER: DC 30 Climb to climb the walls, flying or levitation
to halt the fall, and teleportation magic to escape the shaft.

CREATION: Mechanics DC 30; 20,625 gp; Darkness, Dimen-
sion Door, and Sound Burst; 21 days.

PRICE: 41,250 gp (advanced).

FLAMING BURIALS (LVL 16)
TYPE: Magical.
TRIGGER: 15-ft-square magical proximity sensor ; RESET:
Automatic.
FIND: Perception DC 36 ; DISABLE: Arcana DC 36 and
Mechanics DC 36.
ATTACK: d20 + 16 vs Reflex.
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HIT: Creatures up to size Large are drawn into the carth (dirt,
mud or snow but not stone or ice) and buried up to their necks for 5
minutes. A buried creature is physically restrained but can use magic or
verbal abilities, and his allies can spend 1 minute to extract him.

Immediately thereafter, the area is covered in a sheet of flames
that inflicts 4d6 fire damage per round against affected creatures. Ten
points of cold damage applied to a 5-ft square extinguishes a section
over 1 creature.

MISS: Targets are slowed and suffer 1d6 fire damage while
remaining in the area and remain on fire afterward, suffering 1d6 fire
damage per round until they spend a standard action to extinguish
the fire.

RECOVE R:Targets must pass a DC 30 Heal check or suffer 1d6
wound damage as they dislodge the spears.

CREATION: Mechanics DC 31; 33,900 gp; Mass Burial and Wall
of Fire ; 34 days.

PRICE: 67,800 gp (paragon).

STRIPPING FIELD (LVL 16)
Targets’ gear is teleported into a nearby chest.
YPE: Mixed.

TRIGGER: 5-ft-square magical proximity sensor ; RESET: Auto-
matic.

FIND: Perception DC 36 ; DISABLE: Mechanics DC 41 (or
Arcana DC 36 and Mechanics DC 36).

ATTACK: d20 + 16 vs Will.

HIT: All gear (nonliving attended material) including clothing
within 15 ft of the trigger is teleported into a chest up to 30 ft away.

MI $S:Target suffers 1d6 vitality damage.

RECOVER: Must locate the chest, which has a lock of the highest
quality that requires a DC 40 Mechanics check to pick open.

CREATION: Mechanics DC 31; 33,900 gp; Dimension Step and
Instant Summons ; 34 days.

PRICE: 67,800 gp (paragon).
IMPALING POISONOUS SPEARS (LVL 17)

Targets in a 30-ft hallway are barraged with poisoned spears.
YPE: Mixed.

TRIGGER: 5-ft-square proximity detector. ; RESET: Automatic.

FIND: Perception DC 37 ; DISABLE: Mechanics DC 42 (or
Arcana DC 37 and Mechanics DC 37).

ATTACK: d20 + 17 vs Reflex.

HIT: Each target in the area suffers 8d6 damage and is impaled
with a magical spear that requires manual removal with care. Also,
each target suffers 1d10 vile wound damage from poison and an
additional 1d10 vile wound 2 minutes later.

MI $S:Targets suffer /> damage.

RECOVER: Targets must pass a DC 30 Heal check or suffer 1d6
wound damage as they dislodge the spears.

CREATION: Mechanics DC 32; 32,225 gp; Mass Poison; 33
days. -

PRICE: 64,450 gp (paragon).

ETERNAL SLEEP (LVL 18)
Targets fall into a deep magical slumber.
YPE: Magical.

TRIGGER: 10-ft-square magical proximity sensor ; RESET:
Automatic after 2 rounds.

FIND: Perception DC 38 ; DISABLE: Arcana DC 38 and
Mechanics DC 38.

ATTACK: d20 + 18 vs Reflex.

HIT: Targets within 30 ft immediately fall asleep, doze for 18
days, cannot be wakened except by Remove Curse, and wake raven-
ously hungry and thirsty with 0 vitality

MISS: Dazed for 1 round. ;

RECOVER: Apply Remove Curse or more powerful magic t [
awaken each affected target. Qm ;

CREATION: Mechanics DC 29; 36,600 gp; Sleep, Slumber, and

-
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Sleep of Ages; 40 days.
PRICE: 73,200 gp (advanced).

DEVOURING ACID WAVE (LVL 19)
Targets are scoured with nauseating acid damage.
YPE: Mixed.

TRIGGER: 10-ft-square magical sensor ; Reset: Automatic after
2 rounds.

FIND: Perception DC 34 ; Disable: Mechanics DC 39 (or Arcana
DC 34 and Mechanics DC 34).

ATTACK: d20 + 19 vs Reflex.

HIT: Targets within 30 ft suffer 1d8+19 acid wound damage.
Moreover, all mundane gear is destroyed by the acid and targets that
fall below -25 hit points are disintegrated.

MISS: Targets suffer 2 damage and lose their mundane clothing
(but not other gear) and are never disintegrated.

RECOVER: None.

CREATION: Mechanics DC 34; 29,025 gp; Cone of Cold and
Energy Alteration; 30 days.

PRICE: 58,050 gp (advanced).

DISINTEGRATION RAY (LVL 20)
Target is disintegrated.
YPE: Magical.
TRIGGER: 5-ft-square magical proximity sensor ; RESET: Auto-
matic.
FIND: Perception DC 40 ; DISABLE: Arcana DC 40 and
Mechanics DC 40.
ATTACK: d20+20 vs Reflex.
H IT: Target suffers 4d6 wound damage and permanently vanishes
if it dies. Miracle or Wish restores disintegrated items and creatures.
MI $S: Target suffers 2d6 wound damage.
RECOVER: Healing magic works normally.
CREATION: Mechanics DC 35; 35,000 gp; Disintegrate; 35
days.
yPRICE: 70,000 gp (paragon).

MAGICAL ZONES

A magical zone is a space of supernatural violence. Characters who
enter must resist each round spent in the zone to avoid its effects.
Zones vary in size. Naturally occurring ones may have any size and
duration. Zones created with the Wish ability (RPG, page 138) have a
radius of 5 ft per level.

There are several ways to notice and possibly suppress a magical
zone. The True Seeing ability immediately reveals a zone. Zones are
like magic traps that can be found using Perception, but against which
Mechanics checks do not succeed to disable them. A zone’s Percep-
tion DC equals 25 + V2 its level. The Dispel Magic ability suppresses a
magical zone for 1d4 rounds. Each zone also offers a unique “recourse”
to suppress and/or end its effects.

There are numerous magical zones. After you pick a zone, decide its
level (1 through 20).The zone goes on initiative 0 and makes an attack
every round against all creatures in it. The attack is d20 + the zone’s
level against Fortitude, Reflex, or Will as stated in the zone’s descrip-
tion.

ASTRAL INSTABILITY
Characters randomly move in space and time.

LOCATION: Within ruins or breaches to the Astral Realm.

ROLE-PLAY TEXT: “The air ripples slightly as small objects and
creatures wink out of sight and reappear nearby.”

ATTACK: d20 + level against Will.

EFFECT: Character teleports 5 to 30 ft in a random direction.
Roll d10 to determine direction (1 indicates due north, 9 indicates
upward into the air, and 10 indicates down into the earth). If a desti-
nation is occupied then the creature instead moves forward in time 1
round per level. Characters Weighing 1 ton or more are immune.

iy
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RECOURSE: Expend a move action to maintain hold of a heavy
object Weighing at least 1 ton.

CEMETERY OF DIVINE LAW
Divine magic is strong where other forms of magic are weak.

LOCATION: Consecrated area where clerics, paladins, and
other divine agents have been slain.

ROLE-PLAY TEXT: “Apparitions qffa]]en priests and paladins rise
up and swirl around you as translucent holy symbols burn the air.”

ATTACK: d20 + level against Will.

EFFECT: Al nongood creatures as shaken, suffer 1 point of dam-
age per level, and suffer a -5 penalty to resist the next cleric, invoker
or paladin ability that targets it that round.

RECOURSE: The character must drop to his knees, lower his
defenses, and pray for forgiveness as a standard action. Doing so pro-
tects the character from effects of that zone for 24 hours.

COURT OF SWORDS
A stately swarm of swords fly to pierce creatures in the area.
LOCATION: An armory or cabinet with bladed weapons.
ROLE-PLAY TEXT: “Several swords fly up off of the ground while

more fly from a weapon rack. The swords orient themselves and zoom to pierce

nearby creatures.”

ATTACK: d20 + level against Reflex.

EFFECT: Characters take 1d8 damage + 1 per level from a con-
jured blade. Each blade that hits remains lodged. A character with
more blades than he has levels cannot move from his space. Remov-
ing a blade is a move action that inflicts 1d8 points of damage.

RECOURSE: Remove 1 lodged blade and strike a foe with it.
Treat the blade as a longsword. If the attack hits, the character is
immune to the zone effects for 24 hours. If the character slays a foe
with a removed blade, all remaining lodged blades vanish without . 1z
causing further harm. -

DEAD MAGIC ZONE
Magical abilities completely fail to work.
LOCATION: Any locale where Counter Spell, Dispel Magic or
Mage’s Disjunction was used.
|%OLE'PLAY TEXT: “Nearly invisible strands that look like liquid
magic snake upfrom the ground and through the air, swirling around you.”
ATTACK: d20 + level against Reflex.
EFFECT: The character’s magic abilities fail to function and no
vitality is expended attempting to activate those abilities.
RECOURSE: The character must succeed on an Arcana check
with a DC equal to 20 + the zone’s level.

DISJUNCTION STEPS
Each stair step neutralizes magic auras and items.

LOCATION: A stairwell or similar stepped area at least 5 ft wide
and 10 ft deep.

ROLE-PLAY TEXT: “As you move down the stairwell, your boots of
levitation cease to function and sink you to floor. Then the glow of your con-
tinual light torch expires.”

ATTACK: d20 + level against Will. \

EFFECT: Movement through the area causes the character’s\
magic items and ongoing magic abilities to become inert until the
start of his next turn.

RECOURSE: Target the steps with a spell, spell-like ability or
supernatural ability. The character’s magic appears to fail, but the stepsg
are satiated for all creatures in the area for 1 full round.

DRAGON’s JAWS
Invisible claws and jaws rip and tear at creatures in the area.
LOCATION: Any area trodden by a dragon or where a dragon’s
shadow has passed over.
ROLE-PLAY TEXT: “The air ripples with nearly translucent outlines

of a dragon. Its talons and jaws swipe and snap at you.”

ATTACK: d20 + level against Reflex.
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EFFECT: The character suffers 1 point of damage per level. More-
over, if he fails to resist by 5 or more, he is knocked upward into the
air 10 to 30 ft and suffers 1d6 to 3d6 damage upon landing prone on
the ground.

RECOURSE: As a move action, place an offering of gold on the
ground. The minimum amount to end the zone’s effect (for you only
for 1 hour) is 10 gp per level. The ground quickly consumes the

offering (it is gone forever).

EFFUSIVE MUSICAL STAGE
Affected creatures are compelled to sing and dance.
LOCATION: Any locale where a bard has died.
ROLE-PLAY TEXT: “Your words and thoughts begin to rhyme, your
fingers and toes begin tapping, and you wish with all your heart to break out
into song.”

ATTACK: d20 + level against Will.

EFFECT: The character must sing and dance. While doing so, he
is unable to take actions except to make Acrobatics, Literacy and/
or Music checks. Fortunately, the character gains temporary immu-
nity to all attacks that target him specifically though area attacks, and
ongoing effects of previously successful attacks, remain in place.

ECOURSE:You must pass an Acrobatics or Music check with a
DC of 20 + the zone’s level.

FETID CLOUD
Noxious choking fumes prevent verbalization or ingestion.

LOCATION: Any urban area or region frequented by aberra-
tions (otyughs in particular).

ROLE-PLAY TEXT: “You detect a strong odor of feces.You begin to
cough from the fetid miasma that forms in the air around you.“

TTACK: d20 + level against Fortitude.

EFFECT: The character chokes and coughs. For the round, he
cannot speak, use abilities with verbal elements, or ingest anything
(such as a potion). A character who fails to resist 3 rounds in a row is
sickened for 5 minutes.

RECOURSE: Blast magical fire, such as from a fireball spell.

Affected squares are free of the zone effect for 5 minutes.

GRASPING VINES
Local flora grapples, suffocates, and devours the living,

LOCATION: Any outdoor area with a minimum of plant life.

ROLE-PLAY TEXT: “You feel a tugging at your feet and tightening
around your legs as creepers entwine around you to hold you fast.”

ATTACK: d20 + level against Reflex.

EFFECT: Roots and vines twist around the character’s limbs, hold-
ing him fast in his space until the start of his next turn. The character
can still fight, cast spells, and so forth, but he cannot move unless he
succeeds on a DC 25 Acrobatics check or a DC 25 Athletics check.
Should a character fall unconscious, the flora pulls him to the ground.
The flora smothers helpless characters after 1 minute and devours
their corpses in 24 hours, leaving only bones behind.

RECOURSE: Any amount of acid or fire damage delivered in the

+ area neutralizes the vines for 1 full round.

L h
. HYSTERICAL BLINDNESS
" Creatures, even those with Nethersight, cannot see.

LOCATION: Any locale where magic abilities such as Daylight,
Detect Magic, True Sight or such have been used to detect, reveal or
illuminate.

ROLE-PLAY TEXT: “Suddenly, your surroundings fall into shadow
and then darkness, preventing you from seeing. At the same time, you feel
oddly afraid”

TTACK: d20 + level against Will.

EFFECT: The character suddenly believes that he cannot see
regardless of his visual abilities. In addition to the obvious effects,
a blinded creature has a 50% miss chance in combat (all foes have
total concealment), is defenseless, moves at half speed, and takes a
—5 penalty on Perception checks and most skill checks. The Blind-
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Fight ability mitigates some of these effects.
RECOURSE:The character must leave the zone to end the effect.
Thereafter, he can return and will suffer no further effect for the day.

KING'S FOLLY
Characters feel hemmed in on all sides even if they are not.

LOCATION: Within a castle, manor house or other residence of
a current or past aristocrat.

ROLE-PLAY TEXT: “Out of the corner of your eye you see someone
slink up beside you to strike.Yet when you look, there is no I there. Wherever
you don’t ]ook,}/oufee] hemmed in by rogues.”

ATTACK: d20 + level against Fortitude.

EFFECT: The character is dazed until the start of his next turn.

RECOURSE: When you make a successful attack against a dazed,
stunned or unconscious foe then you are immune to the zone’s
effects for 5 minutes.

NIGHTMARE OF SPORES
Floating spores transform creatures into lush shrubbery.

LOCATION: Anywhere outside at night, or underground.

ROLE-PLAY TEXT: “A mist of fine spores fills the air and clumps
around creatures, as y‘ drawn to their ]g’fe energy.”

ATTACK: d20 + level against Fortitude.

EFFECT: The character sprouts flowery plant growths. Roll 1d6
per level. If the sum of die rolls exceeds the character’s current hit
points then he transforms into a mundane plant for 5 minutes. This
trap does not affect plant creatures or characters who have taken
plant form.

RECOURSE: Submerse in water or produce a wind or anti-plant
effect to keep the spores at bay for a minimum of 1 full round or the
duration of the protective spell or effect.

OCULAR SWARM
Ghostly eyes swarm the area and drain supernatural energy.

LOCATION: Anywhere supernatural abilities are in use.

ROLE-PLAY TEXT: “Ghostly eyes, each the size of your head, perco-
late up from the ground. Each eye reflects a ghostly apparition of you.”

ATTACK: d20 + level against Reflex.

EFFECTS: An eye captures the character’s gaze and draws energy
from his body. The character loses access to 1 ability (start with the
highest-tier magic ability and work downward by tier and then mun-
dane abilities) and suffers 1 point of necrotic energy damage per level.

RECOURSE: Using a mirror to see grants a +5 bonus to resist
the gaze. All creatures in the area must cease using supernatural abili-
ties for 1 minute for the ocular swarm to dissipate. Using a super-
natural ability immediately reactivates the zone.

PEACE AT ANY PRICE
A strong malaise and desire for peace grip affected creatures.

LOCATION: Any area where a murder took place.

ROLE-PLAY TEXT: “Suddenly, you realize that violence is not neces=_
sary to resolve the situation.You feel the sensible call to end your attacks, as.an”
example of good will to your - foes, who can surely be reasoned with once they
realize your good intentions.”

ATTACK: d20 + level against Will. 2

EFFECT: The character prefers to forego any attack rolls andg
spend his turn making overtures to foes, if any, for a peaceful resolu=
tion to the encounter. The overtures may be physical or verbal even if
foes do not understand the character’s language or are unintelligent.

RECOURSE:The effect ends for that round and the character can
make an attack roll as an immediate action if he witnesses an ally fall
unconscious or die.

POISON KNIFE CLOUD
A cloud of slashing daggers inflicts a myriad of fatiguing cuts. |
LOCATION: Any outdoor urban area such as an ally or market- |
place. A tented area with a 10-square-ft or larger opening counts am_ )
outdoors, but a closed tent or walled area does not. |




ROLE-PLAY TEXT: “Knives hover and flit through the air, forming a
dense cloud that nicks and scratches you. Sudden])/,)/oufee] tired.”

ATTACK: d20 + level against Fortitude.

EFFECT: Targets suffer numerous nicks and cuts from flying dag-
gers and become fatigued. The daggers inflict 1 damage per level.
Also, an affected target suffers 1d4 wound damage from poison. At
level 7 and above, targets that fail to resist are also exhausted. Simi-
larly, at level 14 and above, targets who fail to resist fall unconscious.
Unconscious characters are unaffected by the daggers.

RECOURSE: Fall to a prone position or leave the zone. Leaving
the zone causes the fatigue and fatigue-related effects to end. Other-
wise the effects linger for 5 minutes.

RIVER OF BLOOD
Numerous biting fish cause profuse bleeding.

LOCATION: Any body of water that is at least 1-ft deep and
10-square-ft in area.

ROLE-PLAY TEXT: “The water around you ripples with the fre-
netic motion of a thousand tiny biting fish. Though each bite is minute, your
wounds bleed prqfusely and turn the water a rich blood red.”

ATTACK: d20 + level against Will.

EFFECT: Dozens of tiny piranhas bite the character for 1 point of
wound damage per level and cause the character to bleed 1 hit point
per round until he receives magical healing or benefits from a suc-
cessful DC 15 Heal check or until 1 minute has passed. Characters
who are immune to fear affects are unaffected by this zone.

RECOURSE: Leave the water or urinate in the water as a full-
round action.

SARGASSO OF PRIMAL RAGE

Magic behaves randomly and induces pain.

LOCATION: Any locale where cannibalism has ever occurred or
a character has used the Rage ability in the past 24 hours.

ROLE-PLAY TEXT: “You begin sweating, you hear the pounding of
blood through your heart, and every ambient noise sets your nerves on edge.“

ATTACK: d20 + level against Fortitude.

EFFECT: The character flies into a rage for 2 minutes and attacks
the nearest ally. While in a rage, the character temporarily gains a +1
bonus on attack rolls and Will, delivers +5 damage, and enjoys +5
vitality points. The bonus vitality points go away when the rage ends.
While raging, the character cannot use any Charisma-, Dexterity- or
Intelligence-based skills (except for Acrobatics and Intimidate), or
any abilities that require patience or concentration. Nor can he use
magical abilities or craft abilities or activate magic items that require
a command word or a trigger to function. At the end of the rage, the
character loses the modifiers and restrictions and is fatigued for 5
minutes.

RECOURSE: Consume a pound of flesh from oneself or another

person.

SEALS OF MADNESS
Burning pact seals float and spin in the air, inducing confusion.
LOCATION: Any area with at least 10-square-ft of sand.
ROLE-PLAY TEXT: “The air fills with a translucent pact seals that
twist, twaddle, and spin in a dizzying array of angles and colors.While pretty
atﬁrs[, the view soon evokes curious and confusing thoughts.”
ATTACK: d20 + level against Will.
EFFECT: The vision holds a character for 1 full round. While held,
the character is conscious but defenseless and cannot take actions.
RECOURSE: Spend a move action to vomit, laugh or sneeze, any
of which cause the character’s senses to reset for 5 minutes.

STARLIGHT SHOWER
A shower of lights blind and burn creatures.
LOCATION: Anywhere outside at night.
ROLE-PLAY TEXT: “A shower of beautiful lights, each the size of

your fist, fall from the sky.”
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L ATTACK: d20 + level against Reflex.
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EFFECT: The character suffers 1 point of heat damage per level
and is blinded for 10 minutes per level. Moreover, any creature in
the zone is clearly illuminated such that all other creatures with line
of sight to it learn its location. The starlight cannot be removed but it
does fade 1 minute after an affected creature leaves the area.

RECOURSE: Shelter in a solid enclosure such as a building,

SUICIDE FIELD
Creatures act to kill themselves.

LOCATION: Anywhere a pact magic user has died.

ROLE-PLAY TEXT: “You hear odd,faint sounds Comjngfrom some-
where close. Time seems to speed up around you.”

ATTACK: d20 + level against Will.

EFFECT: The effects vary with each failed save. On the first failed
save, the character is slightly confused and has a 25% chance to do
nothing rather than act. On the second failed save, the character is
more confused and has a 25% chance to not act and a 25% chance
to attack an ally instead of his desired action. On the third failed
save, the character is frozen in place, defenseless and unable to take

any actions. On the fourth failed save, the character delivers a coup
de grace against himself, automatically inflicting double maximum
damage. Then the cycle repeats.

RECOURSE: Spend a move action thinking happy thoughts.

SUDDEN BURIAL GROUND
Creatures may spontaneously sink into the ground.

LOCATION: Any burial ground.

ROLE-PLAY TEXT: “The earth here is naked and flat except for a
smattering of arms that reach upward from the ground, as if from creatures
buried in a standing position with arms raised.”

ATTACK: d20 + level against Reflex.

EFFECT: The character sinks into the earth. His head is covered
but 1 or both arms are free (1d6: 1-2 is right arm, 3-4 is left arm, 5-6
is both arms). The character immediately begins suffocating, losing
one-third of his maximum normal hit point total each round. Victims
become zombies (or greater undead matching the zone’s level) after
24 hours but otherwise remain securely buried. Making a successful
save on a succeeding round ends the burial effect.

RECOURSE: A buried creature is free on a DC 28 Athletics
check (if attempted on its own), or a DC 24 Athletics check made by
allies on the surface. Undead suffer -5 to their save.

THOUGHTLESS BETRAYAL

Creatures’ heads are swapped with undead heads. Their bodies fight
on against their allies.

LOCATION:A lab, mortuary, catacomb or any location with jars
of liquid and/or heads of dead creatures.

ROLE-PLAY TEXT: “Shriveled severed heads of the dead leer at you
_from scattered jars and alcoves. Suddenly, a nearby ally’s head is replaced by
1 of the shriveled dead heads.”

ATTACK: d20 + level against Will.

EFFECT: The character’s head is teleported into and magically
sustained within a nearby jar, catacomb alcove or similar containe:
area. Simultaneously, the head of a dead creature appears on thi\
character’s body and awakens to undead sentience. The character’s
head remains awake and alert and can use abilities (including magi-
cal abilities) that do not require a body. Meanwhile, the character’s
body uses any available weapons and other gear (except command=§
activated and spell-completion magic items) against the creature’s
allies. Unconscious, undead, dead and headless creatures are unaf-
fected by this zone. If a creature’s head or body are removed from
the zone, then the effect is reversed without further ill effect as if
nothing abnormal occurred. Making a successful save on a succeed-
ing round also reverses the effect.

RECOURSE: Position the body or head in front of a mirror or+,
sever the undead head of the affected creature and place its original g

head back on its body.
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UNDYING BATTLEFIELD
Creatures are compelled to melee and do not fall unconscious or die.

LOCATION: A battlefield or similar location where soldiers
once on the same side were forced to fight each other.

ROLE-PLAY TEXT: “Everyone around you acquires the visage of for-
mer allies or countrymen who have betrayed you.You turn red in the face and
blood pumps vigorously, encouraging you to attack them in rage.“

ATTACK: d20 + level against Will.

EFFECT: The character makes a melee attack against the nearest
creature (whether it is an ally or foe) as its action for that round.
Moreover, creatures that fall below 0 hit points remain conscious and
do not die when reaching - 10 hit points or less. A creature that leaves
the undying battlefield with less than 0 hit points immediately falls
unconscious. It dies if it has -10 hit points or less. Creatures below 0
hit points are staggered if they are conscious.

RECOURSE: Knock unconscious or kill 1 ally to end the zone’s
influence on all characters for 5 minutes. A creature magically sum-
moned by an ally counts as an ally.

UNSTABLE LIBRARY

Characters navigate a library as it collapses.

LOCATION: Any library.

ROLE-PLAY TEXT: “Everywhere books are fa]]ing, shelves are break-
ing, and cases topple over.Watch your head!*

ATTACK: d20 + level against Reflex.

EFFECT:The character is hit by 1 or more books or shelves for 1
point of nonlethal damage per level and dazed for the remainder of

its round.
RECOURSE: Fly, levitate or leave the area.

VARIABLE GRAVITY ZONE
Local gravity shifts unpredictably with unpleasant results.
\ LOCATION: Any tiled ground (marble, ceramic, etc).

ROLE-PLAY TEXT: “Momentarily, your weight doubles. Then you feel
weightless. Finally, you fall upward as gravity reverses itself."

ATTACK: d20 + level against Reflex.

EFFECT: Gravity in the character’s space doubles (1-2 on d6),
vanishes (3-4 on d6) or reserves (5-6 on d6). On a doubling result,
the character’s movement rate decreases by 10 ft and his effective
weight of equipment doubles, which may prevent him from mov-
ing. On a vanishing result, the character floats upward 10 ft if he
attempts to move and remains there for the remainder of his turn.
On a reserving result, the character “falls” up to 5 ft per level during
his turn. At the start of his next turn, he returns to the ground and
suffers 1d6 damage per 10 ft fallen. There is no chance of disability.

RECOURSE: Focus on a load stone (magnetized iron ore) as a
standard action. So long as you maintain concentration on the stone,
you ignore the effects of variable gravity.

VERTIGO FIELD
Creatures fall from dizziness and slide downward.
LOCATION: Any area 10 ft or more off the ground and within 5
4 ftof an edge, such as around the rim of a tall building or along a gar-
den’s walls or a house’s rooftop. Alternatively, on a surface inclined
30° or more.
ROLE-PLAY TEXT: “Your view of the ground below induces a dizzy
. feeling as if you are about to fall down.”

ATTACK: d20 + level against Will.

EFFECT: Character falls prone and slides downward 10 ft if he or
she is on an incline. A character who fails to resist 3 times in a row is
nauseated for 5 minutes.

RECOURSE: The character must close his eyes, wear a blindfold
or similarly obscure his vision. Entering an area of magical darkness
works.

WINDSWEPT PATHS

Buffeting magic winds misdirect ranged attacks.
LOCATION: Any mountainous, coastal or ravine area.
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ROLE-PLAY TEXT: “A wind kicks up dust and small items. As it
grows stmnger,)/ouﬁnd it difficult to move or maintain your balance.”

ATTACK: d20 + level against Fortitude.

EFFECT: Any ray attack, line attack or ranged attack automati-
cally misses that round as the supernatural wind causes the ray, line
or ammunition to veer off course and miss. If an ally is adjacent
to the intended target, then the character must resolve the attack
against his ally instead of the intended target.

RECOURSE: Spells and effects that block wind movement such
as a Wall of Force hinder the zone’s effect. Foregoing ranged attacks
also works.

WILD MAGIC ZONE
Magical abilities work in unpredictable ways.

LOCATION: Any locale where paragon magic has been used
before, or where a character died while in the midst of casting a
spell.

A ROLE-PLAY TEXT: “Something is off about your magic.You can feel
it in your bones. Indeed, some beetles andﬂowers have just poppedfrom)/our
clothes and hair”

ATTACK: d20 + level against Fortitude.

EFFECT: The character’s magic abilities may or may not work as
expected. Whenever the character activates a magical ability, roll on
the table below.

2d6  Effect
2 Ability fails to work.

3 Ability targets an ally (if normally baleful) or a foe (if normally
beneficial).

4 A bright flash blinds the character and adjacent creatures for 5
minutes.

5 Character is reduced to half-normal size (as Reduce spell) for 5
minutes.

6 A pungent spray of flowers are produced in a 15 ft radius burst
around the character.

7 Ability works normally.

8 A noxious spray of mundane worms, beetles and similar vermin
are produced in a 15-ft-radius burst around the character.

9 Character grows to twice-normal size (as Enlarge spell) for 5
minutes.

10 Aloud boom deafens the character and adjacent creatures for 5
minutes.

11 Double all numeric effects of the ability.

12 Resolve the character’s action as if he has used the ability twice.

Abilities that are already in place when the wild magic takes effect
continue to work normally. Exiting the magic zone causes ongoing
magic that is malfunctioning to return to normal.

ECOURSE: A Dispel Magic spell that is applied to a specific 5-ft
space ends the zone’s effect in that space for 5 minutes.

ZONE OF DARK FATE
Creatures’ shadows animate and attack them.

LOCATION: Area of shadowy illumination. :

ROLE-PLAY TEXT: “You have 2 shadows if not more. None of them
seem to make sense with the light sources. The shadows contract and begin to
move up your legs, covering you in darkness.”

ATTACK: d20 + level against Reflex.

EFFECT: The character’s shadow splits into a small swarm of
shadowy creatures that inflict 1d8 points of cold damage plus 1 point
per level.

RECOURSE: The character must be in full light, such as using
a Daylight spell or exiting into an outdoor area during the day. The
character still casts a shadow that reanimates when the recours

ends, but the shadow cannot move in full light and will immediatelh ;
4

die when the character exits the zone.




ARTIFACTS *

Artifacts are ultra-powerful devices that are as much traps as magic
items. Each artifact is unique, with a long history, stark benefits and
pitfalls, an unstable sentience with mysterious motives, and often a
transdimensional nature that defies nature’s rules.

An artifact is 3x the power of a paragon tier wondrous item and
is thus not suitable as a random reward. Rather, locating, activating,
and/or disposing of an artifact is a goal of several adventures if not a
campaign. Wise PCs understand that artifacts are enticing hazardous
with twisted rewards.

Each artifact includes the benefit of abilities that it grants or relies
on and checks and outcomes relative to its use. Each artifact also has
a vice such as pride or gluttony. Just by coming within 30 ft of an
artifact, creatures begin to act on that vice. The details for creation
and destruction of an artifact act as references for GM use only.

An artifact has a true name and the mental attributes of its creator.
The abilities it grants and uses are always magical. However, every
artifact enjoys the benefits of Nondetection (RPG, pg 99).

LIKTOME

This ominous black book conveys secrets to transform into a lich.
BENEFIT: This ugly book is made of aged human skin. Within, it

covers esoteric magical and religious principles, offers biographies of

various spellcasters, and details how to perform 5 necromantic spells.

The character gains nothing useful until he performs a 3-day ritual that

activates it. The ritual costs 25,000 gp and ends with the user killing

himself to become a lich. The book describes the following abilities.

FEAR: All living creatures caught in a 30-ft cone are shaken for 5
minutes or 1 round if they resist using Will. If a target is 5+ levels
below you, it is frightened instead, fleeing the best it can or cowering
if it cannot flee. Costs 2 vitality.

LICH PHYLACTERY:You use a masterwork item such as a gem or
amulet to house your soul. Upon completing a ritual costing 25,000
gp, you die and your soul enters the item.You can animate or leave
your corpse from any distance as a swift action. If the corpse is slain,
your soul is safe and can either repossess the corpse or form a fresh
corpse of itself adjacent to the item after 13 days. While you inhabit
your corpse, you gain the benefits of Undead Apotheosis, which you
must already know to use this ability.

LICH LORE: Boost Arcana, History, and Religion checks by +3.

LICH LOVED:You grow undead skin like a ghoul or lich and per-
manently gain +2 DR.

SLAY LIVING: One adjacent living creature must resist using Will
or be reduced to -1 wounds and begins dying. Even if it successfully
resists, it suffers 3d6 necrotic damage. Costs 5 vitality.

UNDEAD APOTHEOSIS: For 5 minutes, you gain nethersight,
+5 DR, fast healing 5, and immunity to all ailments and aging. Also,
necrotic damage heals your wound damage and normal curative
magic causes you wound damage. Costs 25 vitality.

P

CHECK: The chance of successful transformation into a lich
equals 70% + 1% per level. A necromancer character applies +10%
to the check. If a sentient good person of at least 10th level is bled
dry into the book’s pages during the ritual, apply an additional +5%.

OUTCOME: Success indicates the user transforms into a lich
and gains the benefits of the above abilities (equal to 5 levels). If
this causes the character to surpass 20th level, then he becomes a
NPC. Failure indicates the user is slain and turned to ash as his soul is
devoured by the book (no save), which then features his biography.

VICE: Gluttony ; with INT 23, W15 16, and CHA 10.

CREATION: 100,000 gp ; masterwork book made of lich skin
plus the abilities listed above.

DESTRUCTION: A Holy Word spell uttered by a cleric may
banish the book for 10d100 years. The chance of success equals 10%
+ 4% per level.

PRICE: 200,000 gp.
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ARAGON OF WISHES
This contraption lets a user craft fabulous results via multiple wishes.

BENEFIT: This boulder-sized eldritch device allows the user
to load it with up to 5 wishes. The wishes build upon each other
to grant a fabulous, synergistic result. However, like a poorly built
house of cards, one’s wishes may come crashing down.

When first encountered, the paragon is already loaded with 1d4
wishes. A user can press a button to hear a recording of the existing
wishes. However, there is no way to remove such wishes, and the
user must add at least 1 of his own wishes before pulling the para-
gon’s lever.

Entering a wish into the paragon takes 1 hour via a reel of arcane
paper-like tape upon which one writes a wish. The paragon can
accept up to 3 wishes daily.

Pulling the paragon’s lever fulfills all the wishes stored in it. Natu-
rally, there is great potential benefit. Here is how a single wish works:

WISH: Once daily, you verbalize a desire and duplicate the effect
of any 1 advanced ability, any 2 intermediate abilities, any 4 basic
abilities (this includes core abilities) or the Raise Dead spell. You
can duplicate the effects of classes, deities, and/or monsters. You can
gain gear or property worth up to 5,000 gp but permanently lose 5
vitality. The chance of success equals 70% + 1% per level. Alterna-
tively, you can roll against 70% =+ a Literacy check.

CHECK: After pulling the lever, the chance of success equals 70%
+ 1% per level minus 5% x the number of wishes in the paragon.
A sage character applies +10% to the check. Also, a character who
knows Words of Magic may apply an additional +5% .

OUTCOME: Success indicates that the creature that pulled the
lever gains the wishes. Failure indicates the wisher is instantly slain
and disintegrated as the machine ingests his soul (no save).

VICE: Pride ; with INT 22, WIS 11, and CHA 16.

CREATION: 100,000 gp ; masterwork electrotech device plus
Words of Magic and 3 instances of Wish applied within 1 hour of -
each other.

DESTRUCTION: A user who successfully makes his wishes can
forego any benefits in order to harm the paragon, banishing it for
10d100 years. The chance of success equals 10% + 4% per level.

PRICE: 200,000 ap.

ORTRAIT OF DREAMS
This blurry painting offers far more than meets the eye.

BENEFIT: Anyone can activate the painting by spilling drops of
his own blood onto its frame for 1d3 wound damage. Thereafter, for
1 hour, he can use any of the painting’s abilities. Typically, the paint-
ing’s image shifts and clarifies as the user taps its visual divinations.

ACUITY: Once daily, boost an Insight or Perception check by +10.

CLAIRTANGENT HAND: While using the Far Sight ability, you
can use Mage Hand to manipulate objects that you view. Costs 1
vitality each round you use this ability.

DISTANT MIRAGE:You may use Mirage with the Far Sight abil-
ity such that you can center the illusions you craft at any pointwithin
120 ft of the view gained by Far Sight. Costs 1 vitality per round.

FAR SIGHT:You remotely view a person. Select a specific person
and attempt an Insight check. The DC equals 5 for a familiar person,
10 for someone you’ve met once, 20 for a described person, and 30
for a person known in name only. If you succeed, you see and hea
the person for 5 minutes as if you were actually there beside the
person. Costs 10 vitality.

FIGMENT: As Mirage (see paragon ability below), but only visual and
auditory elements. A creature that touches the illusion has a 50% chance
to notice the ruse. Costs 5 vitality.

LEARN TRUE NAME: As a move action, if you beat the Will of
1 creature within 15 ft and line of sight, you learn its true name (its -
magical signature). A creature that successfully resists this ability is
immune to it for 24 hours. You can know a number of true names at
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once equal to 3 + your level.

MAGE HAND:You telekinesis 1 unattended object weighing up to
5 pounds and within 30 ft. You can telekinesis the object up to 10 ft.

MIRAGE: You create an illusion of 1 creature, object, corpse or
building with full auditory, visual, tactile, olfactory, and thermal ele-
ments. The illusion can be as small as a house fly or as large as a
keep or ancient dragon. The illusion functions as if it were real. If a
creature actively attempts to disbelieve, you must beat its Will or the
effect ends for that creature. The illusion lasts as long as you concen-
trate as a standard action + 1d4 rounds. Costs 10 vitality.

CHECK: Each time the user expends vitality to power the paint-
ing, he must make a check as the portraits attempts to punish him.
The chance of failure equals 5% per vitality point spent. A witch
reduces the chance of failure by 10%, and a half-elf by 5%.

OUTCOME: Success indicates the user goes unpunished. Failure
indicates the user suffers 1 wound damage + 1d6 pain damage per
vitality point spent (no save) while using the portrait in the past 1
hour.

VICE: Envy ; with INT 17, WIS 10, and CHA 23.

CREATION: 100,000 gp ; masterwork painting plus the above
listed abilities. Instead of Distant Mirage, you can use Love Spell.

DESTRUCTION: The portrait must
be burned to ashes in a magical fire using
Wall of Fire and Dark Weave, after which
it vanishes for 2d10 years.

PRICE: 200,000 ap.

SPOTTA CORIGAINE
This beautiful sword can move itself to kill
on its own in order to feed on souls.
BENEFIT: This bastard sword inflicts
1d10 damage when used in 1 hand or
2d6 damage when used with 2 hands. The
wielder may request that the sword use an
ability on his behalf. The sword can com-
municate and decide for itself. The abili-
ties it knows are listed below.

ACTION READY: Boost Athletics and
Perception checks by +5.

DEEP IMPACT: As a move action, you
ignore your foe’s DR when resolving your
next melee attack. Costs 5 vitality.

LEVITATE: When you concentrate as a
standard action, you mentally move 1 tar-
get weighing up to 250 pounds a distance
of 30 ft up or down. You can move your-
self, a willing creature or an unattended object out to a distance of
60 ft. Costs 2 vitality.

MINDLINK: You form a telepathic bond for 5 minutes with a
" sentient ally within 30 ft. Communicating is as natural and quick as
normal speech. Once the bond is formed, it works over any distance.
You can maintain only 1 bond at a time.

RESIST ENERGY: For 5 minutes, you or a touched ally enjoy +10
DR against 1 energy type, or a +2 bonus versus all energy types.
Costs 1 vitality.

UNHOLY BLOOD: Once daily you heal all wound damage. You
may activate the ability even if you are unconscious but alive.

VORPAL VICTORY: As a swift action when your slashing weapon
reduces a foe to below 0 vitality, the foe must resist using Forti-
tude or lose its head (or 1 head) and instantly die. This ability does
not affect creatures without heads and does not instantly slay multi-
headed targets. Costs 5 vitality.

WOUNDING WEAPON: As a swift action, your next successful
attack that round deals +1d6 wound damage. Costs 5 vitality.

CHECK: The chance of successfully bargaining with the sword
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to grant an ability equals 70% + 1% per level. A blackguard applies
+10% to the check. If the sword has delivered a killing blow against
a person within the past 1 hour, apply an additional +5%.

OUTCOME: Success indicates the user can access the requested
ability for 1 hour. He can access up to 5 abilities at once. Failure indi-
cates the user loses access to all the abilities for 1 hour and suffers
1d6 vitality damage (no save) as the sword drinks from his soul.

VlCE:Anger ; with INT 17, WIS 14, and CHA 19.

CREATION: 100,000 gp ; masterwork bastard sword plus the
abilities listed above.

DESTRUCTION: A Redemption spell uttered by a paladin may
banish the sword for 10d100 years. The chance of success equals 10%
+ 4% per level.

PRICE: 200,000 ap-

WHISPERING RING
This simple gold ring makes one invisible to all forms of detection.
BENEFIT: Donning the ring grants a warm, relaxed feeling.
Moreover, at any time, the user can rub the ring or simply think
happy thoughts of home to activate it. The ring grants the following
abilities:

IMPROVED INVISIBILITY: This
improves Invisibility, such that attacking
does not end the effect. Costs 10 vitality.
INFILTRATOR: Boost Perception and
Stealth checks by +5.

INVISIBILITY: You or a touched ally
turn invisible for 5 minutes or until the
subject attacks, whichever comes first.
Invisibility boosts Stealth checks by +10
and refuses line of sight. Costs 2 vitality.
MINDBLANK: For 5 minutes, you
ignore all attacks that allow you to resist
using Will or that affect the mind. Costs 5
vitality.

NONDETECTION: For 1 hour you can-
not be targeted by the following abilities:
Detect Alignment, Detect Magic, Detect
Magic User, Detect Thoughts, Far Sight,
Forced Sense Link, Learn True Name,
Locate Creature, Probe Thoughts, Scry-
ing, and See Invisibility. These abilities
detect nothing about you. This ability
protects you even when you are uncon-
scious. Requires you know Invisibility.
Costs 2 vitality.

WHISPERING WIND: You send a
25-word message via the wind.You designate a location up to 5 miles
away. The message travels 2 minutes per mile. When it arrives, any-
one within 30 ft of the target destination hears the message. Costs-
vitality.
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CHECK: Each time the user expends vitality to power the ring,
he must make a check as the ring attempts to control him. The
chance of failure equals 5% per vitality point spent. A rogue charac-
ter reduces the chance of failure by 10%, and a halfling by 5%. .

OUTCOME: Success indicates that the user retains his free will.
Failure indicates the user’s alignment moves 1 step closer to chaotic
evil (no save). If he is already chaotic evil, then he transforms into a
choker (pg 54). If he is already a choker, then he shrivels, dies, and
his soul flees to hide in the farthest corners of the multiverse.

VICE: Fear ; with INT 14, WIS 9, and CHA 26.

CREATION: 100,000 gp ; masterwork gold ring plus the abili-
ties listed above.

DESTRUCTION: The ring must remain in magical lava for a
least 1 minute, after which time it vanishes for 10d100 years. '

PRICE: 200,000 gp.
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CHAPTER 4
Creatures
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Monsters! What is a treasure without a guardian, a volcano without a
red dragon, or a pyramid without a mummy? This chapter introduces
over 100 unique creatures and many more variants.

Creatures are built from points, just like characters: 5 points +
5 points per level. A basic ability costs 1 point. An intermediate,
advanced or paragon ability costs 2, 4 or 8 points, respectively. The
shifter class (RPG, pg 92) offers numerous abilities relevant to mon-
strous creatures. Every class can be relevant. For example, you might
refer to necromancer abilities as a guide when creating undead crea-
tures. A great way to start a monster is to brainstorm a list of its
abilities, determine its level, and then work out the details. Feel free
to use the ergo on the previous page as a template.

KEY TERMS

Here are key terms and concepts to know when creating and deploy-
ing creatures. Each creature entry consists of 1 or more versions of
that creature. For example, the chimera entry consists of a typical
chimera and also the chimera packlord.

APPEARANCE & CULTURE:The physical appearance, habits,
and social life of the creature. Use this section to flesh out a creature’s
lair and its typical motivations and reactions.

NAME (LEVEL): Each creature has a name and a level as shown
in parentheses. For example, the chimera is shown as level 10 and the
chimera packlord is shown as level 12. A creature’s level is equivalent £
to a character’s level. Thus, if you want an even match for three 10th
level characters, then place them against three chimeras. You typi-
cally want easier slightly matches for charterers in most situations,
so two chimeras would also be quite appropriate while four would
be a challenge.

TYPE: Every creature has a type, a category to which it belongs.
The creature types include: aberration, animal, celestial, construct,
dragon, elemental, fey, fiend, magical beast, mutant, person, plant
or undead. See the call-out box at right regarding creature types.
A creature’s type affects how some abilities and conditions affect it.
For example, a warlock’s Summon Fiend ability can summon a balor,
demon, imp, or any of the many kinds of devils—all of which are
fiends.

SIZE: The creature’s size. Size options include Tiny, Small,
Medium, Large, and Huge. A Tiny creature varies from a house fly to
a mouse. A Small creature might be a dog, gnome or human child.
Adult humans are Medium. A horse or elephant is Large while a
whale or ancient dragon is Huge. Huge creatures are generally sev-
eral stories high and unmistakable wherever they go. Size effects
other statistics, as mentioned below when relevant.

ALIGNMENT: The creature’s typical or necessary alignment.
Some creatures are always a certain alignment while others vary.
Alignment typically follows from or is influenced by a creature’s type.
For example, most fiends are “always evil” and will be hostile and
dangerous when they appear friendly or cooperation is sensible,
while good-aligned undead are very rare.

.

DC: Use this number when characters attempt skill checks or
other activities not listed under the creature’s statistics or handled by
the rules.

HEROICS: For example, a character attempts to scamper onto
the back of a dragon as it lands. A dragon’s DC is 34. The GM decides
that an Acrobatics check is best-suited to handle the attempt. The
character must pass a DC 34 Acrobatics check.

The DC equals 10 + 2 x the creature’s level. For example, a level




7 creature has a lore DC of 10 + 7 x 2 = 24,

If the GM rules that 2 skills are more appropriate, such as Acro-
batic and Athletics to scamper up the dragon’s back, then the charac-
ter must try both checks against the DC listed - 5.

If 1 skill check is required, the DC equals 20 + 2x the creature’s
level. If 2 skill checks are required, reduce the DC by 5. For 3 skill
checks, reduce the DC by 10. If a special item or action is required
in addition to the skill check, reduce the DC by 2.

BYPASSING ENCOUNTERS: At the GM’s option, a party may
completely resolve an encounter without combat (even against
innately hostile creatures) by succeeding on the DC using Bluff,
Diplomacy, Intimidate or some other relevant skill. Beyond social
skills, some creatures such as harpies are influenced by Arcana,
Music, Religion, or so forth. The checks can be made by 1 character
or all party members working together. Bypassing a creature works
once. If characters encounter it again, they need to successfully
bypass it again or enter combat. Bypassing a creature this way awards
0 XP from the encounter. Thus, characters have an understandable
motive to enter combat.

LORE CHECKS: A character can use this value to learn a crea-
ture’s details. Clearly, characters have heard about dragons, but what
is this dragon’s speed, DR, damage or so forth? Typically, characters
learn the hard way through trial and error. However, a character may
try d20+2 x his level. If he passes the check, he learns 3 details of his
choice from the creature’s statistics block. A character must declare
that he is making a lore check as a standard action to learn informa-
tion and can try only once per level regarding a particular creature.

SENSES: Many creatures have extraordinary senses. As a ref-
erence point, humans can discern detail out to 120 ft in daylight,
30 ft in shadowy conditions, 5 ft in near-darkness, and O ft in total
darkness. Unless stated otherwise, all creatures have normal vision in
addition to other vision they may possess.

Sensory options include blindsense, blindsight, darkvision, heav-
ensight, low-light, nethersight or scent. Blindsight is a paragon
ability. Blindsense and scent are advanced and intermediate abili-
ties, respectively. Darkvision, heavensight and nethersight are basic
abilities. Low-light vision is worth 2 of a basic ability and is typically
paired with a +5 bonus on Perception checks to be worth a basic
ability. See page 233 for details about these senses.

PERCEPTION & STEALTH: These skills are vital and have a
base check of d20+0. Apply the creature’s Wisdom modifier to Per-
ception and its Dexterity modifier to Stealth. Further adjust Stealth
by size: +10 if Tiny, +5 if Small, -5 if Large, or -10 if Huge. These
skills are included here because they are often relevant when deter-
mining whether or not an encounter occurs and how it starts.

LANGUAGES: The languages the creature speaks, if any. Some
creatures understand language but lack the anatomical means to
speak. Typically, you select 1 or more languages if the creature’s
Intelligence is 5 or higher. Otherwise, it cannot speak though it can
understand up to 10 words per point of Intelligence. Characters may
be armed with spells like Tongues to overcome language barriers.

INITIATIVE: When determining the order of actions for com-

" bat, use this modifier to adjust the d20 roll for the creature’s initia-
tive. This statistic equals the creature’s Dexterity modifier. During
design, you can add +2 as a basic ability or +5 as an intermediate
ability.

All non-person creatures of a particular kind go on the same initia-
tive. For example, if a party encounters 6 ghouls and 2 ghosts, the 6
ghouls and the 2 ghosts each go on their own initiative.

SPEED: A measure of land speed. A speed of 30 ft means a crea-
ture can move 30 ft on the ground as a single move action. This is
faster than walking but slower than running. A running creature trav-
els at 2x to 4x the indicated speed.

The standard land speed for a Medium creature is 30 ft. Use 10
ft, 20 ft, 40 ft or 50 ft for Tiny, Small, Large, and Huge creatures,
respectively. Alternate forms of movement include burrow, climb,
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CREATURE TYPES
Here is a brief description of the various creature types.

ABERRATION: This category includes the aboleth, braineater,
illithrix, and other oddities spawned from bizarre realms. They are
devious, shifty, often telepathic, and work toward distant and inhu-
man, incomprehensible plans. They usually reproduce by planting
eggs in live hosts or by transforming hapless captives into aberrations.

ANIMAL: Bears, horses, snakes, wolves, and so forth inhabit the
natural world. This category includes giant versions of animals such as
sea serpents. Animals are neutral-aligned and found in environments
well-suited to them. They avoid creatures of other types except for
fey. Domesticated animals are retained by civilized peoples.

CELESTIAL: Angels and other good creatures hail from heavenly
realms. Typically, they are created by good deities from pious souls.
Angels guard against fiends and guide mortals to live holy lives. They
tend to have curative powers and shed blinding light. Celestials are
inherently good and cannot commit evil acts.

CONSTRUCT: These are mechanical creatures. Mindless con-
structs like golems are not alive while sentient constructs like
warmechs tend to be lawful and have minds and souls. Typically, con-
structs are built from moving elements like gears and then animated
with magical energy.

DRAGON: These winged serpents are ancient, magical, and
terrible. True dragons are immortal and gain power as they age.
Dragons can be any alignment. However, they tend toward extreme
outlooks due to their pride and power.

ELEMENTAL: Air, earth, fire, and water——wise d’vishes, wish-
granting genies, earth-gliding xorn, and similar creatures are in tune
with the essential building blocks of the multiverse. Elementals are
comfortable in extreme environments and manipulate natural ele-
ments with ease.

FEY: These chaotic creatures include shy dryads, beautious
nymphs, and other personifications of nature. They reside in lush,
vibrant, and verdant lands. Positive energy gives them long lives of
youth, beauty, health, and joy. Fey lack souls and can be both caring
and cruel in their amoral fickleness.

FIEND: Demons, devils and other evil supernatural creatures
hail from hellish realms. Typically, they are created by evil deities
from the souls of the corrupt. Fiends war against celestials and each
other and trick mortals to commit sins. Fiends are inherently evil
and cannot commit good acts.

MUTANT: Bugbears, gnolls, harpies, medusas, minotaurs——
mutants are a blend of humanoid and animal traits and usually result
from terrible curses or mad experiments. A mutant may consist of
clear halves such as a mermaid (human and fish) or an even blend such
an a gnoll (human and hyena). Mutants may be friendly or hateful and
often lurk at civilization’s edges hoping to trap the unwary or merely
survive. Due to their base appetites and cursed nature, mutants can-
not normally live in peace with others.

MAGICAL BEAST: These are similar to animals but have
magical abilities and/or unnatural anatomies. They have dull intel-
ligence, tend to inhabit underground and lightless environments,
and prefer to feed on sentient creatures. Generally, they reproduce
amongst themselves. &

PERSON: This category includes humans, dwarves, elves, hob-
goblins, and other humanoids that are mortal, sentient, and civilized.
Though mostly short-lived and frail, they are industrious, socially
organized, and creative. They have free will and are of any alignment.

LANT: Fungi, treants, and other carnivorous and/or sentient
plants tend to have narrow concerns and slow reactions, but not
always. These contrast with normal plants such as bushes that are just
part of the terrain.

UNDEAD: These creatures persist in a shadowy twilight of
death. Negative energy and vile impulses (such as a vampire’s thirst
for blood) power their cold immortal bodies. Undead like zombies
are mindless while others such as vampires are sentient. They lack
souls and tend toward evil.
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fly, and swim. A standard value is 30 ft for these as well. A climb or
swim speed of 30 ft is an intermediate ability while a continuous bur-
row or fly speed (with no vitality cost) is a paragon ability. Every 5-ft
change in speed is worth a basic ability.

ATTACK: This measures the creature’s ability to strike its foes.
Whenever a creature uses an ability that requires that it beat a foe’s
defenses such as Fortitude or Will, then it rolls d20 and adds the
amount indicated here.

Use d20 + ¥ the creature’s level + its prime attribute modifier. If
the creature has bonuses for certain attacks such as grappling, then you
find those improved values in parentheses after the main attack roll.

A few creatures enjoy a slight across-the-board adjustment to their
attack roll. Every +1 is equivalent to a basic ability.

MA / MULTI-ATTACK: After the attack entry, an MA indi-
cates whether the creature can attack using all its weapons at once
and suffer only a -2 penalty on its attack rolls that round. The multi-
attack benefit only extends to the weapons with which it is profi-
cient, as listed in its weapon entry. A creature that gains additional
proficiencies does not enjoy a multi-attack benefit with those new
weapons.

WEAPONS: A list of the creatures various natural weapons such
as claws, horns, pseudopods, tendrils, teeth, tail, and so on. Attacks
with typical manufactured weapons are also listed. The damage die,
range, and other information is shown in parentheses.

A creature’s natural weapon damage is based on its size. A Tiny
creature does 1d3, Small does 1d4, Medium does 1d6, Large does
2d6, and Huge does 4d6. A creature’s secondary attacks usually do
1 step less damage such as 1d2 rather than 1d3. So a Small creature
might do 1d3 bite damage and 1d2 claw damage.

Some creatures are particularly nasty and do more damage. For
example, a werewolf has very nasty jaws. Adding +1d6 damage to a
single weapon is worth a basic ability. Adding +2d6, +3d6, or +4d6
is worth an intermediate, advanced, or paragon ability, respectively.

If no range is listed, assume the weapon only reaches adjacent foes.
Attacks using natural weapons are made against a foe’s Reflex (or
against Fortitude if indicated). Typically, a Large creature enjoys 1
attack with a 10-ft range and a Huge creature enjoys 1 attack with
a 15-ft range. That said, creatures that are exceptionally large in 1
dimension (long or tall, but not both) may only have a 5-ft range.

If an attack delivers a special effect at the same time then the effect
is noted in parentheses.

DAMAGE: Add this number to damage dealt by the creature’s
weapons. Typically, this number equals the creature’s Strength
modifier, which you apply when determining damage caused by its
weapons.

SPECIAL: Some creatures have attacks that only occur when 2 or
more other attacks succeed. The most common is a rend, such that
the target suffers wound damage in addition to other effects.

ARMOR: A flavorful description of whatever protection a
creature has. Protection may be worn armor, a tough hide, metal-
lic scales, a magical aura, or some combination of the above. The
description should explain the creature’s DR (below).

DR: Indicates the creature’s Damage Reduction. A creature’s base
DR equals 2 + 5 its level. When a creature suffers damage from an
attack, reduce the damage by the amount indicated. The exception
is if the foe gets an unmodified 20 on its attack roll. In that case, the
attack bypasses DR and delivers maximum possible damage. Every
1 point change in DR is worth a basic ability. A few creatures such
as werewolves and fey have DR 0 against weapons made of certain
substances such as silver or iron.

WOUNDS: This measures the amount of physical damage a
creature’s body can sustain. This is visceral damage caused by cuts,
blunt trauma, and so forth. A creature that suffers wound damage may
remain conscious but quickly deteriorates due to bleeding and general
body failure.

A creature is dazed on the round it first suffers wound damage.

Typically, Tiny creatures have 2 wound points, Small creatures
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have 5, Medium ones have 10, Large ones 15, and Huge creatures 20
wound points. Every 3 point change is worth a basic ability.

VITALITY: This measures a creature’s overall energy. A creature’s
vitality equals its level x 7 + its Constitution modifier. For example,
a 4th-level creature with 16 Constitution has 4 x 7 +3 for a total of
31 vitality. This applies for all creature types except persons, who are
less robust but have tools such as armor and magic items and thus
gain only 5 vitality per level. All creatures have at least 1 vitality point.
Every 3 point change in vitality is worth 1 basic ability. When a crea-
ture reaches 0 vitality, it starts taking wound damage.

FORTITUDE / REFLEX / WILL: A creature’s defenses. When-
ever a foe uses an ability against the creature, and the ability allows a
“save”, then the foe’s attack roll must overcome the relevant defense.
Typically, a creature’s saves equal 10 + V% its level + the appropriate
ability modifier. Strength or Constitution adjusts Fortitude, Dexterity
or Intelligence adjusts Reflex, and Wisdom or Charisma adjusts Will.

When designing a creature, add a +2 bonus to 2 of the 3 defenses
as suiting the creature’s type and theme. Beyond that, every 2 point
change to a save is worth a basic ability. Alternatively, you may apply
a 5 point change worth an intermediate ability.

SPECIAL: Some creatures have important defenses such as
immunity to a particular energy type, immunity to poison or magic
resistance. These are described in detail under the creature’s base
abilities and are listed here to ensure you attend to them during com-
bat. This section also lists the wound points and vitality points for
creatures with notably segmented bodies such as krakens and ropers.

QA&D: This stands for “quick and dirty”. For any creature, you can
reduce its vitality points and increase its damage output a commen-
surate amount. The rubric is +1 damage per level added to its usual
damage entry at the cost of gaining only 5 vitality per level (rather than
7). The effect is faster, more dangerous combat. This does not change
the creature’s level or anything else. Simply use the damage and vitality
listed here to surprise the creature’s foes with a different experience.

ATTRIBUTES: A creature has physical attributes of Strength,
Constitution, and Dexterity and also mental attributes of Intelli-
gence, Wisdom, and Charisma.

The creature’s attribute scores start at a total of 78. Then adjust up
or down as you like. Every 1 point change from 78 is worth ' of a
basic ability. No score should fall below 1 or rise above 30. Another
say to think about this: Every creature starts with attribute modifiers
totalling +9, and each +1/-1 change is worth 1 basic ability.

PRIME: The creature’s 2 prime attributes. These usually match
the creature’s 2 highest attribute scores. Granting 2 prime attributes
is a quick way to balance and simplify creatures relative to PCs. The
better of the 2 attributes determine’s the creature’s attack roll as
it would for a PC. Creatures enjoys a +5 bonus on all skill checks
keyed to their prime attributes.

SKILLS: Creatures enjoy bonuses on various skills just as PCs
do. This entry only lists skills that enjoy modifiers beyond the usual
adjustments for the creature’s attributes. For example, Survival +8
indicates you try d20+8. If a skill isn’t listed then simply roll d20,
and if you like, you can add the relevant attribute modifier, if any,
though the improvement is usually slight and washes out agajnst\-ﬂ\
attributes that inflict a skill check penalty.

When designing a creature, every +5 bonus is equivalent to %2 of
a basic ability. As a basic ability, you can grant a creature a +5 bonus,
with a +10 in special circumstances. For example, “+5 Survival, ogg
+10 when tracking”. A +10 bonus costs 4x as much as a +5 bonus.
For example, a +10 bonus on Arcana and Religion checks costs the
equivalent of an advanced ability.

Finally, unlike PCs, grant an additional +5 bonus to all skills keyed
to the creature’s 2 prime attributes. For example, if a creature with
18 Strength has Strength among its prime attributes and also enjoys a
+5 bonus on Athletics due to some ability. It therefore enjoys a +14
bonus: +4 from Strength, +5 because Strength is prime, and +5
because of the boost from that ability. Happily, this is all done for you.




TABLE 4-1:

CREATURE ABILITY FP: A creature’s faith points. The num-
ber of points is equal to V% its level, rounded up.
PROGRESSION Sentient creatures can spend points as a swift
Ability action to purchase the brief use of a god’s boons.
Level Points See RPG, page 129 for details. Having +4 faith
0 5 points is equivalent to 1 basic ability. Nonreli-
1 10 gious or nonsentient creatures can expend a faith
point as a swift action to heal 1d6 vitality.
2 15 DEITY: Sentient creatures worship dei-
3 20 ties or at least look to them in times of need.
For creatures that are too mindless or selfish to
4 25 .
think of otherworldly concerns, one or more
5 30 deities will view the creature as a useful pawn
6 35 or as a contributing member of its domain. For
example, Greenwyrm is often the patron of ani-
4 g mals even though animals are unaware he exists.
8 45 When designing a creature, select up to 3 deities
9 50 that likely represent the creature.
MULTICLASSING: A creature can
10 55 progress from its standard statistics by taking
11 60 levels in 1 of the listed classes, or another class
0 65 if the GM deems it reasonable. For ecach level a
creature takes in a class, its total level increases
13 70 by +1.Thus, a savant ergo with 3 levels of arti-
14 75 ficer is a level 5 creature (since a savant ergo’s

normal level is 2). A creature cannot take a

= o) townie profession (civilized mortals are good
16 85 for something!)
The creature should have a minimum
17 920 . 5 . ?
score of 9 in the class’s prime attribute. Thus,
18 95 wizard is not an appropriate multiclass option
19 100 for a creature with a 5 Intelligence.
20 105 When a creature takes class levels, it

advances like a character. It first gains the class’s
core abilities, save bonuses, and weapon options.
At each level thereafter, it gains abilities as listed onTable 4-2 (RPG,
pg 39), though it selects basic abilities instead of racial abilities, does
not gain theme awards, and still enjoys +7 vitality points per level as
typical for nonpersons. In theory, you can use a point-based system
as described in the call-out on page 39, spending 5 points per level,
but this may lead to unbalanced creatures.
TREASURE: Most
creatures have treasure
typical for their level.

TABLE 4-2: TREASURE BY LEVEL

Level Wealth Level Wealth

Table 4-2: Treasure by e « -2 &
Level shows typical gp 1 100 gp 11 1,250 gp
values for coins, gems, 2 200gp 12 1,500 gp
magic items, and other
portables on a crea- 3 300 gp = 157800
ture’s body and in its 4 400gp 14 2,000 gp
lair. Typically, mindless 5 500gp 15 2,500 gp
creatures have little or

" no treasure while some 2 600 gp 16 3,000 gp
sentient creatures such 7 700 gp 17 3,500 gp
as dragons and genies 8 800 gp 18 4,000 gp
may accumulate a lot.
A character can sell 9 900 gp 19 4,500 gp
mundane treasure items 10 1,000 gp 20 5,000 gp

such as artwork for
50% of their market price. Functional magical items are timeless
and sell for 100% of their market price.

BASE ABILITIES: Select the creature’s abilities. Abilities are
purchased using points as allotted according to Table 4-1.

As usual, core and basic abilities cost 1 point, while intermediate,
advanced, and paragon abilities cost 2 points,4 points, and 8 points,
respectively. Look to the various character classes for inspiration.
Unlike characters, creatures can have power abilities even at low lev-
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els, which makes them both interesting and challenging. For this rea-
son, even many low-level creatures are not appropriate companions
or substitutes for PCs.

Modifiers mentioned in this section are already factored into the
creature’s statistics. For example, if a creature enjoys a +5 bonus
Perception as part of some ability, that bonus is already factored into
the creature’s Perception entry above.

When designing a creature, select abilities that the creature can
actively deploy. When you include a defensive benefit such as Magic
Resistance, explain it here and be here to mention it in the creature’s
special defenses section above. Moreover, the best descriptions are
pitlll_y and easy to implement, though this many not always be possible.

RAITS: Monsters of a particular type tend to have similar traits.
All undead have Undead Traits. Other traits include Construct Traits
and Incorporeal Traits. These affect the creature in numerous ways.
Also, many other abilities—Dodge, Improved Grapple, Scent, Trem-
orsense, and so forth—work consistently across all creature types.

VARIANTS: Most creatures have a few variants. For example, a
savant is a more powerful version of an ergo. A variant has the same
statistics as the common version but with the adjustments noted. The
most typical adjustment is 2 levels higher than the common version
with +14 vitality and a +1 bonus to saves, attack rolls, DR, and faith
points. Sometimes, a lesser version is shown with reduced statistics
and fewer abilities.

PLACEMENT

Encounters are easy to design. First, total the levels of all PCs. For
example, a party of 5 4th-level characters totals 20 levels. Next,
decide whether you want an easy, average, or difficult encounter.
Most encounters should be easy, where the chance of survival for
cach PC equals 80%. Conversely, hard encounters should be rare
because the chance for survival is just 20% for each PC. Consult the
table below for guidance.

TABLE 4-3: ENCOUNTER DIFFICULTY

Encounter  Max Creature Level Chance of Survival
Easy Y2 PCs’ total levels 80%
Average Equal to PCs’ total levels 50%
Hard 2x PCs’ total levels 20%

For the above party of 4th-level PCs, an easy encounter is 10 ergos
(10 levels) while a hard encounter presents 8 supron ergos (each
level 5, for 40 levels total).

Avoid placing creatures with 5 or more levels than the PCs. Oppo-
sitely, creatures with 5 or fewer levels are “canon fodder” and often
unrewarding to fight. That said, low-level creatures en masse, in spe-
cial circumstances, or in dangerous combinations, can present a sur-

prising challenge.
WEAKENED CREATURES

Sometimes characters encounter foes that are weakened due to age,

a disease, a curse, or other issue. In fact, a GM can introduce oth-
erwise powerful and interesting creatures as low-level encounters
by presenting it as weak. To reduce a creature’s effective level by 1,
apply -1 wounds, -5 vitality, -1 DR, -1 attacks, and -1 saves.

AWARDING EXPERIENCE
When characters overcome a creature (kill, subdue, trick, etc), they
gain experience. Experience is tracked as points, or XP.

A character gains 1 XP for each level of a creature. For example,
when a character overcomes a chimera (level 10), then he gains 10
XP. A level O creature, if it exists, is not worth much though a GM is
welcome to award ¥2 XP. Heroes do not gain experience for killing
the small fry.

When more than 1 character participates in an encounter, divide ™
the XP by the number of party members, rounding down. Thus, if 3
characters overcome 1 chimera, they gain 3 XP each.




SUBDUED CREATURES AS TREASURE

Characters may try to acquire a monster’s young or subdue a crea-
ture to sell it to a circus, mad wizard, wealthy collector, or labor
camp. Young creatures are often trainable while subdued adults can
be useful, albeit dangerous.

A subdued adult creature’s market value equals 50 gp x its level
squared. Thus, a level 4 creature can fetch 50 gp x 4 x 4 = 800 gp. Ifa
character sells a creature, he receives the gold (or other payment) and
2 XP per level of the creature (the creature may yet seek revenge!)
Captured eggs or juveniles earn 0 XP but fetch 2x the market price of
an adult.

TRAINING CREATURES

Characters or their followers or hirelings can train a beast such as a
chimera, drake or griffon, subject to GM approval. The training time
equals 1 week per level (at least 1 hour per day) and a successful skill
check (or checks) as listed under the creature’s DC entry. A natural 1
on a check indicates a mishap during training. Roll 1d4. 1 means the
trainer is killed outright. 2 means the creature is killed outright. 3
means both are killed outright. And 4 means 1d4 bystander townies
are killed outright. A skilled trainer costs 15 gp per day or 100 gp per
week. This cost includes all food and supplies. Trained adult creatures
have a market price equal to 2x their untrained counterparts.

PLAYER CHARACTERS AS MONSTERS

What if a character contracts lycanthropy, is cursed by a god to
become a medusa, or wishes to play a minotaur or dragonette? Every
creature is equivalent to a classed character of the same level. Thus,
it is simple to introduce “monster” PCs.

Typically, a player can run a creature as-is with a few class levels
added on. For example, a minotaur (level 5) is equivalent to a 5th-
level human fighter. A minotaur is suited to start play with a party of
other 5th-level characters. If the party is higher than 5th level, the
player selects class levels to make up the difference. If the party is
below 5th level, the minotaur will overshadow others, so in that case
it is best to wait, play a lesser creature, or play a shifter.

Use the same method when a character permanently transforms
into a creature. For example, a medusa is level 5. An 8th-level fighter
character who becomes a medusa gains all the statistics of a medusa
and retains 3 levels of fighter to settle the difference. If the character
is below 5th level, then delay the curse until the character reaches
the minimum level. In the interim, the character experiences night-
mares and erratic behavior. Perhaps she transforms briefly into a
medusa at the height of a difficult encounter. This method provides
time to deal with the impending transformation.

For situations like lycanthropy where the change of form is occa-
sional, the character can adopt the monster’s statistics as-is during
the change, and the GM makes key decisions unless the player is up
to playing “out of character”.

Classic sentient monsters like demons and vampires are often fun
to play and also quite challenging, Such creatures often have insa-
tiable appetites and are limited to certain environments such as dark-
ness. That is the rationale for class options like dhampir and warlock.

LIFESPAN

When a story calls for you to know a creature’s age or lifespan, con-
sult Table 7-4: Creature Details and consider the options below.

NORMAL: A normal lifespan lasts decades to perhaps a few
hundred years, which is typical for animals, people and plants in the
natural world. Exceptions exist. For example, elves and treants are
very long lived, surviving up to a thousand years or more. Mutants
and magical bests tend to have short and miserable lives.

EXTENDED: An extended lifespan lasts hundreds to thousands of
years, or tens of thousands of years in the best cases. Aberrations usu-
ally do not have a lifespan per se. Often, an aberration’s consciousness
extends down through multiple generations of transmuted creatures
or ascends into a dream state, hive mind or similar situation.

IMMORTAL: Angels, demons and similar beings tend to enjoy an
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TABLE 4-4: CREATURE DETAILS

Type Lifespan Comeliness Typical Deity

Aberration  Extended 3d4-1 Ymuri (lawful), Beyos or
Maiya (neutral), Maurob
(chaotic)

Animal Natural 3d4+4 None, or Greenwyrm if
awakened to sentience.

Celestial Immortal 3d4+6 Solari or Palendine (lawful
good), Esmaria or Stolgar (
neutral good), Mithrais (law-
ful neutral)

Construct  Immortal 3d4+2 None, or Mithrais (lawful),
Stolgar (good), Rorax (evil)

Dragon Natural or 3d4+5 Palendine good), Greenwyrm

Immortal (neutral), or Tiamat (evil)

Elemental  Extended 3d4+4 Beyos (water) or Iris (air) or
Thurzuur (earth) or Asmodius
(fire) or Greenwyrm (wood)
or Mithrias (metal)

Fey Extended 3d4+7 Iris or Tanish (good) or Corvis
(neutral) or Lilith (evil)

Fiend Immortal 3d4+1 Asmodius or Phane (lawful
evil), Lilith or Rorax (neutral
evil), Tiamat or Thulzuur
(chaotic evil)

Mutant Natural 3d4+0 Phane (lawful evil), Lilith
(neutral evil) or Tiamat (cha-
otic evil)

Magical Natural 3d4+2 None, or Maiya or Maurob

Beast (chaotic) if awakened to
sentience.

Person Natural 3d4+3 Any.

Plant Natural 3d4+3 None, or Greenwyrm if
awakened to sentience.

Undead Immortal 3d4-2 Usually Nefriti (neutral evil).

Sometimes Thulzuur (chaotic
evil) or Voktra (all others)

infinite lifespan. A particular specimen might have been born minutes
ago or created at the dawn of time. Celestials, constructs, fiends, and
the undead are usually immortal. Dragons start with a normal lifes-
pan as dragonettes and drakes but become immortal as true dragons.

COMELINESS

To learn a creature’s appearance relative to a human, consult Table
4-4: Creature Details above. Generally, aberrations, mutants and
undead are hideous while celestials, fey, and dragons are beautiful.
The GM may roll, select the average or make up a value. A player
who elects to play a monster rolls as normal.

DEITIES, BOONS & SACRIFICES

Unlike PCs, monstrous evil creatures such as fiends and mutants
can offer blood sacrifices to gain faith points and thus boons from
their deity. Resolve a sacrifice as a 10-minute ritual that must be
conducted at a certain time of day or month, perhaps suited to the
creature’s constellation (RPG, pg 251). Sacrificing a sentient good or
neutral person of 1st though 5th level nets 1 faith point. Similarly, &g
6th-10th level person, 11th-15th level person, or a 16th-20th level
person nets 2, 4 and 8 faith points, respectively. Thus, monsters may
be eager to welcome adventurers into their dens, in order to sacri-
fice them! Subdued characters may enjoy a few hours or days before
being ritually sacrificed as their captors wait for a propitious time.

Good and neutral creatures such as celestials sometimes gain faith
points by sacrificing creatures that are innately and irredeemably evil\h
(such as fiends) or by sacrificing nonsentient animals and objects,
particularly evil magic items.




ABOLETH

These amphibious aberrations seek to dominate all living things.

APPEARANCE AND CULTURE

The aboleth is a revolting amphibian found primarily in subterranean
lakes and rivers. It has a pink belly. Four pulsating blue-black orifices
line the bottom of its body and secrete gray slime that smells like
rancid grease. It uses its tail for propulsion in the water and drags
itself along on land with its tentacles. It weighs about 6,500 pounds.

An aboleth attacks by flailing with long, slimy tentacles, though
it prefers to fight from a distance through its minions and powers of
illusion. Aboleth reproduce by mating with humanoids. The resulting
offspring quickly mature and seek out water to transform into a fish-
like humanoid called a skum as an intermediate stage before fully
maturing to become an aboleth.

ABOLETH (LVL 11)
Aboleth have the following statistics.
TYPE Aberration
SIZE Huge
ALIGNMENT Usually lawful evil
DC 32

SENSES Darkvision

PERCEPTION +8 ; STEALTH -7

LANGUAGES Aquan, Common, and Undercommon
INITIATIVE -2

SPEED 10 ft ; SWIM 60 ft

ATTACK d20+13 ; MA

WEAPONS 4 tentacles (4d6 each + Slime)
DAMAGE +13

ARMOR Scales ; DR 4

WOUNDS 20

VITALITY 82

FORTITUDE 23, REFLEX 17, WILL 22

SPECIAL Apply +5 to resist charm and sleep magic ; Mindbar

Q&D Damage +24 ; Vitality 60

STR 27, CON 20, DEX 6, INT 17, WIS 14, CHA 16

PRIME Strength and Intelligence

SKILLS Athletics +18 (+23 swimming) and +12 in 1 knowledge
area (Arcana, History, Nature, Religion or Warcraft)

FP6; DEITY Ymuri
MULTICLASSING Psion, sage, witch or wizard
TREASURE Items worth 1,250 gp scattered in its lair

BASE ABILITIES
+ Aboleths have the following abilities.

ACUITY: Once daily, boost a Insight or Perception check by +10.

DETECT THOUGHTS™: An aboleth notes the presence or
absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and Intelligence of each one. After concen-
trating for a third round, it learns the current surface thoughts of 1
creature of its choice within range for 2 minutes if the aboleth beats its
Will. Costs 2 vitality.

ENSLAVE™: The aboleth attempts to enslave 1 living creature
within 30 ft. The target must resist using Will or be utterly domi-
nated. An enslaved creature obeys the aboleth’s telepathic com-
mands even unto death or until freed by Remove Curse, though it
can resist using Will every 24 hours to break free. Also, control is
broken if the aboleth dies or travels more than 2 miles from its slave.
Costs 5 vitality if the creature successfully resists, or 10 if it does not.
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FAR-REACHING™: Once daily, an aboleth can use any 1 of its
abilities as if it were located at a place it has visited and studied before
or at the side of any person who has just uttered its true name. The
effect last as long as the augmented ability normally would. Typically,
an aboleth uses Forced Sense Link to learn about distant places.

FORCED SENSE LINK™: This improves Sense Link (below).
An aboleth may link to an unwilling target within 30 ft. The link lasts
1 minute if the aboleth fails to beat the target’s Will. Costs 2 vitality.

HYPNOTIC LURE™: The aboleth targets all foes within 30 ft with
illusory hypnotic lights. Those beyond the range don’t see the lights. If
the aboleth beats a target’s Will, the target is hypnotized and has a 50%
chance each round to be dazed for 2 minutes. Physically harming the
tar]g_ct or negating the lights ends the effect. Costs 5 vitality.

OREMASTER: Due to its exposure to a diversity of minds, an
aboleth can mimic many skills. As a move action, it can expend 1 vital-
ity to apply a +2 bonus to any 1 skill check it makes that same round.

MINDBARM: As an immediate action, the aboleth ignores 1
attack that allows it to resist using Will. Costs 5 vitality.

MIND THRUST™: One sentient foe within 30 ft suffers 1d6
psychic damage per 2 levels (maximum 5d6), or %> damage if Will
resists. Costs 1 vitality.

MIRAGE™M: The aboleth creates an illusion of 1 creature or
object with full auditory, visual, tactile, olfactory, and thermal ele-
ments. The illusion can be as small as a coin or house fly (size Tiny)
or as large as a keep or ancient dragon (size Huge). The illusion func-
tions as if it were real. If a creature actively attempts to believe, the
aboleth must beat its Will or the effect ends for that creature. The
illusion lasts for as long as the aboleth concentrates as a standard
action each round + an additional 1d4 rounds. Costs 10 vitality.

MuUcCUs CLOUD:A submerged aboleth can surround itself with
a viscous cloud of mucus roughly 1 ft thick. Any creature coming into
contact with and inhaling this substance must resist using Fortitude or
lose the ability to breathe air for the next 3 hours. An affected crea-
ture suffocates in 2d6 minutes if removed from the water. Renewed
contact with the mucus cloud, and failing to resist using Fortitude a
second time, prolongs the effect for another 3 hours.

REPLETIONM™: By expending 1 vitality point, the aboleth does
not need to eat or drink for 24 hours.

SENSE LINK™: An aboleth can establish a perceptual bond with
a touched or mindlinked ally for 5 minutes. Each round, it sees and
hears through the ally’s eyes and ears as if it were in the ally’s place.
The aboleth is defenseless while using this ability. Once the bond
forms, it persists out to any distance. The aboleth can end the bond as
a swift action and can only maintain 1 bond at a time. Costs 1 vitality.

SLIME: As a swift action, the next creature hit that round by 1
of the aboleth’s tentacles must resist using Fortitude or suffer over
the next 1d4+1 minutes as its skin gradually becoming a clear, slimy
membrane. An afflicted creature must remain moistened within
cool fresh water or suffer 1d12 points of damage every 10 minutes.
The slime reduces the creature’s DR by 1 (but never to less than 0).
Remove Curse applied prior to a complete transformation restores.
the victim to normal. Afterward, only Heal, Wish or similar paragon™
magic reverses the affliction. Costs 1 vitality.

UNNATURAL OFFSPRING: An aboleth can implant a tiny egg
into a hypnotized, helpless or unconscious adjacent female person. It can
implant up to 10 eggs at once into targets so 1ong as they are adjacent. ¥

The egg quickly matures and the offspring comes to term in a mere
3 weeks. Giving birth inflicts 2d6 wound damage on the mother. The
offspring appears as a normal person of its mother’s race. However, it
grows to maturity at a rapid pace of 1 year per week by feeding off the
psychic energy of the mother and other nearby females, leaving them
exhausted. During this time, a Remove Curse combined with Wish or
Miracle ends the inevitable apotheosis.

When the offspring reaches young adulthood, it secks water (in
search of its aboleth parent) and gains the aquatic (173), phrenic (pg
178), and psychic (pg 179) templates as it becomes fish-like and laten 4
mental powers awaken. A skum that survives more than 30 years 8 |/
undergoes a second apotheosis into an aboleth.




AEROLETH

These flying aberrations seck to dominate all living things.

APPEARANCE AND CULTURE
The aeroleth is a revolting fish-like amphibian that
floats amid clouds, often over seas, mountains
or similar regions that enjoy thick cloud cover.
It looks like a flying house-sized octopus with
a bulbous, ovoid 30-ft diameter head and
8 long tentacles that each reach 40 ft in
length. Its large menacing eyes see clearly
in poor conditions and its rapacious maw
is large enough to swallow whole a horse
or several men at once.

An aeroleth hunts from the air on
cloudy days or at night and attacks by
grappling with its long, slimy tentacles.

It eats to nourish its body and mind, as it
is psychically aware with a lust for intel-
ligent thoughts to satiate its large, bored, and
self-important brain. Aeroleths cannot abide
each others’ company except for mating or
in the most extreme circumstances.

AEROLETH (LVL 12)
Aeroleths have the following statistics.
TYPE Aberration
SIZE Huge
ALIGNMENT Usually lawful evil
DC 34

SENSES Darkvision, low-light
vision, and nethersight

PERCEPTION +7; STEALTH +8

LANGUAGES Aquan, Auran, and
Common

INITIATIVE -2

SPEED 5 ft; FLY 30 ft

ATTACK d20+14 (+19 grapple) ; MA

WEAPONS 8 tentacles (2d6 each + dazing slam,
40 ft reach)

DAMAGE +13

ARMOR Tough hide ; DR 4 (9 vs cold and
electricity)
WOUNDS 20 (head is 4 wounds and each ten-
tacle is 2 wounds, and removing the head doesn’t kill it)
VITALITY 89
y FORTITUDE 22, REFLEX 19, WILL 22
2 SPECIAL Apply +5 to resist charm and sleep magic

Q&D Damage +25 ; Vitality 65

STR 27, CON 20, DEX 6, INT 17, WIs 14, CHA 16

PRIME Strength and Intelligence

SKILLS Acrobatics +8 (+13 when flying), Athletics +18, also
+23 in a single knowledge area (Arcana, Dungeoneering, History,
Nature, Religion or Warcraft), and +13 in a second knowledge area.

FP 6 ; DEITY Maurob or Ymuri
MULTICLASSING Psion, sage, witch or wizard
TREASURE Items worth 1,500 gp scattered in its lair

BASE ABILITIES
Aeroleths have the following abilities.
CONTROL WEATHERM: After 1 minute of concentration,
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an aeroleth directs the weather in a 5-square-mile area to shift 1 grade
to become clearer or stormier, hotter or colder, calmer or windier. The
new weather takes effect after 10 minutes and lasts while the aeroleth
concentrates + 1d4 hours before reverting to normal. See page 237 of
the RPG regarding weather. Costs 10 vitality.

DAZING SLAM: As a swift action when striking a foe

with a tentacle, the foe is dazed for 1 round and knocked prone

DETECT THOUGHTS™: An aeroleth notes the
presence or absence of thoughts (from conscious, sentient
creatures) within a 60-ft cone. After concentrating for a
second round, it learns the number of thinking minds
and Intelligence of each one. After concentrating for a
third round, it learns the current surface thoughts of 1
creature of its choice within range for 2 minutes if the
aeroleth beats its Will. Costs 2 vitality.

FOc CLOUDM: A misty vapor rises around the
aeroleth out to a distance of 30 ft, making it look like a
small cloud. A DC 20 Nature check spots the ruse. The
magical vapor obscures all sight including darkvi-
sion beyond 5 ft. Creatures more than

5 ft from each other have conceal-
ment (50% miss chance). The fog is
unnatural and resists normal wind,
though Gust of Wind disperses it
immediately. This ability does not
work underwater. Costs 2 vitality.
GUST OF WINDM: The
aeroleth projects a 60-ft line of forceful
wind. Medium and smaller creatures
cannot move toward it for 1 round. If
foes fail using Reflex, they are also
\ knocked prone (or are pushed back
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' \ unless Fortitude resists. Costs 1 vitality.
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1d6 x 10 ft if flying). The wind
grants a sailed ship standard speed
for 1 round. Costs 2 vitality.
IMPROVED GRAPPLE: The
aeroleth grapples an adjacent foe
up to 1 size larger than itself when
it beats the foe’s Fortitude and has at
least 1 tentacle free. Apply a +5 bonus
to initiate or resist grappling, A grappled
creature cannot move and can only use a Light
melee weapon already in hand. Each round,
the aeroleth must expend a move action to
maintain the grapple, and the foe can try to
beat the aeroleth’s Fortitude as a standard
action to break the grapple. If the aeroleth
desires, it can block a grappled foe’s mouth
to prevent speech.
LOREMASTER: Due to its exposure to
many brains, an aeroleth can mimic skills. As
amove action, the acroleth can expend 1 vitality
to apply a +2 bonus to any 1 skill roll it makes that same round..

MIND THRUST™! One sentient foe within 30 ft suffers 1dé
psychic damage per 2 levels (maximum 5d6), or %> damage if Will
resists. Costs 1 vitality.

SWALLOW WHOLE: The aeroleth can swallow any Large or
smaller creature that it is grappling if it beats the creature’s Fortitud
A swallowed creature suffers 4d6 acid damage per round inside the
monster’s stomach. To escape, the creature must beat the aeroleth’s
Fortitude to return to its mouth (where it will be grappled), or it
must cut its way out using a Light slashing weapon such as a dagger to
inflict damage equal to the aeroleth’s wound points. A creature that
dies in the aeroleth’s stomach dissolves into nothing after 1 round
and cannot be restored from death except by Miracle or Wish. An
aeroleth can hold 2 Large, 5 Medium, 10 Small, or 20 Tiny creatures
in its stomach at once.




ANGEL

These faithful celestials are ushers of truth and savers of souls.

APPEARANCE & CULTURE

Angels are winged servants of archangels and righteous deities. They
are planful and agile with plain speech and numerous abilities to aid
mortals and combat evil creatures, notably fiends. Angels wear shin-
ing masterwork armor and wield radiant weapons with prowess.

Angels are entirely good and best described as fierce. Though they
act to complete their deity’s interests and vary in their ethos and
means, all angels are oath-bound to not harm mortals and to seek
guidance from superiors. They enjoy beautiful art and music and the
company of other angels, good deities, gentle animals, and pious and
charismatic mortals. They loath aberrations, demons, devils, and
the undead. Angels are on neutral terms with genies, whom they
consider materialistic and cruel. Whatever the cause, angels work
patiently and quietly behind the scenes, often over many years, and
engage foes only when the odds favor them or the situation is dire.

Angels are organized into choirs or similar units. There are at least
11 subtypes of angels, each representing various virtuous character
traits, plus the protective planetar and the radiantly confident solar.
Planetars guard holy mortal lands and command angelic units, while
solars, as the most powerful of angels, have multiple faces for peace
and war and make dukes of hell quake in fear.

ANGEL (LVL 7)
Angels have the following statistics.
YPE Celestial
S1ZE Medium
ALIGNMENT Lawful good, lawful neutral or neutral good
DC 24

SENSES Nethersight, heavensight
PERCEPTION +8 ; STEALTH +4
LANGUAGES Common, Celestial, Abyssal, Genie, Infernal, and

Sylvan

INITIATIVE +1

SPEED 30 ft ; FLY 60 ft

ATTACK d20+9 ; MA

WEAPONS Greatsword (2d6), mace (1d8), spear (1d8, 30 ft),
dual ka swords (1d6 each, 10 ft reach) or dagger (1d4, 10 ft)

DAMAGE +2 (+9 vs evil)

SPECIAL One weapon applies +1 attacks and +1d6 holy damage

ARMOR Holy leather ; DR 6

WOUNDS 15

VITALITY 50

FORTITUDE 17, REFLEX 15, WILL 18

SPECIAL Immune to electrical damage ; apply +5 DR against
poison and all other energy types except acid and vile

Q&D Damage +9 (+16 vs evil) ; Vitality 36

STR 15, CON 12, DEX 15, INT 10, WIS 17, CHA 14
PRIME Strength and Wisdom
SKILLS Diplomacy +4, Insight +10, Religion +10, Warcraft +2

FP 4 ; DEITY Any good deity such as Solari (LG), Esmariah

(NG), Stolgar (NG), Iris (CG) or Tanish (CG).
MULTICLASSING Cleric, monk, paladin or sage
TREASURE Items worth 700 gp on itself

BASE ABILITIES
All angels have the following abilities.
HEAVENSIGHT™: An angel can see in conditions of blinding
illumination as easily as normal daylight. Heavensight is in full color.
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HOLY SMITE™: When an angel successfully strikes an evil foe,
add +1 holy damage per level (typically +7) to its damage roll. The
bonus is already in the statistics block.

IMMORTALM: Angels do not age, do not need to breathe, eat or
sleep, and cannot be raised from death if slain. That said, a mendicant
angel (see next page) can restore its fellow angels from death.

AY ON HANDS™: An angel’s touch heals an adjacent willing
creature’s wound damage. The amount of wounds healed equals 1d8
+ its level. A creature can benefit 3x daily if good, 2x daily if neutral,
and once daily if evil.

MORTAL FORMM: An angel can alter its appearance for 1
hour to blend amongst mortals. In this form, it enjoys a +10 bonus
on Bluff and Disguise checks to appear as a Medium or Small human-
oid. Costs 1 vitality.

OATH OF UNHARM: An angel cannot harm a person while
in the Mortal Realm unless commanded to do so by its deity or a
higher level an%iél such as a planatar or solar.

SENDING™: An angel can send a message of 25 words or less to
any living creature it has met before and knows by name and is pres-
ently located in the same realm of existence. Costs 5 vitality.

STORM BLASTM: All creatures within a 15-ft cone suffer 1d6
electrical damage per level (max 5d6), or %2 damage when Fortitude
resists. Costs 1 vitality.

VISITATION™: Once daily, an angel can unerringly move itself
to a person within any realm of existence who has just uttered its
truename. It can transport up to 250 pounds of gear or 1 Medium
or smaller creature with it. It automatically returns to its departure
point after 1 hour unless magically trapped somehow.

CANTOR (HUMILITY, LVL 7)
These melodic angels have the following additional abilities.

CANTOR: Apply a +5 bonus to Religion checks. Also, when a
cantor passes a DC 15 Music check as a standard action, evil creatures
within 60 ft are fatigued (no save) for 5 minutes.

EXORCISM™: The cantor targets 1 fiend, undead or possessed
creature within 60 ft. If the target fails to resist using Will, it is
destroyed (if undead), banished to its home realm (if a fiend) or freed
from possession. Costs 5 vitality.

MASTER PERFORMER: Apply a +15 bonus to 2 the follow-
ing: Acrobatics, Bluff (acting), Craft, Disguise, Literacy or Music.

SONG OF EVIL'S DISCORD™: The cantor strums a heavenly
tune. Foes within 30 ft that hear the strum and fail to resist using Will
use any and all means to aid the cantor and harm their allies (they
ignore unconscious bodies). Evil foes suffers a -5 penalty to resist,
while good foes enjoy a +5 bonus to resist. Costs 25 vitality.

HOUND (JUSTICE, LVL 7)
These canine scout angels have the following additional abilities.

DEADLY SHOT: Once daily as a swift action, the next target
within 30 ft that the hound hits that round with its ranged weapon suf-
fers +15 damage. Costs 5 vitality. =

DODGE: As an immediate action, the hound ignores 1 melee
weapon attack before it knows whether it hits. Requires Dexterity
15+ and works only in light or no armor. Costs 2 vitality.

IMPROVED TRIP: An adjacent foe must resist using Reflex or
be knocked to the ground, suffer 1d6 damage, and be made prone. The
hound enjoys a +5 bonus when initiating or resisting a trip attempt. **

INFILTRATOR: Boost Perception and Stealth checks by +5.

NOSE FOR EVIL: A hound can detect evil creatures within 30
ft by sense of smell. If a creature is upwind, the range increases to 60
ft. If it is downwind, the range drops to 15 ft.

SPRING ATTACK: When attacking with a melee weapon, a
hound can move both before and after the attack, provided that its
total distance moved is not greater than its speed.

TRACK: Apply a +5 bonus on Survival checks, or +10 when
tracking in natural environments. |

TRACKLESS STEP: A hound leaves no trail in natural surround- =% | 3'
ings and cannot be tracked. It may choose to leave a trail. J‘
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KNIGHT (VALOR, LVL 7)
These leonine battle angels have the following additional abilities.

BANISHING STRIKE™: As a swift action, when the knight
strikes a fiend or undead creature with its melee weapon later that
round, the target must resist using Fortitude or die and turn to dust.
Even if it resists, it suffers 3d6 holy damage. Costs 5 vitality.

BLESSED WEAPON™: The knight enjoys +3 bonus on attack
rolls and +5 holy damage against evil creatures.

IMPROVED INITIATIVE: The knight reacts quickly to attacks.
Apply a +5 bonus to initiative checks, or +2 when over-loaded.

POWERFUL BLOW: Once daily as a swift action, the next target
within 30 ft that the knight hits that round with its melee weapon suf-
fers +15 damage. Costs 5 vitality.

RAPID ATTACK: A knight agent can make 2 attacks with the
same melee weapon in rapid succession as a standard action. It can
direct attacks to the same foe or 2 different foes. When doing so,
apply a -2 penalty on both attack rolls.

WAR TRAINING: Apply a +5 bonus on Warcraft checks, or a

+10 bonus when making checks against fiends and undead.

LANTERN (FAITH, LVL 7)
These luminous golden angels have the following additional abilities.

COMMUNEM: After 1 hour of prayer, the lantern angel receives
a response (yes/no/maybe/irrelevant) from its deity regarding a
number of questions up to its level. Questions must be 10 words or
less. Costs 25 vitality.

DAYLIGHT™: The lantern angel sheds strong light 60 ft outward
and weak light an additional 60 ft outward for 5 minutes. Also, fiends
and undead suffer 1d4 holy wound damage upon first exposure to
the strong light and 1 damage each round thereafter while in the
strong light. Costs 2 vitality.

DETECT EVIL™: The lantern angel learns whether fiends and/
or undead are present within a 30-ft cone.

DETECT LIES: The lantern angel enjoys a +5 bonus on Insight
checks. Moreover, once daily for 5 minutes, it automatically notes
which statements uttered in its presence are untrue. It does not learn
the truth, only what is false.

HOLY CIRCLE™: The angel evokes around itself a stationary
5-ft-radius circle inscribed with angelic runes. Evil creatures cannot
pass or break the circle’s perimeter as long as the angel concentrates
as a standard action each round + an additional 1d4 rounds. Exiting
the circle ends the effect. Costs 2 vitality.

MENDICANT (CHARITY, LVL 7)
These ox-like healin}% angels have the following additional abilities.
ATONEMENT™: The mendicant and a touched nonevil crea-
ture participate in a 1 hour ceremony, after which the creature is in
good standing with its deity, regains the full use of class abilities, and
can progress in its class.

URE AILMENT™: The mendicant removes 1 ailment from
itself or a touched ally. Ailments include blindness, confusion, deaf-
ness, disease, exhaustion, fatigue, infertility, insanity, nausea, poison,
and taint. This ability does not remove curses such as mummy rot or
lycanthropy. Costs 2 vitality.

GREATER RESISTANCE: The mendicant angel or a touched
ally enjoys a +6 bonus on saves for 5 minutes. Costs 5 vitality.

REVIVE INNOCENCE: A mendicant returns to life a good-
aligned person or a celestial that has died within the past 3 rounds.
The creature returns with 1 wound point. Ailments at its time of
death remain. Costs 5 vitality.

SERAPHEL (INNOCENCE, LVL 7)
These nymph-like angels have the following additional abilities.
BLINDING LIGHT™: The seraphel continually radiates bright
holy light such that creatures without Heavensight are dazzled (-5 Per-
ception checks and -1 on attack rolls) while they are in the angel’s line of
sisht. Good creatures can resist using Will to avoid the effect for 1 hour.

NYMPH'S DEADLY GAZE™: Nongood foes within 120 ft and
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line of sight suffer 1d4 wound damage and are permanently blinded
by the seraphel’s breathtaking beauty (no save). Also, all evil foes
within 30 ft must resist using Will or fall to -1 hit points and begin
dying. Those who save still suffer 3d6 damage. Costs 20 vitality.

REPLENISHING ROMANCE: Once daily, a seraphel can
spend 10 minutes in intimate romance with a person, after which both
heal to full vitality.

SPEAK WITH ANIMALS™: A seraphel can ask questions and
receive answers from animals. The animals are not necessarily coop-
erative or knowledgeable. A friendly animal will perform a single
small favor such as tug on a rope or scout a nearby grove on a suc-

cessful DC 15 Handle Animal check.

STORM (RIGHTEOUSNESS, LVL 7)
These moody elfin angels have the following additional abilities.

BLAST OF WIND™: The storm angel projects a 60-ft cone of
forceful wind. Medium and smaller creatures cannot move toward it
for 1 round, and those that fail to resist using Reflex are also knocked
prone (or pushed back 1d6 x 10 ft if flying). Large and Huge crea-
tures may resist using Fortitude to advance toward the angel. Costs 2
vitality.

EARTH-BINDING SPEARM: As a swift action, the next crea-
ture struck that round by the storm angel’s longspear must resist
using Will or suffer 1d4 wound damage from holy electrical damage
and lose the ability to fly in addition to the longspear’s other effects.
An affected creature’s fly speed is reduced to 0 ft for 2 minutes. If
it is airborne, it descends gently to the ground as if protected by
Feather Fall (above). The effect lasts 5 minutes. Costs 5 vitality.

FEATHER FALL™: As an immediate action, the storm angel or
an ally within 120 ft descends gently to the ground rather than falls.
Costs 1 vitality.

LIGHTNING SPEARM: The storm angel transforms any
weapon into a crackling magical longspear for 5 minutes. The spear
has a 10-ft reach, inflicts 2d6 damage + 1d6 clectrical damage, and
grapples a struck foe that fails to resist using Fortitude. The storm -
angel enjoys a +2 bonus on its attack roll against metal-clad foes.

STORM SKIN™: As a swift action, the storm angel wreaths
itself in white-hot crackling bursts of energy for 1 round. Creatures
that attack it in melee suffer 1d6 electrical damage and 1d6 sonic
damage. Costs 2 vitality.

TRUMPET (HOPE, LVL 7)
These deafening ea%l\e-like angels have the following additional abilities.

BROADCAST™: At any time, a trumpet angel can whisper a
25-word message that is clearly audible to 1 ally per level within 2
miles. It does not need line of sight or line of effect. Costs 2 vitality.

FEARLESS TRUMPET™: With a blow of its trumpet, it grants
all allies with 120 ft immunity to fear for 1 hour and a bonus move
action usable on their next turn. Costs 5 vitality.

HOLY WHIRLWIND™: The trumpet angel conjures a windy
funnel that is 40 ft high and 10 ft in diameter. The funnel moves at
speed 60 in any direction the angel desires and inflicts 4d8 dam-
age on evil creatures caught in its path. If the angel beats a target’s
Reflex, the target is thrown 1d6 x 10 ft and lands prone. The funnel
lasts as long as the angel concentrates as a standard action each round
+ an additional 1d4 rounds. A trumpet angel can maintain only 1
such whirlwind at a time. Costs 5 vitality.

SHOUT™: Creatures in a 30-ft cone are deafened for 5 minutes
and suffer 1d6 sonic damage per level, or ¥2 damage if Fortitudeg
resists. Costs 5 vitality.

URSINVIR (WISDOM, LVL 7)
These sturdy bear-like angels have the following additional abilities.
ARMY OF ONE: The ursinvir and its allies within 30 ft gain
immunity to charm, confusion, fear or sleep effects (pick 1) for 2 min-
utes. Multiple uses grant immunity to different effects. Costs 2 vitality. =
INVISIBLE STEPS™:The ursinvir and its allies within 30 ft are

invisible for the remainder of its turn. Any attack by the ursinvir
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negates the effect. Costs 2 vitality.

OPPORTUNITY ATTACK:

When a foe within 15 ft attempts an attack
roll against the ursinvir, it enjoys a single free
weapon attack as an immediate action. The ursinvir
may use this ability up to once per round. Costs 1
vitality.

POWER WORD
STUN™: The ursinvir tar-
gets 1 foe within 60 ft. If the
foe has less than 50 vitality,
it is stunned for 1d4+1
rounds. Costs 5 vitality.

STEALTH MANEUVERS: The
ursinvir and its allies within 30 ft
enjoy a +5 bonus on Stealth checks
and +10 ft speed for 5 minutes.
Costs 1 vitality.

SWIFT AND SILENT TIDE:
This improves Stealth Maneuvers,
such that the ursinvir and its allies
within 30 ft enjoy a +10 bonus on
Stealth checks and +30 ft speed for
5 minutes. Costs 2 vitality.

WARWISE: Apply a +5 bonus
on Warcraft checks, or +10 in situ-
ations involving fiends and undead
foes (that act either as leaders or as
a plurality of troops).

VERTITAS (TRUTH, LVL 7)
These blindfolded angels have the
following additional abilities.
BLINDFOLDM: Contray to the
presence of a blindfold, the angel can
see normally and enjoys a +5 bonus to
resist gaze attacks.
HOLY WORD™:The vertitas
angel’s deity speaks through it, affecting
all creatures within 60 ft. Evil creatures are
stunned for 1d4 rounds, while neutral crea-
tures are dazed 1d4 rounds, and good creatures
arc cured of all wound damage. Costs 25 vitality.
TONGUES™: The vertitas angel can understand
and fluently use any 1 language for 10 minutes. Costs 2
vitality.
TRUE SIGHT™: The vertitas angel can see through all illu-
sions, disguises, and concealments for 1 round. This also reveals
secret doors and invisibility. Costs 5 vitality.

“ WISEWEALD (PATIENCE)
™ These nurturin angels have the following additional abilities.

. HEROES FEAST™: Once daily, a wiseweald angel conjures a
¢ sumptuous ambrosial feast that takes 1 hour to consume. Up to 8
feasters are cured of discase and nausea, enjoy immunity to fear and
poison and also gain 1d8 temporary wound points + 1 point per
level for 12 hours. If the feast is interrupted, the effect is ruined.
Costs 5 vitality.

HOLY BLAST™: The wiseweald projects a 15-ft cone of lumi-
nous holy energy. The energy harms aberrations, undead, and fiends
while leaving others unscathed. The damage equals 1d8 + the wise-
weald’s level. Costs 1 vitality.

HOMECOMING™: Up to once daily, the wiseweald and up to 5
allies (in touch contact) immediately move to the angel’s deity’s home
realm to a locale of the angel’s choice. The wiseweald can use this ability
to transport itself and allies to a consecrated site on the Mortal Realm.
Costs 5 vitality + 1 vitality for cach ally or 200 pounds of gear to a
maximum of 20 vitality.
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MELD INTO STONE™: The wiseweald vanishes into an adja~4_
cent 5-ft-cube stony volume for up to 5 minutes. It can hear but not .
see and can take no actions except to end the effect as a standard
action. It is undetectable from outside the stone. Costs 2 vitality.

PLANETAR (LVL 13) (8
This angel is promoted above its lesser kin. It watches over a specific
domain. Apply +42 vitality, +3 saves, +3 attacks, +3 DR, the abili-
ties of 1 specific type of standard angel, and the following additional
abilities.

ADOPT DOMAIN: Every planetar oversees a specific domain,
either 5-square miles or 5,000 persons, whichever is more rele-
vant and advantageous. Many planetar abilities only work within its
domain. Also, while within its domain, the planetar enjoys a +2 bonus
on all d20 rolls and cannot be magically expelled from the domain.
While outside its domain, it suffers a -2 penalty instead. Generally,
domains are assigned by solar angels or deities, and assignments
remain constant for dozens (even hundreds or thousands) of years.




ANALYZE CREATURE™: A planetar can target a creature
within 30 ft and line of sight. Unless the target resists using Will, the
planetar randomly learns 1 of its statistics or abilities for each of the
angel’s levels. It can only successfully analyze a specific creature once,
and once a creature resists, it cannot be affected again. Costs 2 vitality.

CHANNEL THE DIVINE™: The planetar inscribes in the air
a deity’s symbol, thereby opening a channel to the deity’s magic. The
angel can only select a good deity. On the angel’s next turn, it can
and must use any 1 basic ability offered by that deity. Costs 5 vitality.

DETECT EVILM™: The planetar learns whether fiends and/or
undead are present within a 30-ft cone.

DOMAIN TELEPORT™: The planetar and up to 5 allies or
1,000 pounds of gear vanish and reappear in any location in the
angel’s assigned domain. The trip is 1-way. The angel must have a
specific destination in mind, and it must pass an Arcana check to
arrive there. The DC equals 5 for a familiar location, 10 for a visited
location, 20 for a described location, and 30 for a location known in
name only. Unless the angel is new to his domain or visiting a place
that has been newly discovered, the DC is usually 5 or 10. Costs 5
vitality + 1 vitality for each ally or 200 pounds of gear to a maximum
of 10 vitality. A failed check means the angel does not teleport and
expends only 1 vitality.

MASS JUDGMENTM: Up to once per year, after 1 hour of
concentration, the planetar passes judgment upon its domain to
reward good persons and punish evil persons. Over the course of
7 hours, good persons heal 2d4 wound damage and are cured of
1 natural disease. Conversely, evil persons are harmed 2d4 wound
damage and suffer a mundane pox that has a 50% chance to inflict
1d4 vitality damage per day until cured by Cure Ailment or Remove
Curse, or until the person’s alignment improves from evil to neutral
or good. The planetar is exhausted for 24 hours after using this abil-
ity. Costs 25 vitality.

SEARCH DOMAINM: A planetar angel can concentrate for
1 minute to locate a specific familiar creature or type of creature
within its assigned domain. If the creature is present, the angel learns
its distance and direction, which allows it to accurately teleport to
the creature on a DC 5 Arcana check. Costs 5 vitality.

SUMMON ANGELS™: The planetar performs a 1-round ritual
to summon a pair of 7th-level angels to its side. The angels remain for
1 hour, after which they vanish. The summoned angels take orders
from the planatar or any good-aligned person if directed to so by the
planetar, though they will never perform evil acts or bring harm to
nonevil creatures. Costs 10 vitality.

SOLAR ANGEL (LVL 20)
Solar angels have the following statistics.
TYPE Celestial
SIZE Large
Aél GNMENT Lawful good, lawful neutral or neutral good
DC 50

SENSES Nethersight, low-light vision, heavensight

PERCEPTION +19 ; STEALTH +7

LANGUAGES Common, Celestial, Abyssal, Genie, Infernal, and
Sylvan

INITIATIVE +14

SPEED 60 ft ; FLY 120 ft

ATTACK d20+18 ; MA

WEAPONS Greatsword (5d6), mace (4d8), spear (4d8, 30 ft),
dual ka swords (4d6 each, 10 ft reach) or dagger (4d4)

DAMAGE +8 (+28 vs evil)

SPECIAL Apply +1 attacks and +1d6 holy damage to 1 favorite

weapon of the angel’s choice

ARMOR Holy platemail ; DR 13
WOUNDS 15
VITALITY 144
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FORTITUDE 34, REFLEX 32, WILL 34
SPECIAL Immune to electrical damage. ; apply +5 DR against
poison and all other energy types except acid and vile

Q&D Damage +28 (+48 vs evil) ; Vitality 104

STR 26, CON 18, DEX 18, INT 18, WIS 26, CHA 24

PRIME Strength and Wisdom

SKILLS Arcana +10, Athletics+19, Craft +10, Diplomacy +9,
Heal +14, Insight +20, Literacy +5, Religion +20, Warcraft +7

FP 10 ; DEITY Any good deity such as Solari (LG), Esmariah

(NG), Stolgar (NG), Iris (CG) or Tanish (CG).
MULTICLASSING Cleric, monk, paladin or sage
TREASURE Items worth 5,000 gp on itself

SOLAR ABILITIES (FACE OF PEACE)

A solar has the base abilities of a standard angel and is mostly peaceful.
In peace-time it has the following abilities.

CURE AILMENT™: The solar removes 1 ailment from itself
or a touched ally. Ailments include blindness, confusion, deafness,
disease, exhaustion, fatigue, infertility, insanity, nausea, poison, and
taint. This ability does not remove curses such as mummy rot or
lycanthropy. Costs 2 vitality.

FACE OF PEACE: Boost Diplomacy, Heal, Music, and Nobility
checks by +5.

MIRACLE™: Once daily, a solar can provide extraordinary aid.
The solar can move a party to safety, cure a party from all injury and
ailments, restore a party to life and 1 hit point, banish an evil crea-
ture or devastate it with 20d6 holy damage, or so forth. A miracle
cannot change a creature’s alignment or have it make choices against
its will. The chance the solar’s prayer is answered equals 70% + 1%
per level. The solar is left exhausted if the miracle is fulfilled.

SUMMON ANGELS™: The solar performs a 1-minute ritual to
summon up to 3 9th-level angels within 30 ft. The angels freely aid the
solar for 1 hour, after which they vanish. An angel will never perform
evil acts or brin%\harm to nonevil creatures. Costs 10 vitality.

TONGUES™: A solar can understand and fluently use any 1 lan-
gu;alge for 10 minutes. Costs 2 vitality.

RUE SIGHT™: A solar can see through all illusions, disguises,
and concealments for 1 round. This reveals secret doors and invisibil-
ity. Costs 5 vitality.

SOLAR ABILITIES (FACE OF WAR)

After 1 minute of prayer, the solar can swap its peacetime abilities for
the following set of war-time abilities.

ARCANE BOWM: As a swift action, the solar causes arrows or
bolts to magically appear ready to fire in its bow. The arrows or bolts
inflict +2 damage. This ability negates the move action needed to
load a bow. Costs 2 vitality.

DANCING SWORD™: As a move action, a solar can animate its
greatsword to move 30 ft or attack a foe within the sword’s reach as if
the solar wielded the sword. The dancing sword’s attacks do not interfere
with the solar’s normal complement of attacks. Costs 5 vitality perround.

FACE OF WAR: Boost Athletics, Intimidate, Perception, and
Warcraft checks by +5.

MAGIC RESISTANCE: A solar enjoys a +5 bonus on saves to
resist magic abilities. Also, when it is targeted by a magic ability that
does not allow a save, its foe must beat its Will anyway, and if it suc
cessfully resists then the magic has no effect.

WRATHFUL TOUCH: The solar inflicts 4d6 wound damage
against an adjacent foe, or "2 that amount if Will resists. Evil creatures
suffer a -5 penalty to resist while good foes enjoy a +5 bonus to resist.

SOLAR ABILITIES (FACE OF GLORY)
After 1 minute of prayer, the solar swaps its peacetime abilities to chan-
nel its deity. It speaks in its deity’s voice and gains 1 paragon, 2 advanced,
2 intermediate, and 2 basic abilities listed under its deity.
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ANKHEG

This giant burrowing insect relishes fresh meat.

APPEARANCE & CULTURE
An ankheg looks disturbingly like a giant brown roach. It has 6 legs,

and some specimens are yellow, black or green rather than brown. It
is about 10 ft long and weighs about 800 pounds.

An ankheg burrows using its legs and mandibles. It usually does not
make a usable tunnel, but can construct a tunnel while burrowing at
V2 speed. It often digs a winding tunnel up to 40 ft below the surface
in the rich soil of forests, farmlands or plains. Its tunnels are 5 ft in
diameter, and from 60 to 150 ft (1d10+5 x 10 ft) long. Ankhegs usu-
ally lie below the surface until their antennae detect the approach of
prey. They then burrow up to attack.

Ankhegs are territorial and usually hunt alone. Sometimes, clus-
ters share the same territory but do not cooperate.

There are many variants. The snipper ankheg removes limbs. The
phrenic ankheg senses intelligent prey by their thoughts and uses a tele-
portive power to draw a target to itself in order to devour its brains. The
demonic ankheg spews a cone of acid, confuses foes with its weird
eye motions, and protects itself with a corrosive slime.

ANKHEG (LVL 4)
Ankhegs have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Always neutral
DC 18

SENSES Darkvision, low-
light vision, tremorsense
PERCEPTION +6 ;
STEALTH -2 (+8 in natural
environments)

LANGUAGES None
INITIATIVE +0

SPEED 30 ft ; BURROW
20 ft

ATTACK d20+6 (+11
grapple)

WEAPONS Bite (2d6 + 1d4
acid wound damage)

DAMAGE +4

ARMOR Thick chitin ; DR 5 (10 vs acid)
WOUNDS 15
VITALITY 31
FORTITUDE 18, REFLEX 14, WILL 13

Q&D Damage +8 ; Vitality 23

STR 18, CON 16, DEX 10, INT 1, WIS 12, CHA 6
PRIME Strength and Constitution
SKILLS Athletics +14, Survival +13

FP2; DEITY Greenwyrm, Lilith or Tiamat
MULTICLASSING Barbarian, druid, psion or shifter
TREASURE Gems and magic items worth 400 gp in its stomach

BASE ABILITIES
Ankhegs have the following abilities.
ACIDIC SPITTLE: One foe within 30 ft suffers 1d6 acid damage per
2 levels (maximum 5d6, typically 2d6 damage), or %2 damage if Reflex
resists. A struck foe also suffers 1 acid wound damage. The ankheg must
wait 1d4 rounds between uses of this ability. Costs 1 vitality.
EARTH RIPPLE: When an ankheg is in an area of earth (but
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not stone), it can toss up dirt all around itself. Medium or smaller
creatures within 15 ft suffer 1d6 damage and must resist using Reflex
or fall prone. Also, the ankheg enjoys concealment for the remainder
of the round after using this ability and all adjacent foes are blinded
until the end of the round. Costs 5 vitality.

IMPROVED GRAPPLE: The ankheg grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling, A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the ankheg must expend a move action to maintain the
grapple, and the foe can try to beat the ankheg’s Fortitude as a stan-
dard action to break the grapple. The ankheg may block a grappled
foe’s mouth to prevent speech.

TREMORSENSE: An ankheg can detect and pinpoint any crea-
ture or object within 60 ft that is in contact with the ground or a
shared support such as webbing,

SNIPPER ANKHEG (LVL 5)
ApBly +5 vitality and the following abilities.
AZING CRITICAL: When a snipper ankheg rolls a natural 20 on
an attack against an adjacent foe, the foe is dazed for 1 round.
SNIP LIMB: When a snipper ankheg targets an adjacent
dazed or stunned foe and beats its Fortitude, it inflicts 2d6
wound damage as it severs 1 of its foe’s limbs (1d4: 1
is right arm, 2 is left arm, 3 is right leg, 4 is left leg).
The severed limb can be reattached or regrown using
the Fast Healing, Heal spell or Regenerate. A snipper
ankheg may eat the limb, drop it, or use it as an inef-
fective weapon.

ABYSSAL ANKHEG (LVL 6)
This ankheg is a fiend. Apply +14 vitality, +1
saves, +1 attacks, +1 DR, and the following abili-
ties.

CONE OF ACID: An abyssal ankheg
inflicts 1d6 acid damage per level (typically 6d6
damage) to creatures in a 60-ft cone. Apply > dam-
age if Reflex resists. The ankheg must wait 1d4 rounds
between each use of this ability. Costs 5 vitality.
CONFUSION: An abyssal ankheg’s eyes cause
mental disorientation. Foes with within 30 ft who fail to
resist using Will act strangely. For cach affected creature on
its turn, roll 1d10 to determine the result: 1) attack the ankheg,

2) act normally, 3-5) do nothing, 6-7) flee from the ankheg at top

speed, 8-10) attack the nearest creature. After each round, a creature

has a 10% chance to shake off the effect, which ends after 2 minutes
in any case. Costs 5 vitality.

PROTECTIVE SLIME: A slimy red jelly coats the ankheg’s chi-
tin for 5 minutes. Weapons that touch its chitin are destroyed unless
the wielder’s Reflex resists. A magic weapon enjoys a +5 bonus to
resist. Costs 2 vitality.

PHRENIC ANKHEG (LVL 6)
This ankheg is an aberration. Apply +14 vitality, +1 saves, +1
attacks, +1 DR, and the following abilities.

ABDUCTIONM:Waves of force emanate from the ankheg’s out-
stretched antennae to draw in a foe. One Large or smaller creature
within 120 ft must resist using Will or teleport into a space of the
ankheg’s choice adjacent to it. Costs 5 vitality.

DETECT THOUGHTS™: The ankheg notes the presence or
absence of thoughts (from conscious, sentient creatures) within a
60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and the Intelligence of each one. After
concentrating for a third round, the ankheg can “hear” the current sur-
face thoughts of 1 creature of its choice within range for 2 minutes if it
beats the target’s Will. Costs 2 vitality.

ID INSINUATION™: A sentient foe within 30 ft is stunned fo
1d4 rounds. Will resists. Costs 2 vitality.

MENTAL BARRIER: Boost the phrenic ankheg’s Will by +5.
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ANT

This giant industrious insect fiercely protects its farm-like hive.

APPEARANCE & CULTURE

A giant ant looks and behaves much like its tiny mundane cousin.
Indeed, giant ants are born into castes, build and tend nests, and
search and retrieve food stuffs. The typical giant ant is a worker.
Some ants act as soldiers or intelligent monitors. And at the center
of every nest is a larger queen that lays eggs and remains in telepathic
contact with her children. If captured as eggs or larva, giant ants can
be tamed to act as crafters, manual laborers, and even steeds. Some
primitive humanoid settlements are actually built by giant ants.

GIANT ANT (LVL 1)
Giant ants have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Always neutral
DC 12

SENSES Low-light vision, tremorsense

PERCEPTION +5 ; STEALTH +0 (+10 in natural environ-
ments)

LANGUAGES None

INITIATIVE +0

SPEED 50 ft ; CLIMB 20 ft
ATTACK d20+1
WEAPONSS Bite (1d6)
DAMAGE +0

ARMOR Thick chitin ; DR 2 (7 vs cold and fire)
WOUNDS 10

VITALITY 8

FORTITUDE 13, REFLEX 11, WILL 17

Q&D Damage +1 ; Vitality 6

STR 10, CON 12, DEX 10, INT 1, WI$ 12, CHA 8

PRIME Constitution and Wisdom

SKILLS Acrobatics +5, Athletics +5, Craft +0, Endurance +11,
Nature +0, Survival +11

FP1; DEITY Greenwyrm or Mithrais
MULTICLASSING Barbarian, druid, psion or shifter
TREASURE Gems and magic items worth 100 gp in its stomach

BASE ABILITIES
Giant ants have the following abilities.

IMPROVED CARRY CAPACITY: A giant ant can carry 250
pounds, or 1 Medium or 2 Small creatures, in addition to any other
weight normally allowed it, and not be overloaded, and can drag up
to 1,250 pounds or support +8 encumbrance slots. This bonus is
equivalent to a donkey.

TREMORSENSE™: As a swift action, a giant ant detects and
pinpoints any creature or object within 60 ft that is in contact with
the ground or a shared support such as webbing,

GIANT SOLDIER ANT (LVL 2)
Apply +7 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

ACID STING: A giant soldier ant has a stinger and an acid-pro-
ducing gland in its abdomen. While it grapples an opponent, it can
attempt to sting each round (+5 attack bonus). A hit with the stinger
attack deals 1 wound damage and 1d4+1 acid damage.

IMPROVED GRAPPLE: A giant soldier ant grapples an adja-

cent foe up to 1 size larger than itself when it beats the foe’s Forti-
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tude. Apply a +5 bonus to initiate or resist grappling. A grappled
creature cannot move and can only use a Light melee weapon already
in hand. Each round, the ant must expend a move action to main-
tain the grapple, and the foe can try to beat the ant’s Fortitude as a
standard action to break the grapple. A giant soldier ant may block a
grappled foe’s mouth to prevent speech.

GIANT MONITOR ANT (LVL 3)
A giant monitor ant is a magical beast. Apply +14 vitality, +1 saves,
+1 attacks, +1 DR, +8 Intelligence, and the following abilities.

DEFENSIVE DANCEM: A giant monitor ant can briefly dance
and click to evoke a wave of crackling energy that flashes outward in a
90-ft radius. All non-ant creatures in the area suffer 1d6 sonic damage
per level, or %2 damage if Reflex resists. Costs 5 vitality.

SENSE LINK™: This ant can establish a perceptual bond with a
touched or mindlinked ally for 5 minutes. Each round, it sees and hears
through the ally’s eyes and ears as if it were in its place. The monitor
ant is defenseless while using this ability. Once the bond forms, it per-
sists out to any distance. It can end the bond as a swift action and can
only maintain 1 bond at a time. Costs 1 vitality.

TASKMASTER SKILLS: Boost Craft, Nature, and Religion
checks by +3.

GIANT QUEEN ANT (LVL 5)
A giant queen ant is a magical beast. Apply +28 vitality, +2 saves, +2
attacks, +2 DR, 110 Intelligence, and the following abilities.

DETECT THOUGHTS™: A giant queen ant can note the pres-
ence or absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, she learns the
number of thinking minds and the Intelligence of each. After concen-
trating for a third round, she can “hear” the current surface thoughts of
1 creature of her choice within range for 2 minutes if she beats its Will.
Costs 2 vitality.

EGG LAYING: A giant queen ant can lay eggs. Typically, every
1 month, she either reproduces asexually, laying 3d6 giant ant eggs -
(which are always female), or she reproduces with a male ant to
lay 1d4+1 giant solider ant eggs (which are always male). Alterna-
tively, she can lay 1 egg that produces 1 giant queen or monitor ant.
The eggs hatch after 3-4 days and the larva are defenseless (DR 0,
1 wound point) for another 3 days, after which they transform into
adult ants.

ENLARGEM: A giant queen ant is size Large. A larger size dou-
bles height, applies a -2 penalty to Reflex, a +2 bonus to damage
rolls, a +5 bonus on Athletics checks, +3 wound points, +10 ft
speed, a +5 bonus to resist Bull Rush, Grapple, and Trip attacks, a -5
penalty on Stealth checks, and a 8x weight increase.

HEALER™: An adjacent ally heals 1d4 wounds. Costs 1 vitality.

HERBALIST: After 10 minutes of work and 5 gp worth of herbs,
a giant queen ant can cure 1 disease, neutralize 1 poison, end infertil-
ity, or end 1 case of fatigue, blindness, deafness, nausea or confusion.
A creature can benefit once daily per point of Constitution bonus
(minimum 1).

SLOW:A giant queen ant has a land speed of only 40 ft.

DEFENSIVE CLOUD: When agitated, a giant queen can con-
jure a noxious 30-ft-radius cloud around herself. Each round a crea-
ture (other than a giant ant) is in the area, it suffers 1d4 acid wound
damage, is blinded, and is reduced to a 5 ft speed. The cloud remains
for 2 minutes. The queen must wait 2 minutes between each use of
this ability. Costs 5 vitality.

NOBLE GIANT ANT: Boost Appraise, History, Insight, an
Nobility checks by +5.

SPEECH:Asan intelligent creature, a giant queen ant speaks and
understands Terran, Undercommon or Sylvan (pick 1).

TELEPATHY™: A giant queen ant can wordlessly hear and speak
with 1, some or all sentient beings within 120 ft. Communicating
is as natural and quick as normal speech but requires no shared lan-
guage. Affected creatures cannot so communicate with each other.
Costs 1 vitality per round.




ARGHVEX

These golden-haired magical beasts are foul-tempered and tenacious.

APPEARANCE AND CULTURE

The arghvex is a small, ill-tempered, and extremely vicious 8-legged
predator. It is about 3 ft long and weighs about 200 pounds. It has
golden fur, razor-sharp copper-colored nails, silver eyes, and bronze
whiskers. It tends to keep a cave as a lair and attacks any living prey
within its territory, which can extend 2 miles or more. Due to its
tenacity, sharp bite, and tendency to deal wound damage, it is highly
dangerous. A packlord arghvex is even worse.

ARGHVEX (LVL 10)
An arghvex has the following statistics.
TYPE Magical beast
S1ZE Small
ALIGNMENT Neutral
DcC 30

SENSES Darkvision, low-light vision, scent
PERCEPTION +16 ; STEALTH +19
LANGUAGES None

INITIATIVE +9

SPEED 30 ft ; BURROW 10 ft

ATTACK d20+11 (+13 bite) ; MA

WEAPONS 4 claws (1d4 each) and bite (3d6)

DAMAGE +6

SPECIAL Critical hit on 18-20 ; when 2+ claws hit, apply +1d4
wound damage for each additional claw that hits

ARMOR Magical golden pelt ; DR 12 (17 vs fire)
WOUNDS 20

VITALITY 74

FORTITUDE 26, REFLEX 26, WILL 23
SPECIAL Immune to poison

Q&D Damage +16 ; Vitality 54

STR 22, CON 18, DEX 18, INT 3, WIS 13, CHA 11

PRIME Strength and Dexterity

SKILLS Acrobatics +19, Athletics +21, Endurance 49, Intimidate
+21, Survival +11

FP 5; DEITY Corvis, Greenwyrm or Rorax
MULTICLASSING Barbarian, druid, rogue or shifter
TREASURE Pelt worth 750 gp and items worth 250 gp scattered

in its lair

BASE ABILITIES
An arghvex has the following abilities.

SCENT: An arghvex can detect creatures’ presence within 30 ft
by sense of smell. If a creature is upwind, the range increases to 60
ft. If it is downwind, the range drops to 15 ft.

SUPER CRITICAL: The arghvex scores a critical hit when it
rolls a natural 18, 19 or 20 (rather than the usual 20 only).

TENACIOUS BITE: Whenever the arghvex successfully bites
a foe, it latches on and automatically deals bite damage each round
thereafter until it lets go or dies. Each round, the target may resist
using Fortitude as a standard action to try to remove the arghvex.

ARGHVEX PACKLORD (LVL 13)
Apply +21 vitality, +1 attacks, +1 saves, +1 DR, and the following
abilities.
ANTI-MAGIC FIELD™:The arghvex can radiate a 15-ft-radius
spherical area centered on itself in which all magic is suspended for 2
minutes, as if time has stopped but only with regard to magic. Wish
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or Miracle negates this ability. Costs 10 vitality.

ASSASSINATION: Once daily as a swift action, the next adja-
cent target that the arghvex hits with a claw that round that is sur-
prised, helpless or defenseless suffers +15 damage. Costs 5 vitality.

BULL RUSH:The arghvex shoves an adjacent target. If it beat its
foe’s Fortitude, the foe is pushed back 1d4 x 5 ft. The arghvex must
move at least 10 ft just prior to using this ability.

CAMOUFLAGE: When the arghvex is in an outdoor environ-
ment and remains motionless while concealed, it enjoys a +20 bonus
on Stealth checks. Morcover, even when it moves through an out-
door area, it enjoys a +5 bonus. The environment must afford places
to hide, as normal, and the arghvex does not benefit when another
creature already notices it.

CAT FALL: As an immediate action, subtract 30 ft from the dis-
tance fallen when computing falling damage.

DODGE: As an immediate action, the arghvex ignores 1 melee
weapon attack before it knows whether it hits. Costs 2 vitality.

JUMP:The arghvex leaps outward, downward or upward up to 30
ft as a standard action without a running start or Athletics check or fear
of harm on impact. Costs 1 vitality.

GHOST-FACED ARGHVEX (LVL 14)
This arghvex is undead. Apply +28 vitality, +2 saves, +2 attacks, +2
DR, and the following abilities.

INCORPOREAL TRAITS™: A ghost-faced arghvex is incorpo-
real. Mundane attacks against incorporeal creatures have a 90% miss
chance and magic attacks have a 50% miss chance. Incorporeal crea-
tures cannot handle solid objects, can pass through solid objects such
as walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing and
dematerializing are swift actions that cost 5 vitality cach.

INFILTRATOR: Boost Perception and Stealth checks by +5.

SEE INVISIBILITY™: As a standard action, the arghvex clearly
notice for 1 round any invisible or incorporeal creatures within 30 ft.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A ghost-faced arghvex is immune to all
ailments including disease and poison. It need not breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It regains wound
points from necrotic energy, regains no wound points from rest, and
is harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

LEGENDARY ARGHVEX (LVL 18)
Apply +56 vitality, +4 attacks, +4 saves, +4 DR, the arghvex pack-
lord’s abilities, and the following additional abilities.

ARCANE BITE AND CLAWS™: The arghvex’s bite and claws
count as magical for the purpose of striking incorporeal creatures.

AURA OF FEAR: Whenever the arghvex inflicts wound damage,
all creatures within 60 ft that notice it are shaken for 5 minutes (no save).

FAST HEALING: Each round on its turn, the arghvex auto-"
matically heals 5 wound damage. However, it does not heal damage
caused by fire or acid.

IMPROVED [NVISIBILITY: This improves Invisibility, such
that attacking does not end the effect. Costs 10 vitality. .

INVISIBILITY™: The arghvex turns invisible for 5 minutes or
until it makes an attack, at which time invisibility ends. Invisibility
grants a +10 bonus on Stealth checks and refuses line of sight. Costs
2 vitality.

SEE INVISIBILITY™: As a standard action, the legendary argh-
vex clearly notices for 1 round any invisible or incorporeal creatures
within 30 ft.

SEVERING REND:When an arghvex rends a foe with 2+ claws,
the foe loses a limb (roll 1d4- 1 is left leg, 2 is right leg, 3 is left arm, 4
is right arm). This in addition to other damage dealt. If the rend dams I
age causes the creature to die, then the arghvex has removed the crea—m_ ;

ture’s head. A creature that loses a limb automatically fails to stabilize.




ASHKAR

This sordid, ashen fiend possesses and corrupts hapless mortals.

APPEARANCE & CULTURE

Ashkari descend from the questionable union of genies and devils. An
ashkar appears as a dark humanoid or a cloud of ash. As a humanoid, it
stands 7 ft tall, sports deep ruddy skin and coal-black hair, and prefers
the scimitar and studded armor. In ash form, these creatures can sur-
prise and possess mortals with ease. Although immortal, ashkari can be
slain by violence and they are adept at binding spirits of their ancestors
into themselves. Ashkar are mortal foes of the d’vish (page 72).

Ashkari seck to possess and tempt mortals to assist in hidden
schemes and engage in carnal pleasure, particularly with other hosts
or unsuspecting innocents. Ashkari hold evil as a true ideal and love
to target foolish magic users and good-hearted but weak-willed souls
in order to tempt them into evil or ruin.

Possession by an ashkar may not be obvious. Lesser ashkari evoke
impulses that drive the host to indulge in sins, while master ashkari
can completely control a host. Such hosts may speak in the genie
tongue, reference odd knowledge, smell like sulphur, and show
unusual eye colors, typically black, red, and yellow eyes.

ASHKAR (LVL 4)
Ashkari have the following statistics.
TYPE Elemental and Fiend
S1ZE Medium
ALIGNMENT Usually neutral evil
DC 18

SENSES Darkvision, low-light vision

PERCEPTION +13 ; STEALTH +13

LANGUAGES Common, Abyssal, Celestial, Genie, and Infernal
INITIATIVE +3

SPEED 40 ft

ATTACK d20+5 (or +7 with scimitar and shortbow)

WEAPONS Dagger (1d4, 10 ft), scimitar (4d4) or shortbow
(3de6, 60 ft)

DAMAGE +2

ARMOR Magical leather ; DR 4
WOUNDS 10

VITALITY 30

FORTITUDE 14, REFLEX 17, WILL 15
SPECIAL Apply +5 DR vs fire

Q&D Damage +6 ; Vitality 22

STR 14, CON 15, DEX 16, INT 11, WIS 16, CHA 12

PRIME Dexterity and Wisdom

SKILLS Arcana +5, Athletics +7, History +5, Religion +5, and
Survival +13, Trick +13

FP2 . DEITY Any evil deity
MULTICLASSING Elementalist, monk, sage or shaman
TREASURE Armaments and other items worth 400 gp on itself

and in its lair

BASE ABILITIES
Ashkari have the following abilities.

ASHEN FORM™M: An ashkar can become dark ash and can fly
at speed 30 ft. In this form, it can only take move actions, perceive
as normal, enjoy DR 10, and ignore all ailments. It can pass through
cracks but cannot enter liquids. The Gust of Wind ability affects it
normally. Costs 2 vitality.

CORRUPTING INFLUENCE™: Once daily while using Ashen

Form, an ashkar can attempt to possess a living or dead person or

ASHKAR MASTER (LVL 10)
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animal. Possession of a dead creature causes it to animate and act as if
it were alive—the creature does not become undead, and the ashkar
cannot possess undead. Will resists the effect.

A successful attack results in a subtle possession as the ashkar’s
ashy form vanishes into the victim’s body through its mouth, eyes,
and other orifices. The host mostly retains control of its body and
mind. However, at any time, the ashkar can influence the host if it
spends 2 vitality and beats the person’s Will. The influence lasts 1
hour and is a suggestion to help fulfill an evil scheme or engage in
carnal pleasures, particularly in concert with other possessed hosts.
While possessed and also under a suggestion, a host enjoys a +5
bonus to damage rolls and Perception checks and its eyes turn black,
red, or sulphurous yellow. The host has no access to the ashkar’s abili-
ties and the ashkar cannot use its other abilities while possessing its
host. The ashkar can sustain possession indefinitely although the host
enjoys a Will save each day at a -5 penalty to resist.

An ashkar can choose to exit a creature to end the possession.
During the round that it exits a host, it suffers a -5 penalty to resist
magic abilities. However, it also radiates a fearful aura. Foes within
15 ft are frightened if the ashkar beats their Will.

DESICCATING TOUCH™: One adjacent corporeal foe suffers
1d6 damage per level due to water loss from its body, or %> damage
if Fortitude resists. If the foe dies, its body turns to dust and blows
away in the wind. Costs 2 vitality.

MINOR FIENDISH PACT™: Once daily after a 10 minute
ceremony, an ashkar calls into itself a ghostly fiendish spirit of yore to
empower it. While bound, it enjoys a +2 bonus on Trick checks and
may select for the day any 1 basic magic ability for which it qualifies
from any class. The binding lasts 24 hours or until it fails to resist the
Exorcism ability.

REVITALIZE BY FIRE™: Once daily, an ashkar can recover 4d6
vitality after 1 minute of rest adjacent to or within a fire.

STONE SHAPE™: An ashkar can mold adjacent stone into new
shapes. It can affect up to 10 cubic ft + 1 cubic ft per level. It can
form rocks into a stone bridge, warp a pillar to make it fall, form a -
hole in a wall, or so forth. Costs 2 vitality.

These are leaders among ashkari. Apply +42 vitality, +3 saves, +3
attacks, +3 DR, and the following abilities.

ASCETIC™: Once per day after a 5 minute routine, an ashkar
master heals 1d8 vitality + 1 per level (maximum +5).

DETECT SUPERNATURAL KIN™:The ashkar master learns
whether celestials, elementals or fiends are present in a 15-ft cone. If
a creature is possessed by another ashkar, it detects that too. Costs 1
vitality.

IMMORTAL™: Ashkar masters do not age, do not need to
breathe, eat or sleep, and cannot be raised from death if slain.

KARMIC RETORT™: The ashkar master designates a foe as a
swift action. For 5 minutes,whenever that foe strikes it, record the hit
point damage dealt. The next time the ashkar master strikes that foe,
deal damage as normal or the largest amount recorded, whichever is
more. Costs 5 vitality.

MENTAL BARRIER: Permanently boost Will by +5.

PACT MAGIC: This improves Minor Pact. Apply a +2 bonus on
Diplomacy, History and Trick checks and select 2 basic or 1 interme—\."\
diate magic abilities for which it qualifies to know for the day.

PERFECT POSSESSION™: This improves Corrupting Influ-
ence, such that a host loses its free will and is under the total controlg
of the ashkar master. In this state, the ashkar can use its other abili-
ties. The host may still attempt to resist using Will each day to end
the possession.

RESIST EXORCISM™: An ashkar master automatically resists
the Exorcism ability unless it wishes to be affected.

SPIRIT GUIDEM: Once daily, an ashkar master can search its
memory with a single 5-word question in mind. It receives an answer
of up to 10 words in length. The chance that it correctly interprets
the answer equals 70% + 1% per level. Costs 2 vitality.




AVENGER °

This deathless being has returned from the afterlife to aid the living,

APPEARANCE & CULTURE

Not all who die in high standing with their deity rest in eternal peace.
An avenger is a mortal who died in ages past but returns to the living
for 1 of 3 reasons: A deity has sent him on a quest, a magic user has
conjured him to assist in a time of need, or he died in a state of moral
uncertainty and his deity wishes to test his soul. Sometimes, a whole
adventuring party returns for 1 last noble (or ignoble) quest.
Avengers are similar to undead but their bodies are whole and
perfect, enervated by divine energy that restores their limbs, skin
and minds to a perfect shine, whether infernal or celestial. They do
not need to eat, sleep or breathe and are immortal, though their time
with the living may be short. Regardless of their original profession,
holy avengers typically look like clerics or paladins, while vile aveng-
ers look like blackguards or warlocks. Sometimes, an avenger has
obvious otherworldly features that mark him as a tested soul.
Avengers recall former lives and friends with nostalgia and the
hindsight of the afterlife. Typically, an avenger was an alder or adven-
turer in life. Now while on a quest, an avenger might seck out old
friends, descendants or familiar places but only visit for a short time.
Avengers avoid getting involved in the minutia of current affairs.

AVENGER (LVL 5)
Avengers have the following statistics.
TYPE Varies (Celestial if good, Fiend if evil)
S1ZE Medium
ALIGNMENT Any good or evil
DcC 20

SENSES Nethersight (if evil) or heavensight (if good)

PERCEPTION +9 ; STEALTH +1

LANGUAGES Common plus Abyssal, Celestial, Infernal or
Sylvan

INITIATIVE +3

SPEED 40 ft

ATTACK d20+6

WEAPONS Greatsword (2d6) or mace (1d8)
or longbow (1d8, 120 ft)

DAMAGE +38

ARMOR Halfplate and shield or loose robes
and magical aura ; DR 9 (11 vs all energy
types)

WOUNDS 10 \ A7

VITALITY 37 \ &

FORTITUDE 16, REFLEX 13,
WILL 17

Q&D Damage +13 ;Vitality 27

STR 17, CON 14, DEX 12, INT 10, WIS
19, CHA 14

PRIME Strength and Wisdom

SKILLS Acrobatics +7, Athletics +13,
Heal +14, History +5, Insight +14, Religion
+14, Survival +14 (+19 tracking)

FP 3 ; DEITY Any good deity if good or
any evil deity if evil.

MULTICLASSING Fighter, sage, and
either cleric or paladin (if good), or either
blackguard or warlock (if evil)

TREASURE Armaments and other
items worth 500 gp on itself
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ASE ABILITIES
Avengers have the following abilities.

DEATHLESS: Avengers do not age, do not need to breathe,
eat or sleep, and cannot be raised from death if slain. Also, they are
immune to disease and poison and always pass Endurance checks.

DESTINY DISSONANCE™: An avenger can whisper disturb-
ing secrets of destiny and the afterlife. An adjacent foe is paralyzed
for 2 minutes if the avenger beats its Will. The target enjoys a +5
bonus on its save if it shares the avenger’s moral alignment (good
or evil) or suffers a -5 penalty if it’s the opposite. Each round on its
turn, an affected target has a 50% chance to enjoy a move action for
that turn only. This is a curse effect. Costs 5 vitality.

OATH OF VENGEANCE™: Once daily, an avenger can desig-
nate 1 of his held weapons to defeat a specific named creature. For 24
hours, the weapon conveys a +2 bonus on attacks and delivers +2d6
damage against that creature. The bonus damage is holy for a good
avenger and vile for an evil avenger. Anyone can use this weapon.
Costs 2 vitality.

SECOND WIND: Once daily after 1 minute of rest, the avenger
recovers 4d6 vitality.

TRUE STRIKE™: Once daily as a move action, boost the aveng-
er’s next attack roll that round by +10.

URGENT QUEST: An avenger can remain in the Mortal Realm
for up to 1 day per level (typically 5 days), after which he auto-
matically returns to his home realm and cannot return to the Mortal
Realm for a year and a day.

HOLY AVENGER ABILITIES (LVL 5)

These good-aligned avengers have the following additional abilities.

DETECT EVILM: The avenger learns whether fiends and/or
undead are present within a 30-ft cone.

HEAVENSIGHTM: A holy avenger can see in conditions of
blinding illumination as easily as normal daylight. Heavensight is in
full color.

LAY ON HANDS™: An avenger’s touch heals a willing crea-
ture’s wound damage. The amount of wounds healed equals 1d8 +
the avenger’s level. A creature can benefit 3x daily if good, 2x daily if
neutral, and once daily if evil.

VILE AVENGER ABILITIES (LVL 5)

These evﬂ—aligned avengers have the following additional abilities.
DETECT GOOD™: The avenger learns whether celestials,
clerics and/or paladins are present within a 30-ft cone.
NETHERSIGHT™: A vile avenger can see in
magical darkness as well as normal darkness.
PAINFUL TOUCH™:A vile avenger’s
touch inflicts damage on a living creature. The
amount equals 1d8 + the avenger’s level. A tar-
get can be harmed 3x daily if good, 2x daily if

evil, and once daily if evil.

VALKYRIE (LVL 10)
Apply +35 vitality, +3 saves, +3 attacks, +3
DR, and the following abilities. :
COLD FLYER:A valkyrie sports wings, .
has a fly of speed 40 ft, benefits from an addi-
tional +2 DR versus cold and electrical dam-
age, and enjoys a +5 bonus on Athletics and
Acrobatics checks, or +10 when flying,
SKALD: Boost Bluff, History, Literacy,
and Music checks by +5.
TERRORIZING CRY: All foes within
30 ft and line of hearing are shaken for 5 min-
utes (no save). Costs 2 vitality.
WOUNDING STRIKE: As a swift
action, the valkyrie’s next successful weapor
attack that round deals +1d6 wound damage.
Costs 5 vitality.




AVATAR

This mortal person is the living embodiment of a god.

APPEARANCE & CULTURE

Avatars are very rare, appearing from once in a generation to once
in a few millennia. Their impact tends to ripple outward across con-
tinents and down through the ages, renewing faith through peaceful,
violent or mysterious means.

Avatars are born to mortal parents and quickly grow in wisdom
and might, wielding abilities of the deity who truly parented them.
Often, an avatar's birth circumstances are odd or secret, the par-
entage questionable, and the constellation signs highly propitious or
concerning, During young adulthood, the avatar trains in a mundane
profession, and the story of the avatar’s awakening from a mundane
life is part of his compelling story of discovering his divine heritage
and destiny. During these years, his enemies may also appear.

Avatars have an alignment and destiny appropriate to their divine
parent. An avatar of Esmariah is neutral good and seeks to bring
peace and healing while an avatar of Thulzuur is chaotic evil and seeks
to kill and destroy. Avatars tend to attract numerous followers due
to their display of abilities and extraordinary focus and insight. Their
attributes are otherwise unremarkable for an average person of their
race. The statistics below are for an avatar who is early in his destiny.
In his final years, he gains items of power to fulfill his full potential.

AVATAR (LVL 13)
Avatars have the following statistics.
TYPE None
SIZE Medium or Small (as a person of its race)
ALIGNMENT Any (as deity)
DcC40

SENSES Standard

PERCEPTION +14 ; STEALTH +1

LANGUAGES Common plus alignment language (see below)
INITIATIVE +1

SPEED 30 ft

ATTACK d20+11

WEAPONS 2 As deity (each 4d6)
DAMAGE +1

ARMOR None ; DR 8

WOUNDS 13

VITALITY 93

FORTITUDE 20, REFLEX 20, WILL 23
SPECIAL Diehard, Ingore Attack, Unshakable Faith

Q&D Damage +14 ; Vitality 67

STR 12, CON 14, DEX 12, INT 12, WIS 18, CHA 12
PRIME Constitution and Wisdom

SKILLS Athletics +13, Insight +14, Religion +14

SPECIAL An avatar has any 2 bonus abilities listed under its race

FP 7; DEITY Any (often Solari, Mithrais or Esmariah)
MULTICLASSING Any
TREASURE Three 500 gp "items of power" (see below)

BASE ABILITIES
All avatars have the following abilities.

ALIGNMENT LANGUAGE™: Whenever an avatar speaks, his
words carry a second layer of meaning that is apparent to people
who worship his deity or share his alignment. The meaning is other-
wise undetectable by all magical and mundane means. Anything that
can be communicated through normal speech can be communicated
through the alignment language.

PARAGON AVATAR (LVL 20)
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BONUS FAITH POINTS: At each new level or new year, the
avatar gains +2 faith points. See RPG, page 129 for details.

DIEHARD: When an avatar falls to 0 wound points or below, he
is not unconscious. Instead, he is conscious and can continue to take
a single move or attack action each round until he reaches -10 hit

oints, at which time he dies.

DISCIPLES: An avatar leads a number of townies (RPG, pg 259)
equal to %2 his level. The townies act as confidantes, aids, and so
forth. They fight or preach on his behalf. A lost disciple cannot be
replaced though the avatar may be able to restore him from death.

DIVINE BLOODLINE™: A god’s blood runs in an avatar's
veins. At any time, an avatar may inflict 1 point of wound damage to
himself to produce a drop of blood that heals 1d4 hit points for an
adjacent willing or helpless creature (besides himself).

DIVINE ABILITIES: An avatar knows and may use all basic,
intermediate, and advanced abilities associated with his deity.

DOUBLE ATTACK: An avatar can make 2 nonmagical attacks,
or 1 magical attack and 1 nonmagical attack, in rapid succession as a
standard action. He can direct the attacks to the same foe or 2 differ-
ent foes. The attacks are made without penalty.

IGNORE ATTACK™: As an immediate action, an avatar declares
that he ignores 1 attack before knowing whether it hits. Costs 5 vitality.

ITEMS OF POWER: An avatar has 3 unique items associated
with his destiny. The items are intrinsically mundane but worth 500
gp cach. An item might be a piece of a king's scepter, an iron chal-
ice forged by a crippled blacksmith, or whatnot—each item has a
story. Unless and until the avatar touches all 3 of the items, he cannot
ascend to become a paragon avatar. Once the avatar touches an item,
it matters not what fate befalls the item.

MIRACLE™: Once daily, an avatar draws upon his true power.
The avatar can move a party to safety, cure a party from all injury and
ailments, restore a party to life and 1 hit point, banish a creature or
devastate it with 20d6 damage, or so forth. A miracle cannot change
a creature’s alignment or have it make choices against its will. The
chance the avatar succeeds equals 70% =+ 1% per level. The avatar is
left exhausted if the miracle occurs.

NEMESIS: A specific person or small group of persons act as
destined foil for the avatar. If it is a specific person, this person is the
opposite alignment and enjoys a +5 bonus on attack rolls, damage
rolls, and opposed skill checks against the avatar. Otherwise, it is a
group of 4 or 5 persons, each of whom enjoys a +1 bonus instead.

SECOND WIND: Once daily after 1 minute of rest, an avatar
recovers 4d6 vitality.

UNSHAKABLE FAITH: No magical effect can alter an avatar’s
alignment or the alignment of an ally or his alignment within 15 of him.
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Apply +49 vitality, +4 saves, +4 attacks, +4 DR, and the following
abilities.

DEEP IMPACT: As a move action, an avatar ignores his foe’s DR
when resolving his next melee attack. Costs 5 vitality.

DIVINE PARAGON ABILITIES: Each day, an avatar knows
and may use 1 paragon ability associated with his deity.

DIVINE SKILLS: Boost Insight, Perception, and 3 other skills by +20.

LIMITED WISH™: Once daily, an avatar verbalizes a desirejan:
duplicates the effect of any 1 intermediate ability or any 2 basic abili-
ties (this includes class core abilities), or the Revivify spell (page 51).
The avatar can duplicate the effects of other classes’ abilities, mon-
ster abilities, and so forth. He can gain gear or property worth up to
2,000 gp but permanently loses 3 vitality in exchange. The chance ofig
success equals 70% + 1% per level. Alternatively, he can roll against
70% + a Linguistics check. Limited wishing is taxing. He is fatigued
after 1 use if the spell succeeds.

REALMS MAGICM: An avatar causes a 5-square-mile area to
be drawn into his deity’s realm. The process takes 24 hours: Every
few hours, the area acquires 1 more feature of the realm (Good,
Entropic, etc). If the avatar is slain during this time, the process ends
and the area immediately reverts to normal. Otherwise, the process *
concludes. The conclusion permanently slays the avatar.




AZRI

This fanatically religious being secks to convert mortals.

APPEARANCE & CULTURE

The azri, both singular and plural, are a civilized and deeply religious
void-faring race. They view themselves as standing at the apex of mor-
tal races. A person of any race can join the azri, and in doing so sheds
his old racial traits and acquires the standard appearance and habits of
these people. Azri sometimes coerce conversions to their race.

The azri began as a band of acetic monks of various races who
dabbled in the use of mutagens to heighten their ecstatic experiences
of the divine. They came to describe an omniscient, omnipotent cre-
ator god named Urakai. Millennia later, the azri are a populous and
prosperous race that refers to various divine tenets, sayings, and ritu-
als throughout each day of their lives.

Perhaps surprisingly, azri come in all alignments. This may explain
why others’ experience of them varies widely. Generally, the azri
believe those who worship other deities are misguided and called
to reform to the Seven Fold Path, while those who reject deities
are infidels to be offered redemption before being slain. Good and
lawful azri tend to interpret these beliefs benevolently, or at least in
good faith, while evil and chaotic azri often seek to implement these
beliefs as they please or to enrich themselves.

In appearance, azri stand 7 ¥2-ft high and weigh about 300 pounds.
They sport hairless, perfectly-sculpted bodies with marble-like skin
and deep blue, green or purple eyes. They sort themselves into 6
castes reflecting practical functions. Though they use electrotech,
they believe simple living is best and despise pleasures for their own
sake. No azri can abide music for long except for pious azri chanting,
There is also a rare, seventh caste called ascendent masters who can
kill with a deadly touch and plant magical seeds of conversion.

) ]
AZRI (LVL 7)
Azri have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Any
DC 24

VISION Low-light vision
PERCEPTION +8 ; STEALTH +3
LANGUAGES Common and Azri
INITIATIVE +3

SPEED 30 ft

ATTACK d20+6 (+8 unarmed strike, +6 if 2 unarmed strikes)

WEAPONS Hunting rifle (2d10, 80 ft) or dagger (1d4) or quar-
terstaff (1d6) or unarmed strike (1d6) or 2 unarmed strikes (1d6/1d6)

DAMAGE +3 (+8 unarmed strikes)

ARMOR Studded leather armor ; DR 5
WOUNDS 11

VITALITY 51

FORTITUDE 17, REFLEX 17, WILL 23

Q&D Damage +10 (+15 unarmed strike) ; Vitality 38

STR 17, CON 16, DEX 16, INT 16, WIS 17, CHA 16

PRIME Strength and Wisdom

SKILLS Acrobatics +8, Athletics +13, Craft +8, Diplomacy +8,
Endurance +8, Heal +13, History +8, Insight +18, Literacy +8,
Mechanics +12 (+15 repair firearms), Music +5 (+13 chanting),
Pilot +8, Religion +18, Technics +10, Warcraft +8

FP 4; DEITY Urakai (see below)
MULTICLASSING Cleric, fighter, inquisitor or savant
TREASURE Armaments and other items worth 700 gp on itself

L

- *$< Chapter 4. Creatures

<

BASE ABILITIES
Azri have the following abilities.

DETECT ALLEGIANCE™: The azri learns which deity (if any)
an adjacent person worships. Will resists. Costs 2 vitality.

ELECTROTECH: All azri study invisible mundane forces of
nature (called immateria) such as electrics, kinetics, nucleonics,
optics, and sonics. An azri can make checks using the Technics skill
(RPG, pg 177) and enjoys a +2 bonus on Mechanics and Technics
checks. These bonuses are already in the statistics block.

FAITH OF URAKAI: Urakai does not grant boons (and in fact
may not even exist). Thus, an azri can expend 1 faith point as a swift
action to gain a +1d6 bonus on his next d20 roll that round.

FIREARMS PROFICIENCY: An azri is proficient with firearms
and enjoys a +2 bonus on Mechanics checks, or +5 to make and repair
firearms. These bonuses are already in the statistics block.

FLURRY OF BLOWS: Instead of a single Unarmed Strike (see
below), an azri may make 2 unarmed attacks, each attack with a -2
penalty to his attack roll. He can direct the blows to the same foe or
to 2 different foes.

LIGHT ARMAMENTS: All azri are trained with light armor,
the quarterstaff, and light blades.

REDACTIONM: The azri touches a book or scroll and causes
content within it that is contrary to the teachings of Urakai to be
blacked out and unreadable. The azri also learns what percent of the
content is affected. If the azri expends 1 vitality, he instead engulfs
the book in fire and reduces it to ashes in 1 round.

SEDUCTIVE FAITH:The azri targets 1 sentient creature outside
of combat. If the azri beats the target’s Will, he consumes the target’s
attention with religious fervor for 4 hours + 1 hour per level, during
which time the target suffers a -5 penalty on Perception checks and
does not move more than 30 ft from the azri. Even if it saves, the target
is distracted for 1 minute. If the locale is religious, apply a -2 penalty
to the target’s save. Conversely, modify the roll by +5 if the target is a
cleric or paladin or has the Believer or Heretic theme. The target gets a
new save whenever it notices an attack roll or aggressive use of magic.

TRUE SIGHT™: An azri can see through all illusions, disguises,
and concealments for 1 round. This reveals secret doors and invis-
ibility. It also bypasses the Nondetection ability. Costs 5 vitality.

IMPROVED UNARMED STRIKE: An azri can use his entire
body including fists, feet, head and torso to deliver 1d6 damage as
a melee weapon. Reflex resists. Apply a +2 bonus to the attack roll
and add +5 to the damage roll in addition to the azri’s Strength mod-
ifier. These benefits are already in the statistics block.

UNSHAKABLE DEVOTION: No magical effect can alter an
azri’s faith in his deity, Urakai.

AZRI ASCENDANT MASTER (LVL 11)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, and the following
abilities.

AZRI APOTHEOSIS™M: After 1 day of work, the ascendant mas-
ter permanently changes an adjacent willing person into an azri. The-.
procedure inflicts 2d6 wound damage and grants the target a +10
bonus on Disguise checks to not be recognized as his previous self.
The target must be at least 6th level to live through the ritual. Excess
class levels beyond 7 are retained as class levels. Costs 5 vitality.

PAIN OF ETERNAL SEPARATION™: One adjacent living ¥
creature must resist using Will or be reduced to -1 wounds and
begins dying. Even if it successfully resists, it suffers 3d6 pain dam-
age. Costs 5 vitality.

PAIN UNTO DEATH: An adjacent foe suffers 2d6 pain dam-
age, or is slain outright if it is level 2 or lower.

RESPECT: Boost Intimidate and Nobility checks by +5.

SEED OF DEVOTION™:The ascendant master causes an adja-
cent person to slowly adopt the worship of his deity, Urakai. Each
day, the target feels an urge to change deities and must resist using
Will or engage in self-flagellation and repentance. After it commit;
more such sessions than it has levels, its deity permanently changes
to Urakai. Miracle or Wish negates the effect. Costs 10 vitality.




Bats rule the night skies and make fine aerial mounts.

APPEARANCE & CULTURE

A giant bat is a large and fearsome version of its common cousin.
It has a 15 ft wingspan, weighs up to 200 pounds, and sports black,
brown or white fur, as appropriate to its environment of caves,
woodlands or arctic areas, respectively.

Giant bats are nocturnal and only attack if provoked, hungry or
trained to defend a particular area or creature. Savage races such
as gnolls sometimes keep bats. Goblins often
ride these bats into battle, making them
fiercesome opponents. Giant bats may also
protect sentient undead such as vampires.

A few bats are awakened to sentience, often by
shamanic undead masters or proximity to necrotic energy. Given
their nocturnal, furtive nature and taste for blood, these terrors
may become necromancers, shamans or witches.

GIANT BAT (LVL 3)
Giant bats have the following statistics.
TYPE Animal
SIZE Large
ALIGNMENT Usually neutral
DC 16

SENSES Low- light vision, blindsense

PERCEPTION +12 ; STEALTH +6 (+16in
caves)

LANGUAGES None

INITIATIVE +6

SPEED 20 ft ; FLY 40 ft
ATTACK d20+7
WEAPONSS Bite (2d6)
DAMAGE +3

ARMOR Leathery skin ; DR 2
WOUNDS 15
VITALITY 23
FORTITUDE 14, REFLEX 19, WILL 15

Q&D Damage +6 ; Vitality 17

STR 16, CON 14, DEX 23, INT 2, WIS 15, CHA 6
PRIME Dexterity and Wisdom
SKILLS Athletics +8, Acrobatics +12

FP 2 ; DEITY Greenwyrm, Nefriti or Voktra

MULTICLASSING Barbarian, necromancer, shaman or war-
lock.Only a highly sentient bat becomes a necromancer or shaman.

TREASURE Items worth 300 gp scattered below its roost

BASE ABILITIES
Giant bats have the following abilities.

DISEASED BITE: A giant bat’s bite transmits disease. When a
bitten foe fails to resist using Fortitude, it contracts a particularly
virulent form of rabies. The disease has an incubation period of 1d6
hours, after which the creature suffers permanent confusion. For an
affected creature on its turn, roll 1d4 to determine the result: 1)
attack nearest creature, 2) act normally, 3) do nothing, 4) flee at
top speed. Once a creature has successfully resisted a particular bat’s
bite, it is immune to further diseased bites from that bat.

GRAPPLE: A giant bat can grapple an adjacent foe up to 1 size
larger than itself when it beats its foe’s Fortitude. A grappled crea-
ture cannot move and can only use a Light melee weapon already in
hand. Each round, the bat must expend a move action to maintain
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the grapple, and the foe can try to beat the bat’s Fortitude as a stan-
dard action to break the grapple. If the bat desires, it can block a
grappled foe’s mouth with 1 claw to prevent speech.

IMPROVED CARRY CAPACITY: A glant bat can carry 250
pounds, or 1 Medium or 2 Small creatures in addition to other
weight normally allowed, and not be overloaded, and can drag up
to 1,250 pounds or support +8 encumbrance slots. This bonus is
equivalent to a donkey.

GRAVE BAT (LVL 5)

A grave bat is a magical beast. Its typical alignment is neutral evil.
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, +4 Intelligence,
and the following abilities.

ANIMAL WARRIOR: Apply a +3 bonus on Insight, Nature,
and Warfare checks.

RESIST COLDM: A grave bat gains +5 DR against cold
energy.

SHADOW BLENDM™: A grave bat can merge with its own
shadow for up to 1 round per level, effectively vanishing from
sight. It can see and hear in this form but cannot

\ move or use abilities except to end the effect as a move
\ action. Costs 2 vitality.

SHADOW STEP™: A grave bat can vanish and
reappear in any open space within 60 ft and line of
sight, provided it moves from and to a place of shadow

or darkness. Costs 2 vitality.

VAMPIRIC AURAM: Al living creatures except
other vampire bats within 15 ft suffer 1d6 necrotic
damage per 3 levels (round up, typically 2d6 dam-
age). Simultaneously, the vampire bat gains temporary

wound points for 5 minutes equal to the total damage
dealt to all creatures. Costs 5 vitality.

HELLSPAWN BAT (LVL 7)
A hellspawn bat is a fiend. Its typical alignment is neutral evil. Apply
+28 vitality, +2 saves, +2 attacks, +2 DR, +4 Intelligence, and the
following abilities.

AURA OF DARKNESS™: An illuminated area within 90 ft
around the bat becomes smoky and dim, and a shadowy area becomes
dark with black smoke. This works to blight normal daylight condi-
tions and the affected area shifts as the hellspawn bat moves. Costs 1
vitality per round. e

INFERNAL GOUT™: Creatures within a 15-ft cone suffer 1d6
fire damage per level (max 5d6), or %2 damage when Reflex resists. £
Costs 1 vitality.

INFERNAL PROTECTION:A hellspawn bat is immune to fir
and poison and enjoys +5 DR against all other energy types except
electricity and holy damage.

RIDE INTO HELL™: In any area of darkness, a hellspawn bat
can transport itself and up to 2 Small passangers or 250 pounds of
gear between the Mortal Realm and any evil-aligned realm of exis-
tence. Costs 14 vitality.

TAINT AURA™: As a swift action, an adjacent living creature <,
must resist using Will or gain 1 point of taint. When a creature’s taint &
exceeds its Wisdom score, its goes insane.
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BEAR
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These large furry animals are the equal of many monsters.

APPEARANCE & CULTURE
This bear is a large, ill-tempered version of its common cousins. This
bear is 10 to 15 ft long and up to 8,000 pounds with black, brown,
or white fur, as appropriate to its environment of caves, woodlands
or arctics areas, respectively.
Bears do not attack unless hungry, provoked, or trained to defend
a particular area or creature. Savage races such as gnolls sometimes
keep bears. More often, they protect fey such as dryads and nymphs.
A few bears are awakened to sentience, often by druidic magic.
Given their strength and temperament, they become warriors or
astral guardian spirits of the woodlands.

BEAR (LVL 4)
Bears have the following statistics.
TYPE Animal

SIZE Large

ALIGNMENT Usually neutral

DC 18

SENSES Low-light vision, scent

PERCEPTION +6 ; STEALTH +1 (+14 in favored terrain)

LANGUAGES None
INITIATIVE +1

h SPEED 40 ft

$ ATTACK d20+11 (+16 power grapple or knock back) ; MA
- 5 WEAPONS Bite (2d6) or 2 claws (2d6 each, 10 ft reach)

DAMAGE +9

ARMOR Thick fur ; DR 3

WOUNDS 20

VITALITY 32

FORTITUDE 23, REFLEX 15, WILL 13
SPECIALThe bear and its gear ignore cold down to -40° F.

Q&D Damage +13 ; Vitality 24

STR 29, CON 19, DEX 12,
INT 2, WIS 12, CHA 12
PRIME Strength and Con-
stitution
SKILLS Athletics +19,
Endurance +14, Intimi-
i date +19, Survival +6
14 (+11 in favored ter-
l rain)

FP 2 ; DEITY Corvis

MULTICLASSING
Barbarian, druid,
shifter or witch. Only an
awakened bear can become a druid or
witch

TREASURE Items worth 400 gp scattered deep

in its lair

BASE ABILITIES
Bears have the following abilities.

BULL RUSH:The bear shoves an adjacent target.

If Fortitude fails, the target is pushed back 1d4 x 5

ft. The bear must move at least 10 ft just

prior to using this ability.
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CHARGE: As a swift action, apply +5 damage to the bear’s next
bite or claw attack. The bear must move at least 10 ft in a straight line
just prior to using this ability.

CRUSHING HUG: A bear automatically succeeds on hugging a
grappled foe to inflict 4d6 damage. Moreover, it enjoys a +5 bonus on
any other attack rolls against that foe.

FAVORED TERRAIN:A bear is suited to 1 specific terrain type
such as caves, temperate woodlands, jungle, or arctic. In its terrain,
it enjoys a +10 bonus on Stealth and Survival checks.

IMPROVED KNOCK BACK: A bear can shove an adjacent
target. If it beats its target’s Fortitude, the target is pushed back 1d4
x 5 ft. The bear must move at least 10 ft just prior to using this ability
or be larger than its target. A bear enjoys a +5 bonus on attempts to
initiate or resist this ability.

POWER GRAPPLE: The bear grapples an adjacent foe up to 1
size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the bear must expend a move action to maintain the grapple, and the
foe can try to beat the bear’s Fortitude as a standard action to break
the grapple. The bear may block a grappled foe’s mouth with 1 paw to
prevent speech. As a standard action, the bear may move the grappled
foe 5 ft, either moving at the same time with the foe or repositioning
the foe.

SCENT: A bear can detect the presence creatures within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

SPEED BURST:The bear enjoys a 130 ft bonus to its speed

for 5 minutes. Costs 1 vitality.

GRIZZLY WARRIOR (LVL 5)

A grizzly warrior is a magical beast. Apply +7 vitality, +4
Intelligence, and the following abilities.
NIMAL WARRIOR: Boost Insight, Intimidate,
Nature, and Warfare checks by +5.
ARMOR PROFICIENCY: This bear may wear
specially designed leather armor to gain +1 DR.
The armor costs 2x normal price.

SPIRIT BEAR (LVL 6)
A spirit bear is a magical beast. Apply +14
vitality, +1 saves, +1 attacks, +1 DR, +4

Intelligence, and the following ability.
INCORPOREAL TRAITS™: This
bear is incorporeal. Mundane attacks
against incorporeal creatures have a
90% miss chance and magic attacks
have a 50% miss chance. Incorpo-
real creatures cannot handle solid
objects, can pass through solid
objects such as walls, may choose
to be invisible to enjoy a +10"
bonus on Stealth checks, and
must materialize to make attack
rolls. Materializing and dema-
terializing are swift actions that}
cost 5 vitality each:




BRAINEATER

This monster rides a person like a puppet after devouring his brain.

APPEARANCE & CULTURE

A braineater is a small monstrosity of impossible form, a pulsating
living brain atop 4 small but extremely agile clawed legs. It shows no
obvious sense organs and its body looks like it should fail against the
elements. It persists due to its incredible psionic power.

Braineaters mentally sense their prey—sentient living creatures.
No barriers or magical concealment can fool the braineater as it
tracks down prey. Those who fall to its mental assaults become its
newest home. A braineater can quickly crack open a humanoid skull
and crawl inside to take control like a puppeteer handling a puppet.
It devours the victim’s brain in the process.

Some braineaters can become incorporeal to hunt prey, and sev-
eral working together can orchestrate a cast of people toward bizarre
and malevolent ends.

Rumors describe underground cities where braineaters thrive,
each riding a meat-puppet to enjoy a variety of sadistic pleasures.

BRAIN EATER (LVL 7)
Braineaters have the following statistics.
TYPE Aberration
S1ZE Small
ALIGNMENT Chaotic evil
DC 24

SENSES Greater mindsight
PERCEPTION +12 ;
STEALTH +15 (+20 under-
round)
LANGUAGES Common,
Undercommon, and telepathy 120 ft
INITIATIVE +10

SPEED 40 ft ; CLIMB 20 ft ; SWIM 20 ft
ATTACK d20+8 ; MA

WEAPONS 4 Claws (1d3 each)
DAMAGE +1

ARMOR Mental force ; DR 5 (10 vs cold, electrical, and fire)
WOUNDS 5

VITALITY 51

FORTITUDE 15, REFLEX 20, WILL 17

Q&D Damage +8 ; Vitality 37

STR 12, CON 14, DEX 20, INT 12, WIS 15, CHA 14

PRIME Dexterity and Wisdom

SKILLS Acrobatics +15, Athletics +6, Bluff +7, Disguise +7,
Endurance +7, Insight +12, Survival +12 (+17 tracking)

FP 4 ; DEITY Maurob, Rorax or Tiamat

MULTICLASSING Elementalist, psion, rogue or warlock

TREASURE Jewelry and magic items worth 700 gp either in its
lair or on the body of the person it inhabits

BASE ABILITIES
Braineaters have the following abilities.

BODY THIEF™: As a standard action, the braineater crawls into
the open skull of an adjacent stunned or helpless Medium or Large
creature that has been subjected to its Skull Crack ability. It psioni-
cally merges with the host, devouring the host’s brain in the process
and suturing the skull to look normal. This heals all but 1 wound
point for the creature. Thereafter, the host acquires the braineater’s
mental attributes, alignment, and abilities except that it retains 1
language and 1d4 abilities that it possessed when it had a brain. The
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braineater also has the host’s memory for places, and paths to and
from those places. The body lasts for 3 days before deteriorating,
at which time the braineater uses Skull Crack to extricate itself and
acquire a new host. Only Miracle or Wish restores a host to life. A
DC 12 Insight check reveals something is wrong with the host and a
DC 18 Heal check reveals it has recently recovered from devastating
skull trauma. Costs 5 vitality to merge with host.

DETECT THOUGHTS™: The braineater notes the presence or
absence of thoughts (from conscious, sentient creatures) within a 60-ft
cone. After concentrating for a second round, it learns the number of
thinking minds and the Intelligence of each. After concentrating for a
third round, it can “hear” the current surface thoughts of 1 creature of
its choice within range for 2 minutes if it beats its Will. Costs 2 vitality.

GREATER MINDSIGHT™: A braineater automatically notices
sentient living creatures within 30 ft as if they stood without con-
cealment in broad daylight. No mundane or magical means except
Miracle or Wish can block the effect. This ability draws upon myriad
natural psychic clues including unconscious thoughts.

ID INSINUATION™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

SKULL CRACK: A braineater can crack open the skull of an
adjacent Medium or Large humanoid that is stunned or otherwise
helpless. If the braineater beats the target’s Fortitude, the target suf-
fers 2d6 wound damage as the braineater slices open its skull. Costs

2 vitality.

TELEPATHY™: A braineater wordlessly hears and speaks
with 1, some or all sentient beings within 120 ft. Communi-
cation is as natural and quick as normal speech but requires
no shared language. Affected creatures cannot so communicate

with each other. Costs 1 vitality per round.

ETHERIC BRAIN EATER (LVL 11)

Apply +28 vitality, +4 saves, +4 attacks, +4 DR, and the*
following abilities.

DISGUISE™: The braineater transmutes its surface appearance
to look like a similar-sized 4-legged creature such as a dog, This dis-
guise grants it a +10 bonus on Disguise checks for 1 hour to be
mistaken for the selected creature. Its statistics otherwise remain
unchanged. Costs 2 vitality.

HIDE MINDM: No magical ability directly detects that the
braineater has magical abilities.

INCORPOREAL SHIFT™: This braineater is naturally incor-
poreal. Mundane attacks against incorporeal creatures have a 90%
miss chance and magic attacks have a 50% miss chance. Incorporeal
creatures can pass through solid objects such as walls, may choose
to be invisible to enjoy a +10 bonus on Stealth checks, and must
materialize to make attack rolls. Materializing is a move action that
costs 5 vitality. Dematerializing take 2 rounds, during which time
the braineater is immobile and dazed. As it fades, it becomes harder
to hit with a 20% miss chance the first round and a 50% miss chance
the second round. A braineater can shift with 1 willing, grappled or {
helpless creature, which remains incorporeal for 72 hours thereafter.

MAGIC RESISTANCE: This braineater enjoys a +5 bonus on
saves to resist magic abilities. Also, when it is targeted by a_magic {
ability that does not allow a save, the braineater’s foe must beat its
Fortitude anyway, and if it successfully resists then the magic has no\
effect.

REDUCEM: The braineater or a touched ally shrinks 1 size cate-
gory for 5 minutes. The smaller size halves height, grants a +2 bonusg
to Reflex, a -1 penalty to damage rolls, a -5 penalty to Athletics™ &
checks, a -3 penalty to maximum normal wound points, a +5 bonus
on Stealth checks, -10 ft speed, and a 7/8ths weight reduction. Costs
1 vitality.

SEE INVISIBILITY™: As a standard action, the braineater
clearly notices for 1 round any invisible or incorporeal creatures
within 30 ft.

WOUNDING CLAWS: As a swift action, apply +1d2 wound %

damage to the braineater’s next claw attack that round. Costs 2 vitality.




BUGBEAR

These furry goblinoids are masters of chaos and death.

APPEARANCE & CULTURE

A bugbear is a large, savage, and hairy goblinoid. Similar to its cous-
ins the hobgoblin and goblin, it is stealthy and strong. However, bug-
bears are larger. They stand 8 ft tall, weigh 300 to 350 pounds, and
sport a large blue or black nose.

Bugbears rarely organize themselves. Instead, small war bands and
families hook themselves to a larger society of drow, gnolls, hobgob-
lins or orcs. Bugbears are capricious and have no interest in work or
planning. They like games of chance and skill, preferably involving an
artistic or interesting death for the loser. Bugbears distinguish little
between males and females. Those who hold their own, survive.

Due to their agility and love of blood-letting, they are
skilled with mechanical devices, from firearms to traps.
However, many are victims of their competitor’s machina-
tions and jokes, resulting in missing limbs.

I BUGBEAR (LVL 3)
Bugbears have the following statistics.
YPE Mutant
SIZE Medium £
ALIGNMENT Usually chaotic evil
DC 16

SENSES Darkvision, scent

PERCEPTION +5 ; STEALTH +14 (+19in
darkness)

LANGUAGES Goblin plus Abyssal, Common,
Orc or Gnoll

INITIATIVE +4

SPEED 30 ft
ATTACK d20+6 (+11 grapple or knock back)
WEAPONS Morning star (2d6, 10 ft reach),
javelin (2d6, 30 ft), garrote (1d6), hunting rifle (2d10,
80 ft) or revolver (2d6, 30 ft)
DAMAGE +3

ARMOR Hide over fur and shield ; DR 5
WOUNDS 15
VITALITY 22
FORTITUDE 16, REFLEX 17, WILL 11

Q&D Damage +6 ; Vitality 16

STR 17, CON 12, DEX 19, INT 10, WIS 10, CHA 12

PRIME Strength and Dexterity

I X SKILLS Athletics +15, Acrobatics +16, Diplomacy -4, Endurance
! +6, Mechanics +14, Trick +11, Warcraft +5
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FP 2 ; DEITY Lilith, Rorax, Thulzuur or Tiamat
MULTICLASSING Barbarian, ranger, rogue, or warlock
TREASURE Armaments and other items worth 300 gp on itself

and in its lair

' BASE ABILITIES
Bugbears have the following abilities.

UGBEAR ARMAMENTS: Bugbears are routinely trained to
use leather or hide armor and small shields, and are proficient with
the garrote, javelin, and morning star.

FIREARMS PROFICIENCY: A bugbear knows firearms.

IMPROVED GRAPPLE: The bugbear grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
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Each round, the bugbear must expend a move action to maintain the
grapple, and the foe can try to beat the bugbear’s Fortitude as a stan-
dard action to break the grapple. The bugbear may block a grappled
foe’s mouth with 1 hand to prevent speech.

IMPROVED KNOCK BACK:A bugbear can shove an adjacent
target. If it beats its target’s Fortitude, the target is pushed back 1d4
x 5 ft. The bugbear must move at least 10 ft just prior to using this
ability or be larger than its target. A bugbear enjoys a +5 bonus on
attempts to initiate or resist this ability.

SCENT:A bugbear can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

SECOND WIND: Once daily, after | minute of rest, a bugbear
recovers 4d6 vitality.

SOFT SPOT: Bugbears have a soft spot for a beloved fetish or pet
that they keep on their person or within 30 ft at all times. If the pet
or fetish is damaged, the bugbear is dazed for 1 minute or until it is

struck, at which time it behaves normally even if the pet or
fetish suffers further damage that day. Bugbears usually
seck to repair a damaged fetish rather than replace it.

¥  Thus, dead pets often become fetishes.

5 DISABILITIES & MUTATIONS

¢ In addition to its soft spot, a bugbear suffers a
Y physical limitation acquired from combat, magi-
cal experimentation or other source. Apply a
-10 ft speed penalty or a -5 Penalty to 1
save. Despite the limitation, the bugbear
remains stealthy and perceptive, drawing
upon all its wiles and senses to do so.

BUGBEAR COMMANDO (LVL 5)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the
following abilities.

DEATH STRIKER: As a swift action, the bug-
bear commando inflicts +4d6 damage on its next
ranged or melee weapon attack that round in addition
to any other damage dealt. Costs 5 vitality.

FADE™: For 5 minutes, a bugbear commando
can fade into the background. It enjoys a +5 bonus on

Stealth checks while not moving, and foes that target it
must resist using Will or ignore it in favor of attacking
another target. Costs 1 vitality.

HUMILIATE: If the bugbear commando beats an
adjacent person’s Fortitude, the foe loses 4d6 vitality, or
5 that amount even when it resists, and also sufers 1
wound damage, bursts into tears, soils itself, and either

moves back 5 ft or falls prone, as the commando desires.

WEAPON FOCUS: A bugbear commando specializes in 1
weapon: garrote, javelin, and morning star. Apply a *+2 bonus to
attacks and +2d6 damage when using that weapon. s

BUGBEAR NIGHTWITCH (LVL 6)
Apply +21 vitality, +2 saves, +2 attacks, +2 DR, and the following
abilities.

BREATHLESS WAKEM: A bugbear nightwitch can target all liv-
ing, breathing foes within 30 ft, up to 1 per level. If a target fails to”
resist using Fortitude, it is reduced to -1 hit points as its lungs choke
with shadow. Costs 10 vitality.

BULLY: If the bugbear nightwitch beats an adjacent person’s For-
titude, the foe loses 1d6 vitality and either moves back 5 ft or falls
prone, as the nightwitch desires.

MASS RESIST ENERGYM: A bugbear nightwitch and up to 1
ally per level within 60 ft enjoy +5 DR against all energy types for 5
minutes. Costs 5 vitality.

SHADOW STEP™: A bugbear nightwitch can transport itself'to |
any open space within 60 ft and line of sight, provided it moves fromﬁ, )
and to a place of shadow or darkness. Costs 2 vitality. [




BULETTE

Bulettes are foul-tempered land sharks that cruise for easy prey.

APPEARANCE & CULTURE

Bulettes cruise right beneath the earth’s surface and use their keen
sense of vibrations to locate prey. When a bulette closes in, it breaks
upward from the ground and attacks with its sharp beak and claws. A
bulette’s hide is incredibly resilient.

BULETTE (LVL 7)
Bulettes have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually neutral
DC 24

SENSES Low-light vision, tremorsense, scent
PERCEPTION +6 ; STEALTH -3
LANGUAGES None

INITIATIVE +1

SPEED 40 ft ; BURROW 10 ft

ATTACK d20+12 (+14 bite, +17 knock back) ; MA
WEAPONS Bite (4d6) or 2 claws (2d6 each)
DAMAGE +13

ARMOR Metal plating ; DR 9 (19
vs mundane ranged weapons)

WOUNDS 15

VITALITY 54

FORTITUDE 23, REFLEX 15,
WILL 16

Q&D Damage +20 ; Vitality 40

STR 27, CON 21, DEX 14, INT 2,
WIs 12, CHA 6

PRIME Strength and Constitution

SKILLS Athletics +18, Endurance +15

FP 4 ; DEITY Asmodius, Mithrais or Rorax

MULTICLASSING Barbarian, druid,
elementalist or shifter

TREASURE Magic items worth 700 gp in its

stomach

BASE ABILITIES
Bulettes have the following abilities.
DEFLECT MUNDANE ARROWS: A bulette enjoys
+10 DR against mundane ranged weapons.
IMPROVED KNOCK BACK: A bulette can shove
forcefully. If it beats an adjacent target’s Fortitude, the
target is pushed back 1d4 x 5 ft. The bulette must
be larger than its target or move at least 10 ft
just prior to using this ability. The bulette
enjoys a +5 bonus when attempting to
initiate or resist this ability.

LEAP ATTACK: A bulette may
choose to leap a distance of 10 ft
to 30 ft and attack with all 4 of its
claws without suffering the usual
penalty for making multiple attacks
at once.

SCENT: A bulette can detect crea-
tures’ presence within 30 ft by sense of smell. If a
creature is upwind, the range increases to 60 ft. If it is downwind,
the range drops to 15 ft.
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TREMORSENSE: A bulette can detect and exactly pinpoint the
location of any creature or object within 60 ft that is in contact with
the ground or a shared support such as a webbing or a beam.

DEATH'S-HEAD BULETTE (LVL 9)
This bulette is quite like a grave and resists magical attacks like the
undead. Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the
following abilities.

REFLECT MAGICM: A magic attack against a death’s-head
bulette has a 25% chance of failing and being reflected back at the
spellcaster who launched the attack. Resolve a reflected attack is if
the caster were targeting himself.

SILENT SURGE™: Once daily as a swift action, a death’s-head
bulette negates all sound in a 15-ft-radius around itself and gains a
+5 bonus on its melee attacks. The effect lasts 1 round.

STEADFAST: A death’s-head bulette cannot be dazed, stunned or
knocked unconscious. Moreover, it is immune to poison and disease
although it can still be a carrier of disease.

IRONSWORKS BULETTE (LVL 13)
An ironworks bulette is a construct. Apply +42 vitality, +3 saves, +3
attacks, +5 DR, and the following abilities.
BREATH WEAPON: An ironworks bulette has a 30-ft cone
breath weapon that inflicts 1d6 fire damage per level, or %2 damage
when Reflex resists. Costs 2 vitality.
CONSTRUCT TRAITS: An ironworks bulette does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and can-
not be raised from death if slain. It gains only 2 the benefit of cure
spells. However, once daily, it may attempt a DC 15 Mechanics check
to regain a number of wound points equal to the check result minus
15.
DEATH THROWS™:When an ironworks bulette dies,
it explodes with intense energy. All non-construct crea-
tures within 60 ft suffer fire 1d6 damage per level, or ¥2
damage if Reflex resists.
FIERY TRAITS™: An ironworks bulette sheds

fire. Also, it is immune to fire, suffers 2x damage from
cold, and causes adjacent creatures to suffer 2d6 fire
damage on its turn as a swift action.
TRAMPLE: An ironworks bulette can trample
all foes in spaces that it moves through. Foes
suffer 3d8 damage +1 point per level,
or V2 damage if Reflex resists.




CHANGELING

These thieving, deadly shape changers can blend in anywhere.

APPEARANCE & CULTURE

Changelings are weird creatures that can adopt the appearance and
mannerisms of any person. In order to mimic a person, a change-
ling must slay him. Thus, changelings are greatly feared. Moreover,
as the person dies, the changeling steals its mind in order to better
impersonate it.

Some sages believe that a changeling’s maze-like chaotic mind
lacks a coherent identity of its own. Thusly, changelings seek to
replace interesting and powerful individuals in order to gain a sem-
blance of self. Other sages propose that changelings are evil fey that
have become lost and desperate in the Mortal Realm. Whatever their
origins, changelings are useful allies and dangerous foes.

A changeling can read anyone’s mind, act as a master ventrilo-
quist, and fake numerous skills. The oldest, most adept changelings
can even mimic magical abilities. Legends cite numerous examples
of changelings disrupting empires, separating lovers, and generally
bringing ruin using this small set of powers.

Changelings reproduce by budding. They swap the bud with a
genuine newborn infant, and the young changeling grows up with
mortal parents, believing itself mortal until it reaches young adult-
hood when its true nature manifests. At this point, it may struggle to
decide how to live. Many changelings start with good intent, aiming
to engage in mind-reading and such for only good or minor pur-
poses. Trouble follows, someone dies, their curse sets in, and from
there the cycle of mayhem and confusion spirals out of control.

There are old and powerful changelings that can mimic others’
magic, magically disguise their tracks, teleport to safety, and even
conjure mirages to truly mislead foes. Rather than stalk lone victims,
these changelings may create elaborate narrative deceptions.

. \ CHANGELING (LVL 4)
: Changelings have the following statistics.
TYPE Aberration
S1ZE Medium
ALIGNMENT Always chaotic
DC 18

SENSES Low-light vision

PERCEPTION +7; STEALTH +11

LANGUAGES Common plus 6 other languages of its choice
INITIATIVE +4

SPEED 40 ft

ATTACK d20+4
WEAPONS Slam (1d6)
DAMAGE +1

ARMOR Leathery skin ; DR 2

WOUNDS 6

VITALITY 29

FORTITUDE 13, REFLEX 15, WILL 16

SPECIAL Immune to sleep, charm, and polymorph effects

Q&D Damage +5 ; Vitality 21

STR 12, CON 12, DEX 12, INT 12, WIS 15, CHA 13

PRIME Wisdom and Charisma

SKILLS Bluff +16 (+26 to impersonate), Disguise +6 (+26 in
mortal form), Insight +17

FP 2 ; DEITY Tanish, Corvis or Tiamat

MULTICLASSING Bard, druid, gallant, or witch

TREASURE Armaments and other items worth 400 gp on itself
and in its lair

L

u *$< C]ﬁaPter 4. Creatures

T

BASE ABILITIES
Changelings have the following abilities.

CURSE OF FORGETTING™: All changelings are cursed to
forget their identity and past events. Recalling events that occurred
more than a month, year or decade prior requires a successtul DC 5,
10, or 20 History check, respectively. Some changelings struggle to
record their lives in a journal, which they hold jealously,

DETECT THOUGHTS™: The changeling notes the presence or
absence of thoughts (from conscious, sentient creatures) within a 60-ft
cone. After concentrating for a second round, it learns the number of
thinking minds and the Intelligence of each. After concentrating for a
third round, it can “hear” the current surface thoughts of 1 creature of
its choice within range for 2 minutes if it beats the target’s Will. Costs 2
vitality.

HIDE MIND: No magic ability can directly detect that the
changeling has magical abilities.

JACK OF ALL TRADES: As a move action, apply a +2 bonus
to any 1 skill check it makes that same round. Costs 1 vitality.

MIMIC FORMM: A changeling can alter its appearance to
match that of a nearby Small or Medium dead person. While in the
adopted form, apply a +20 bonus on Disguise checks to appear as
that creature. If the creature died within 3 rounds of using this ability,
the changeling can read the remnants of its thoughts to enjoy a +10
bonus on Bluff checks to act like that person. A changeling heals all
damage when it changes form. Once it adopts a new form, it cannot
access any previous ones. Costs 5 vitality.

VENTRILOQUISM: The changeling projects its voice to any
space within 30 ft. Creatures that fail to resist using Will perceive its
voice comes from the projected space. Creatures that succeed may
attempt a DC 28 Perception check to learn its true location. Costs 1
vitality.

CHANGELING WEIRWORKER (LVL 6)

This changeling is a dangerous witch-like creature. Apply +14 vital-
ity, +1 saves, +1 attacks, +1 DR, and the following abilities.

MIMIC MAGIC: When a changeling weirworker uses Mimic
Form to match a person’s appearance, it may also steal some of its
abilities. It can select and use 2 basic class abilities and 1 intermediate
class ability of its choice. When the changeling matches a new victim,
the old abilities vanish and are replaced by new ones. Costs 5 vitality.

NONDETECTION™: For 1 hour, the changeling cannot be tar-
geted by the following abilities: Detect Alignment, Detect Magic,
Detect Magic User, Detect Thoughts, Far Sight, Forced Sense Link,
Learn True Name, Locate Creature, Probe Thoughts, Scrying, and See
Invisibility. These abilities detect nothing about it. This ability works
even when unconscious. Costs 2 vitality.

SLAY LIVING™: One adjacent living creature must resist using
Will or be reduced to -1 wounds. Even if it successfully resists, it
suffers 3d6 pain damage. Costs 5 vitality.

TRICKSTER (LVL 9) .
A trickster changeling can conjure false environments. Apply +35
vitality, +2 saves, +2 attacks, +2 DR, the weirworker’s abilities, and
the following additional abilities.

BLINK™: As a move action the trickster briefly vanishes and then
reappears up to 15 ft away in a spot of its choice. Costs 2 vitality.

COURTLY RUSE: Boost Bluff and Nobility checks by +5.

FIGMENT™: As Mirage (see below), but only visual and auditory ele-
ments. A creature that touches the illusion has a 50% chance to notice the
ruse. Costs 5 vitality.

MIRAGEM: The trickster creates an illusion of up to 5 creatures,
objects, copses or buildings with full auditory, visual, tactile, olfac-
tory, and thermal elements. Each illusion can be as small as a house
fly or as large as a keep or ancient dragon. The illusion functions as if
it were real. If a creature actively attempts to disbelieve, the trickster

must beat its Will or the effect ends for that creature. The illusionm:_
{

lasts for as long as the trickster concentrates as a standard action each ™ e
round + an additional 1d4 rounds. Costs 10 vitality.




CHERUB

These tiny, playful guardian angels protect good mortals from harm.

APPEARANCE & CULTURE
Cherubs look like rosy-cheeked halfling children with fluffy white
wings and pure hearts. They enjoy laughter and play, and sages
believe they are formed from the souls of good children. A cherub
stands about 20 inches high and weights around 13 pounds.

Despite their childish appearance and playfulness, cherubs have
the mental aptitude of adults and wisdom of angels. They often fill
assignments to protect mortals from harm, particularly from the
machinations of their nemesis, the imp, and other fiends. Clerics
have been known to gain a cherub companion as a blessed gift of
recognition for their devout service.

CHERUB (LVL 2)
Cherubs have the following statistics.
TYPE Celestial
SIZE Tiny
ALIGNMENT: Always good
DC 14

SENSES Heavensight
PERCEPTION +12 ; STEALTH +17
LANGUAGES Common and Celestial ; also,

understand Abyssal and Infernal but never speak it

INITIATIVE +2

SPEED 20 ft ; FLY 50 ft.
ATTACK d20+3

WEAPONS Slam (1d3, no reach)
DAMAGE -2

ARMOR Holy aura ; DR 4 (6 vs electrical and holy
damage)

WOUNDS 2

VITALITY 14

FORTITUDE 11, REFLEX 15, WILL 15

SPECIAL Dodge

Q&D Damage +0 ; Vitality 10

STR 6, CON 10, DEX 15, INT 10, WIS 15, CHA 15
PRIME Dexterity and Wisdom
SKILLS Diplomacy +7, Heal +12,

Insight +12, Religion +5

FP 1 ; DEITY Any good deity such as Solari (LG), Esmariah
(NG), Stolgar (NG), Iris (CG) or Tanish (CG).

FAVORED CLASS Bard, cleric, invoker or paladin

TREASURE Tiny bow worth 200 gp

BASE ABILITIES
Cherubs have the following abilities.

ALTERNATE FORMM™: Cherubs rarely show their true form.
Instead, each cherub has a unique disguise such as a dog, eagle or
ferret. The choice of disguise is permanent and cannot be changed. A
cherub enjoys a +20 bonus on Disguise checks to be confused with a
normal animal of the kind selected. Changing to or from its disguise
is a standard action that costs 1 vitality. While disguised, a cherub can
use its usual attacks and abilities.

DODGE: As an immediate action, the cherub ignores 1 melee
weapon attack before it knows whether it has been hit. Requires
Dexterity 15+ and works only in light or no armor. Costs 2 vitality.

CURE AILMENT™: The cherub removes 1 ailment from itself
or a touched ally. Ailments include confusion, discase, exhaustion,
fatigue, infertility, insanity, nausea, poison, and taint. This ability does
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not remove curses such as mummy rot or lycanthropy. Costs 2 vitality.

DETECT EVIL™: The cherub learns whether fiends and/or
undead are present within a 30-ft cone.

HOLY BLAST™:The cherub projects a 15-ft cone of luminous
holy energy. The energy harms aberrations, undead, and fiends while
leaving other creatures unscathed. The damage equals 1d8 + the
cherub’s level. Costs 1 vitality.

INVISIBILITY™: The cherub or a touched ally turns invisible
for 5 minutes or until the subject makes an attack, at which time the
invisibility ends. Invisibility grants a +10 bonus on Stealth checks
and refuses line of sight. Costs 2 vitality.

LAY ON HANDS™: A cherub’s touch heals an ally’s wound dam-

age. The amount of wounds healed equals 1d8 + the cherub’s level. A
creature can benefit 3x per day if it is good, 2x per day if it is neutral,
and once daily if it is evil.
MORTAL BOND:A cherub may enter into a special bond with
a good mortal. It can maintain only 1 such bond at a
time. When bonded, it is completely loyal and does
its best to provide aid. The cherub and its master
always know each other’s general health and dispo-
sition.

WISEKIND CHERUB (LVL 4)

Apply +14 vitality, +1 saves, +1 attacks, +1 DR,
and the following abilities.
ARTISTIC MIEN: Boost Acrobatics and Music
checks by +5.

DETECT MAGIC™: The cherub learns whether

magic is present or absent within a 15-ft cone. The next
time it scans the same area, it learns the exact location
(within 5 ft) and name of 1 magic ability present. This abil-
ity cannot locate invisible creatures or detect illusions.
PROTECTION FROM EVIL™: For 5 minutes, the crea-
ture touched enjoys a +5 bonus to DR and saves to resist attacks by

aberrations, fiends, and undead. Also, the target ignores effects of +

possession by such creatures. Costs 2 vitality.

REVIVIFY™: The cherub restores to life an adjacent creature
that has died within the past 3 rounds. The creature returns with 1
wound point. Ailments at its time of death remain. Costs 5 vitality.

UNSHAKABLE FAITH: No magical effect can alter the cher-
ub’s alignment or the alignment ofa good ally within 15 ft of it.

HEAVENSENT CHERUB (LVL 6)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, all the abilities of
the wisekind cherub, plus the following additional abilities.
COMMUNEM: After 1 hour of prayer, the cherub receives a
response (yes/no/maybe/irrelevant) from its deity regarding a
number of questions up to its level. Questions must be 10 words or
less. Costs 25 vitality.
DEATH WARD™: For 2 minutes, the cherub or a touched ally
is immune to the effects of all ailments, curses, and necrotic energy
damage. Costs 2 vitality for the cherub or 5 vitality for an ally.

SALVATOR CHERUB (LVL 8)
Apply +42 vitality, +3 saves, +3 attacks, +3 DR, all the abilities o
the wisekind and heavensent cherubs, plus the following additional
abilities.

IMPROVED PRAYER™: For 5 minutes, the cherub and allies
within 60 ft enjoy a +2 bonus on d20 rolls while foes within 60 ft suf:
fer a -2 penalty on d20 rolls. Costs 2 vitality.

REFRESHMENT™: As a move action, allies within 30 ft imme-
diately recover from fatigue and fear effects, and exhaustion and nau-
sea become fatigue. Costs 2 vitality.

REGENERATEM: The cherub restores 1 lost limb or organ such as
an eye or arm of an adjacent ally after 1 minute of work. Costs 5 vitality.

RESIST ENERGY™: For 5 minutes, the cherub or a touched
ally enjoys +10 DR against 1 energy type, or a +2 bonus versus all
energy types. Costs 1 vitality.




CHIMERA

These bizarre creatures are the products of a mad wizard’s magic.

APPEARANCE & CULTURE
A chimera is a 3-headed blend of lion, goat, and dragon. The dragon

head can speak and breathe fire. The lion head grants a sensitive nose
and a terrible roar. The goat head can gore foes and is the source of
the chimera’s unruly disposition. Finally, a chimera’s furry hide is
infused with abyssal magic that helps it resist energy and weapons.

Chimeras have a foul temperament and often insult foes. Even
when reasoned with, they tend to do the opposite of what others
desire. Their dragon blood promotes avarice and they love consum-
ing live warm flesh, especially of people. A smart traveler might be
able to bribe a chimera with gold, magic or a live sacrifice. But even
then, little is assured. As with dragons, treasure hunters often seek
out chimeras in order to thieve their precious hoards.

Most chimera lair alone. They can just barely stand their own kind
long enough to mate. They occasionally meet with dozens of others
in giant convocations lasting a few days around a wide watering hole.
Typically, these occur under the forceful paws of a chimera packlord.
Chimeras mate in trios, though the exact nature of their rituals and
anatomy are unknown.

Every generation, a few chimera packlords are born. They grow
to be notably stealthy, tough, perceptive, and knowledgeable. They
bully their own kind with ease. Even worse, every few centuries, a
kingslayer chimera appears. It resists all but the mightiest magic, can
return from death, and kill in a single blow.

CHIMERA (LVL 8)
Chimeras have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually chaotic evil
DC 26

SENSES Darkvision, scent
PERCEPTION +5 ; STEALTH +7
LANGUAGES Abyssal and Common
INITIATIVE +2

SPEED 40 ft ; FLY 40 ft

ATTACK d20+9 ; MA

WEAPONS Bite (2d6) or 2 claws (1d6 each)

DAMAGE +3

SPECIAL When 2 claws hit, apply +1d6 raking wound damage.

ARMOR Tough scaly hide ; DR 6 (8 vs all energy types)

WOUNDS 15

VITALITY 61

FORTITUDE 19, REFLEX 18, WILL 16

SPECIAL Apply +2 vs magic ; Evasion ; Defensive Maneuver
Training

Q&D Damage +11 ; Vitality 45

STR 17, CON 21, DEX 14, INT 10, WIS 10, CHA 8
PRIME Strength and Constitution
SKILLS Arcana +5, Survival +5

FP 4 ; DEITY Maurob, Rorax or Tiamat
MULTICLASSING Barbarian, rogue, shifter or wizard
TREASURE Items worth 800 gp scattered around its lair

BASE ABILITIES
Chimeras have the following abilities.
BREATH WEAPON™: A chimera’s dragon head produces a
breath weapon. The breath is a 30-ft cone or a 60-ft line, and the
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damage is either acid, cold, electrical, fire or sonic. The breath
weapon inflicts 1d6 damage per 2 levels (typically, 4d6) of the
selected energy type. Reflex resists for /2 damage. The chimera must
wait 1d4 rounds between each use of this ability. Costs 2 vitality.

DEFENSIVE MANEUVER TRAINING: When a foe targets
a chimera with the Bull Rush, Disarm, Feint, Trip or Grapple ability,
apply a +5 bonus on its save to resist.

DETECT MAGIC™: The chimera learns whether magic is pres-
ent or absent within a 15-ft cone. The next time it scans the same
arca, it learns the exact location (within 5 ft) and name of 1 magic
ability present. This ability cannot locate invisible creatures or detect
illusions.

EVASION: A chimera can avoid attacks with great agility. When
it successfully resists an attack using Reflex, it takes no damage as it
dodges out of the way. It still takes full damage when it fails to resist.
The chimera does not gain this benefit when it is helpless or wearing
heavy barding,

GORE ATTACK: One adjacent foe suffers 1d6 damage per
level, or %> damage if Reflex resists.

ROAR: All living creatures within 30 ft and hearing range are
shaken for 5 minutes, or 1 round if Will resists. Costs 2 vitality.

SCENT: A chimera can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

SECOND WIND: Once daily, after | minute of rest, a chimera
recovers 4d6 vitality.

SORCEROUS MAGICM: From its dragon heritage, a chimera
knows some minor magic. Select 2 magic basic abilities for which it
qualities from any class. The chimera can use these abilities.

CHIMERA PACKLORD (LVL 10)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

DAZING BLOW: As a swift action, the chimera augments its
next melee attack that round, such that the struck target must resist
using Fortitude or be dazed for 1d4 rounds in addition to any other
effects. Costs 5 vitality.

DEFY MAGIC: A packlord chimera enjoys a +5 bonus on saves
to resist magic abilities. Also, whenever it is targeted by a magic abil-
ity that does not allow a save, its foe must succeed on an attack roll
anyway, and if the chimera successfully resists using Fortitude then
the magic has no effect.

PACKLORD SKILLS: Apply a +5 bonus on Arcana, Intimidate,
Perception, and Stealth checks.

KINGSLAYER CHIMERA (LVL 17)
Apply +63 vitality, +4 saves, +4 attacks, +4 DR, the chimer pack-
lord’s abilities, and the following additional abilities.

GREATER DIEHARD:When this chimera falls below 0 wound
points, it is not unconscious. Instead it is conscious and can continue
to take a single move or standard action each round until it reaches _
-20 wounds, at which time it dies.

IMMUNITY TO MAGIC:A nightmare chimera is immune to
all magic attacks and effects—beneficial, baleful or otherwise—that
allow a save to resist. Moreover, even attacks that allow no save have
a 50% chance to fail against a flesh golem. .

INSTANT KILL: An adjacent foe suffers 5d6 damage from the
nightmare chimera’s bite, claws or other melee attack, or is slain
outright if it is level 5 or lower.

RETURN FROM DEATH™: Whenever the nightmare chi-
mera dies by violence, it automatically returns to life and full health
under the next full moon. Its original corpse vanishes in mist as its
new body forms at a locale of its choice that it has visited. Miracle or
Wish blocks 1 instance of its return.

RULER OF AGES: Boost Appraise, History, Intimidate, and
Nobility checks by +5. I

WOUNDING STRIKE: As a swift action, add +3d4 wound "9 |/

damage to the chimera’s next attack in addition to any other damage.




CHOKER *

These vicious predators lurk underground and grab items.

APPEARANCE & CULTURE
Chokers are nasty predators that lurk in caves and thick grottoes.
They love shiny magic items and delight to slay people for food and
sport. Most of all, they relish the taste of warm halfling flesh.

They are about 3 ft high, not counting their long tentacles, and
weigh about 35 pounds. They have a generally humanoid shape.
However, their twisted faces quickly betray their monstrous nature,
and they sport long tentacles instead of arms. The hands and feet
have spiny pads that help the choker grip almost any surface.

A choker likes to perch near ceilings and at intersections, arch-
ways, wells, or staircases. It attacks creatures of almost any size, but
prefers lone prey of its own size. If its very hungry, it may attack a
group, but it waits to grab the last creature in line.

The so-called weeping choker lurks far underground or in only the
foulest overgrowth woods. It can briefly disguise itself as a child or
small adult who asks for help. Helping might involve 1 person need-
ing to climb into a tree, crevice or other area that isolates it from its
allies and complicates escape. When someone foolishly
goes ahead to help, it attacks with ravenous abandon.
Some weeping chokers grow to a full adult’s size.

Warlocks or psions sometimes break a
choker’s wild streak to use it a nasty
companion. The choker serves its
master out of fear and to enjoy
occasional vile rewards, and it is
prone to act rashly.

CHOKER (LVL 3)
Chokers have the following

statistics.
TYPE Aberration
S1ZE Small
ALIGNMENT Usually chaotic evil
DC 16

SENSES Darkvision
PERCEPTION +6 ;
STEALTH +20
LANGUAGES Half-
and Undercommon
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SPEED 20 ft ; CLIMB 20 ft

ATTACK d20+4 (+9 grapple) ; MA

WEAPONS 2 tentacles (1d3, 10-ft
reach) or bite (1d4)

DAMAGE +3

ARMORTough hide ; DR 3
WOUNDS 5
VITALITY 23
FORTITUDE 14, REFLEX 16, WILL 14
SPECIAL Apply +5 to resist charm and sleep magic

Q&D Damage +6 ; Vitality 17

STR 16, CON 14, DEX 17, INT 5, WIS 13, CHA 6

PRIME Strength and Dexterity

SKILLS Acrobatics +18, Athletics +13, Dungeoneering +2,
Trick +13

FP 2 ; DEITY Rorax or Tiamat
FAVORED CLASS Elementalist, psion, rogue or shifter
TREASURE Items worth 300 gp scattered in its lair
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ASE ABILITIES
Chokers have the following abilities.

CHOKE: A choker inflicts 4d6 damage as a swift action at the
start of each round that it is holding a foe using Grapple.

JUMP: A choker can leap outward, downward or upward up to 30
ft as a standard action without a running start or Athletics check or fear
of harm on impact. Costs 1 vitality.

LIGHT BLINDNESS: Abrupt exposure to bright light (such as
sunlight or a Daylight spell) blinds a choker for 1 round and leaves it
dazzled while it remains in the lit area. A dazzled choker suffers a -1
penalty on dice rolls and saves.

PHRENIC MIND:The choker uses 1 psion ability of its choice.

POWER GRAPPLE: The choker grapples an adjacent foe up to
1 size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the choker must expend a move action to maintain the grapple, and
the foe can try to beat the choker’s Fortitude as a standard action to
break the grapple. The choker may block a grappled foe’s mouth with
1 tentacle to prevent speech. As a standard action, the choker may
move the grappled foe 5 ft, either moving at the same time with the

foe or repositioning the foe.

WEEPING CHOKER (LVL 6)
This choker is Medium size. Apply +21 vitality, +2 saves,
+2 attacks, +2 DR, and the following abilities.

BLINDSENSE: A weeping choker has echoloca-
tion. It emits odd noises that allow it to notice and locate
creatures within 30 ft from all directions.

BODY SHIELD: Whenever this choker is tar-
geted by a foe, it can make its grabbed victim the target
instead of itself as an immediate action. The choker cannot , 2
redirect attacks made by a creature it is currently grab-
bing.

DgETECT MAGIC™: This choker learns whether magic
is present or absent within a 15-ft cone. The next time it
scans the same area, it learns the exact location (within 5
ft) and name of 1 magic ability present. This ability cannot
locate invisible creatures or detect illusions.

ENTANGLE™: This choker can evoke and ani-
mate plant life in a 15-ft radius around a point up to 30 ft
away. Each round, creatures in the area must resist using
Reflex. Those that fail are held tightly and unable to move
or take actions. All others move at half speed and suffer a
-2 penalty on all d20 rolls. The effect lasts 5 minutes. This
only works outdoors or underground. Costs 2 vitality.

éU ICK TRAP: This choker can make single—use non-
magical traps such as deadfalls after 2 minutes of work.

The trap activates when a creature steps into a desig-
nated 5-ft space. The trap has Perception and Mechanics |

DCs of 15. When triggered, the trap dazes the creature {

for 1 round (no save). Adjacent creatures must resist [
using Reflex or also be dazed for 1 round. The trap does

not reset itself. The cost is free if it can be used only once,
or 25 gp if it is built for reuse. ?

SNATCH: The weeping choker targets an item held or worn by
an adjacent foe. If the choker beat its Reflex, it takes the item for
itself. The choker must have at least 1 tentacle free and the object
must weigh 5 pounds or less. If the target holds the item in 2 or mor,
hands or wears it (such as around its wrist, neck or waist) then apply
a -5 penalty to the choker’s attack.

WEEPING FORM™: This choker can magically transmute
itself to acquire the appearance and manner of any Small or Medium
person. The effect lasts for 2 minutes or until the choker moves, at
which time the effect immediately ends. Typically, the choker feigns
tears or pleas for help as a halfling, In this form it enjoys a +20 bonus -
on Bluff and Disguise checks. If it tries to look like a specific person
it has met before, the skill bonuses are only +10. Costs 2 vitality.




CLOAKER

These flying manta rays prowl dark caves and lightless forests.

APPEARANCE & CULTURE

A cloaker is a monster of the night, a flying horror that lurks in shad-
owy places, waiting for warm bodies to act as hosts for its eggs. The
cloaker gets its name from how it grapples foes within its wings.
Once it engulfs its prey, it can happily deliver bites to make a meal
of its prey or implant eggs into the prey’s stomach. The eggs are dif-
ficult to find and remove because they are composed of shadow stuff.
Cloakers can also emit a terrible moan. The moan results in sleepi-
ness, nausea or fear depending on the modulation. Thankfully, cloak-
ers are blind in sunlight and shy away from lit places.

A true horror is the void cloaker, which often roams in airless
environments and steals the breath of its living foes. It lives off of
shadow with no need to feed, though it enjoys killing for sport.

CLOAKER (LVL 4)
Cloakers have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually neutral evil
DC 18

VISION Darkvision, low-light vision, and nethersight
PERCEPTION +5 ; STEALTH +13
LANGUAGES Undercommon

INITIATIVE +7

SPEED 10 ft ; FLY 40 ft

ATTACK d20+7 (+8 bite, +13 grapple)
WEAPONS Bite (3d6) or tail slap (2d6)
DAMAGE +5

ARMOR Leathery skin ; DR 2
WOUNDS 15

VITALITY 30

FORTITUDE 17, REFLEX 17, WILL 11

Q&D Damage +9 ; Vitality 22

STR 21, CON 14, DEX 16, INT 10, WIS 6, CHA 12
PRIME Strength and Dexterity
SKILLS Acrobatics +13, Intimidate +15, Music +6

FP 2 ; DEITY Lilith, Maurob or Thulzuur
MULTICLASSING Bard, rogue, shadowcaster or warlock
TREASURE Items worth 350 gp scattered below its roost

BASE ABILITIES

Cloakers have the following abilities.
. BLURM: For 5 minutes, melee and ranged attacks against a

cloaker suffer a 20% miss chance. Costs 2 vitality.

ENGULF: Each round when a cloaker begins its turn grappling
a foe, it enjoys a +5 bonus on attack rolls to bite the foe, and attacks
against the cloaker have a 50% chance to hit the engulfed creature
instead.

FADE: For 5 minutes, a cloaker can fade into the background.
It enjoys a +5 bonus on Stealth checks while not moving and foes
that target it must resist using Will or ignore it in favor of attacking
another target, assuming another is present. Costs 1 Vitality.

FEARFUL MOAN™: All living creatures within a 30-ft cone
are shaken for 5 minutes or 1 round if Will resists. If a creature is
5+ levels below the cloaker’s level, it is frightened instead, fleeing as
best it can or cowering if it cannot flee. Costs 2 vitality.

IMPROVED GRAPPLE: The cloaker grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
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VOID CLOAKER (LVL 12)
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a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the cloaker must expend a move action to maintain the
grapple, and the foe can try to beat the cloaker’s Fortitude as a stan-
dard action to break the grapple. The cloaker may block a grappled
foe’s mouth with 1 wing to prevent speech.
LIGHT BLINDNESS: A cloaker is effectively blind in conditions
of daylight and magical illumination such as caused by a Daylight spell.
AUSEATING MOAN: Living creatures within a 30-ft cone
are nauseated 1d4 rounds, or for 1 round if Fortitude resists. A nau-
seated creature suffers stomach distress and is unable to activate abil-
ities, concentrate, or do anything else requiring attention, with the
only action possible a single move action per turn. Costs 2 vitality.
OMNOLENT MOAN: Up to 1 creature per level within 30
ft falls asleep for 5 minutes. Apply -5 on the cloaker’s attack if a tar-
get is above 5th level. A sleeping creature’s allies can use a standard
action to wake him. Costs 2 vitality.

MIDNIGHT CLOAKER (LVL 8)

Apply +28 vitality, +2 saves, +2 attacks, +2 DR, and the following
abilities.

BLUR MAGIC™: For 5 minutes, this cloaker enjoys a 20%
chance to ignore any magic ability that targets it. Costs 5 vitality.

BREATH OF NIGHT™: A midnight cloaker can exhale an inky
cloud that causes foes within a 30-ft cone to fall unconscious for 1
hour, or be stunned for 1 round if Fortitude resists. Costs 5 vitality.

DARK LORE: Boost Arcana and Dungeoneering checks by +5.

DARKNESS™: For 5 minutes, a cloaker can create total darkness
in a 30-ft-radius area around it or an unattended object within 30 ft.
The darkness blocks vision including darkvision but not nethersight.
Attacks made against or launched by obscured foes fail 50% of the
time. The cloaker can maintain only 1 area of darkness at a time.
Costs 2 vitality.

IMPLANT EGGS: A midnight cloaker can implant a shadowy
egg in a grappled foe. If the cloaker beats the foe’s Reflex, it delivers
an egg into the foe’s torso. The egg gestates over 1d4+1 hours, sap-
ping the foe of 1 vitality per hour. Then the egg hatches, inflicting 4d6
wound damage and producing a baby cloaker that quickly dashes into
surrounding shadow. While gestating, the egg is difficult to locate
or remove because it exists in a shadowy state. A DC 28 Heal check
or a Heal spell removes the egg but also inflicts 2d6 wound damage
unless the healer makes the check by 10 or more. If a Daylight spell
or other magical light source is applied during surgery, use a DC 23
Heal check instead. Successfully diagnosing the presence of an egg is
a DC 15 Heal check.

SECOND WIND: Once daily after 1 minute of rest, a midnight
cloaker recovers 4d6 vitality.

SHADOW STEP™: As a standard action, the cloaker transports
itself to any open space within 60 ft and line of sight, provided it
moves from and to a place of shadow or darkness. Costs 2 vitality

UNSEEN IN DARKNESS™: A midnight cloaker is undetect-
able to darkvision as if it were simply not there. Other forms of”
vision including nethersight detect it normally.

Apply +56 vitality, +4 saves, +4 attacks, +4 DR, the midnight
cloaker’s abilities, and the following additional abilities. ‘
BETWEEN LIFE AND DEATH™: A void cloaker does not
need to breathe, eat or sleep. Thus, it ignores sleep effects, suffoca-
tion, hunger, and poison gas.
BREATHLESS WAKE™: As Dark Miasma, but usable once daily
and targets up to 1 creature per level within 30 ft. Costs 10 vitality.
DARK MIASMAM: The void cloaker targets 1 living, breath-
ing creature within 60 ft. If the target fails to resist using Fortitude,
it is reduced to -1 wounds and begins dying as its lungs choke with
shadow. Costs 5 vitality. I
SHADOW LEAP™: This improves Shadow Step, such that thfm_ )

cloaker can activate it as a move action. Costs 5 vitality.




CRAWLER

These giant underground scavengers hunt for meat.

APPEARANCE & CULTURE

A crawler is similar to giant, human-headed centipede. It is about
10-ft long and 500 pounds in weight with numerous skittering legs,
a toothy maw, and several writhing tentacles. It clambers up walls
and around corners, its tentacles and glowing white eyes are highly
attuned to the presence of carrion. Its voracious appetite explains
some of its size and speed. However, crawlers also feed off of the
latent psychic energy of their victims. In time, as their appetite for
flesh grows, so too do their mental faculties. These so-called doom
crawlers grow a tough stalk with a third eye that grants them extra-
sensory awareness. Many crawlers learn to rear up on their hind legs
to show their face as a lure.

CRAWLER (LVL 4)
Crawlers have the following statistics.
TYPE Aberration
S1ZE Medium
ALIGNMENT Usually neutral evil
DC 18

VISION Darkvision and scent.

PERCEPTION +12 ; STEALTH
+7 (+12 when hiding)

LANGUAGES Understands
Undercommon

INITIATIVE +2

SPEED 30 ft ; CLIMB 15 ft

ATTACK d20+4

WEAPONS Bite (1d6 +
disease) or 2 tentacles (1d4 each
+ paralysis)

DAMAGE +2

ARMOR Chitin ; DR 4

WOUNDS 10
VITALITY 30
FORTITUDE 14, REFLEX 14, WILL 14
SPECIAL Immune to poison

Q&D Damage +6 ; Vitality 22

STR 14, CON 15, DEX 14, INT 3, WIS 14, CHA 6
PRIME Constitution and Wisdom
SKILLS Athletics +12, Survival +12

FP 2 ; DEITY Rorax, Lilith or Tiamat
MULTICLASSING Barbarian, psion, shaman or shifter
TREASURE Items worth 400 gp scattered in its lair

BASE ABILITIES

Crawlers have the following abilities.

CONSTRICT: When a crawler begins its turn grappling a foe, it
can deliver 2d6 damage (no save) as a swift action in addition to other
attacks it has that round.

DISEASED BITE: A foe bitten by a crawler must resist using
Fortitude or contract filth fever. The fever begins 1d3 days after the
bite and inflicts 1d3 wound damage each day the victim fails to resist
again using Fortitude. Successfully resisting 2 days in a row ends the
discase. Otherwise, the victim continues to suffer, possibly until
dead. Cure Ailment ends the effect.

GRAB: When a crawler hits with its bite, it can attempt to use
Improved Grapple as a swift action. It can grab 1 creature at a time.

MPROVED GRAPPLE: The crawler grapples an adjacent foe
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up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the crawler must expend a move action to maintain the grap-
ple, and the foe can try to beat the crawler’s Fortitude as a standard
action to break the grapple.The crawler may block a grappled foe’s
mouth with 1 tentacle to prevent speech.

LIGHT AVOIDANCE: A crawler suffers 1 vitality damage per
round while exposed to direct sunlight and flees from a Daylight spell.

PARALYZING BITE: When the crawler successfully bites a foe,
it also delivers a strong paralytic poison. The target must immediately
resist using Fortitude or be slowed to a single move or standard action
cach round for 2 minutes, after which it has a 50% chance to be fully
paralyzed and unable to take any actions for 10 minutes. Otherwise,
the poison wears off.

SCENT: A crawler can detect creatures’ presence within

30 ft by sense of smell. If a creature is upwind, the range
increases to 60 ft. If it is downwind, the range drops
to 15 ft.

DOOM CRAWLER (LVL 8)

This psionic crawler can track and feed off
of its foes mentally. Apply +28 vitality, +2
saves, +2 attacks, +2 DR, and the follow-
ing abilities.

ABDUCTION™: Waves of
force emanate from the crawler’s
outstretched tentacles to draw in a
foe. One Large or smaller creature
within 120 ft must resist using
Will or teleport into a space of
the crawler’s choice adjacent

to it. Costs 5 vitality. £

CONSUME: The

crawler can fully swallow

a paralyzed or otherwise

helpless adjacent crea-

ture of size Small or Tiny in

1 round. It swallows a Medium

creature in 2 rounds, a Large creature

in 4 rounds, and a Huge creature in 2 minutes. Once swal-

lowed, the target suffers 1d6 acid wound damage per round until
completely dissolved. Miracle or Wish restore a disolved creature.

DEATH URGE™: The crawler can plant a powerful suggestion
in the mind of a person or animal within 30 ft and line of sight. A
target that fails to resists using Will uses the most effective means at
its disposal to harm itself, automatically striking itself for maximum
damage. Costs 5 vitality.

DEFECT MUNDANE ARROWS™: A doom crawler enjoys
+10 DR against mundane ranged weapons.

MAGIC RESISTANCE: The crawler enjoys a +5 bonus on
saves to resist magic abilities. Also, when it is targeted by a magic
ability that does not allow a save, its foe must beat its Fortitude any-
way, and if it successfully resists then the magic has no effect. .

MINDLINK™: A doom crawler can form a telepathic bond for
5 minutes with a sentient ally within 30 ft. Once the bond is formed,
it works over any distance. The crawler can maintain only 1 bond at 4
a time.

MIND THRUST™: One creature within 30 ft suffers 1d6 psy
chic damage per 2 levels, or %2 damage if Will resists. Costs 1 vitality.

MIRROR IMAGE™: The crawler conjures 1d4+1 duplicates
of itself for 2 minutes. Whenever a foe successfully strikes it, the foe
has a 50% chance to strike and dispel 1 image instead. This is a visual
illusion. Costs 2 vitality.

SCENT OF IMAGINATIONM™: The crawler can detect living
creatures within 30 ft by sensing their imagination. If a creature has
15+ Intelligence, the range increases to 60 ft. If it has 8 or lower
Intelligence, the range drops to 15 ft.
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CYCLONE

This warlike race of humanoid constructs secks to extinguish all life.

BACKGROUND & ADVENTURES

Cyclones are aggressive warriors that blend mechanical and bio-
logical parts. Sages speculate that illithrix artificers crafted the first
cyclone by planting a human brain into a warmech chassis. Today,
cyclones seck to annihilate all humanoid life except perhaps war-
mechs, whom they view with pity and subjugate as slaves. Cyclones
are often mistaken for warmechs.

Cyclones are nasty combatants. Besides their infamous whirl-
wind of bolts, they enjoy a hive-like mental link with each other that
allows them to telepathically share tactical plans. Because using the
link requires vitality, cyclones tend to speak aloud to each other, a
practice that may mislead foes about their true capabilities.

Despite their hard chassis and robotic behavior, a cyclone was
once a person and retains that person’s brain, which now serves the
cyclonic war effort. A cyclone is vulnerable to mental influence,
and if it loses control of its brain, its body becomes inert. Cyclones
take humanoid prisoners. More intelligent prisoners are made into
cyclones while the rest are put to work crafting, repairing, mining
and building, Cyclones view themselves as above work.

Cyclones ply oceans, the void between worlds, and even super-
natural realms using spellships. Typically, scouts to survey a
new region, then the scouts call their brethren to attack
en masse.

A cyclone may be tricked into recalling its
former life and personhood. When addressed
by its original name or its true name, it may be
confused long enough for foes to escape or
capture or kill it.

CYCLONE (LVL 6)
Cyclones have the following statistics.
TYPE Construct
S1ZE Medium
ALIGNMENT Usually lawful evil
DC 22

SENSES Darkvision, low-light vision
PERCEPTION +5 ; STEALTH +13
LANGUAGES Common and Mechan plus

telepathy out to 120 ft with other cyclones
INITIATIVE +3

SPEED 40 ft

ATTACK d20+7 (+9 using crossbows) ; MA

WEAPONS 2 short swords (1d6 each), halberd
(1d10, 10 ft reach), 2 hand crossbows (1d4 each, 30
ft), heavy crossbow (1d10, 120 ft), 2 shotguns (2d8, 30
ft) or claw (1d4)

DAMAGE +4 (+9 crossbows)

ARMOR Platemail chassis ; DR 6

WOUNDS 10

VITALITY 45

FORTITUDE 19, REFLEX 17, WILL 19

SPECIAL ConstructTraits, Dodge ; immune to disease and poison ;
suffer 2x electrical and psychic damage ; Defensive Maneuver Training

Q&D Damage +10 (+15 crosshows) ; Vitality 33

STR 18, CON 16, DEX 16, INT 12, WIS 10, CHA 7

PRIME Strength and Dexterity

SKILLS Acrobatics +13, Athletics +14, Craft +6, Diplomacy -7,
Handle Animal -5, Heal +5, Insight -5, Intimidate +14, Mechanics
+13 (+18 using a toolkit or laboratory), Pilot +5 (+10 for spell-
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ships), Survival +5 (+10 tracking), Technics +6, Warcraft +6

FP 3 ; DEITY Asmodius, Mithrais or Phane

MULTICLASSING Fighter, mageblade, marshal or ranger

TREASURE Mundane weapons and metal scrap parts worth
1,200 gp

BASE ABILITIES
Cyclones have the following abilities.

CAT FALL™: As an immediate action, subtract 30 ft from the
distance fallen when computing falling damage. Costs 1 vitality.

CONSTRUCT TRAITS:A cyclone does not bleed and is immune
to disease, nausea, and poison. It does not need to breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It must sleep
(power-down) to regain vitality. It is immortal and cannot be raised
from death if slain. It gains only > the benefit of cure spells. How-
ever, once daily, it may attempt a DC 15 Mechanics check to regain
a number of wound points equal to the check result minus 15.

CYCLONIC FIREM: All foes within 30 ft suffer 1d6 damage
per level (max 10d6) from a hail of magical crossbow bolts. Apply V2
damage if Reflex resists. The ability supersedes a bolt’s usual effects.
Costs 5 vitality.

DEFENSIVE MANEUVER TRAINING: When a foe tar-
gets a cyclone with Disarm, Feint, Grapple, Sunder, Trip, apply a +5
bonus on the cyclone’s save.

DODGE: As an immediate action, the cyclone chooses to ignore
1 impending melee weapon attack before it knows whether the
attack hits. Costs 2 vitality.

ENDURE ELEMENTS: A cyclone ignores the effects of
extreme temperature. It can exist comfortably in conditions
between -40° and 140° F. Its gear is also protected. This
ability is continuously in effect even when the cyclone is
unconscious.
FIREARMS PROFICIENCY: A cyclone knows
firearms.
HIVE MIND: A cyclone can telepathically com-
municate with others of its kind. It can wordlessly
hear and speak with any or all cyclones within 120
ft. Communication is as natural and quick as nor-
mal speech. Costs 1 vitality per round.
HUMANOID BRAIN: A cyclone has a human-
oid brain that is magically sustained and linked to its body. If
it loses its brain or head, its body immediately becomes inert
though another brain can restart it. A humanoid brain that
died within the last 3 rounds can be inserted and seamlessly
merged with the chassis after 1 minute of work with a successful
DC 8 Heal check and a DC 18 Mechanics check. This process
typically subjugates the brain to the will of the cyclone hive.
Also, when a cyclone is in a null magic zone for more than 1
minute, its brain dies. A cyclone cannot be raised from death.
HUSTLE: As a swift action the cyclone gains-a_
bonus move action. Costs 1 vitality.
JUMP: A cyclone can move downward, outward
or upward up to 30 ft as a standard action without a run-
ning start or an Athletics check. Costs 1 vitality.
MAGIC BOLTS™: As a swift action, a cyclone can
cause bolts to magically appear ready to fire in its crossbow
(or crossbows, if it wields 1 in each hand). The bolts count as
magical for the purpose of striking incorporeal creatures. This ability
negates the move action normally needed to load a crossbow. Costs 1
vitality per crossbow.

PUSH BACK:The cyclone shoves an adjacent target. If the tar-
get fails to resist using Fortitude, it is pushed back 1d4 x 5 ft. The
cyclone must move at least 10 ft just prior to using this ability.

TRUE WEAKNESS: When a creature within line of sight
and hearing utters a cyclone’s original full name or true name, the |
cyclone must resist using Will or be stunned for 1 round and then ~ 8|
dazed for 1d4 rounds thereafter.




DEMON

These chaotic fiends bring howling destruction and bloody ruin.

APPEARANCE & CULTURE

Demon hordes roam abyssal realms and delight in vistas that humor
and horrify the senses. Every demon looks and behaves somewhat
differently. One demon might have cloven hooves and an obese toad-
like body, while another might be an emaciated woman cloaked in a
mantle of maggots.

Demons are chaotic and evil. They follow depraved whims and
delight to try out a thousand ways of maiming and killing. Some-
times, stronger demons rule weaker ones, but such arrangements
rarely last long. Demons regularly die from battle and accidents, and
they re-spawn just as quickly. Only the most powerful and lucky
advance to become cacodemons, ghost-like spirits that can possess
mortals. Fewer still attain the title of demon prince.

Demons, like devils, are fiends: evil spirits of the afterlife. Some
sages suggest that they are the rowdy and uncivilized siblings of the
orderly and urbane devils. Alternatively, demons are the spawn of
twisted mortal souls or the progeny of an evil god and animals.
Whatever the story, devils hunt and kill demons, and vice versa.

Woe to those who believes they can seal a pact with a demon and
live to reap a reward. A demon may choose to devour its summoner
rather than wait patiently to complete a task for a reward.

DEMON (LVL 6)
Demons have the following statistics.
TYPE Fiend
SIZE Large
ALIGNMENT: Usually chaotic evil
DC 22

SENSES Nethersight
PERCEPTION +6 ; STEALTH +13
LANGUAGES Abyssal. They understand Common and Infernal

but only higher level demons speak in these languages
INITIATIVE +5

SPEED 40 ft ; CLIMB 30 ft ; SWIM 30 ft

ATTACK d20+8 ; MA

WEAPONS Bite (1d6+1d6 acid, 10-ft reach) or 2 claws (1d6,
10-ft reach) or tail swipe (2d6, 10-ft reach)

DAMAGE +5

SPECIALIf 2 claws hit, apply +1d6 raking wound damage

ARMOR Vile leathery skin ; DR 5 (7 vs cold, electrical, and fire)
WOUNDS 7

VITALITY 44

FORTITUDE 18, REFLEX 16, WILL 14

SPECIAL Immune to acid and poison ; suffer 2x holy damage

Q&D Damage +11 ; Vitality 32

STR 21, CON 14, DEX 16, INT 8, WIS 12, CHA 3

PRIME Strength and Dexterity

SKILLS Acrobatics +7, Athletics +15, Intimidate +15, Religion
+6, Trick +13, Warcraft +6

FP 3 ; DEITY Usually Tiamat or Thulzuur. Rarely, Lilith or
Maurob

MULTICLASSING Barbarian, blackguard, rogue or warlock

TREASURE Items worth 700 gp on itself

BASE ABILITIES
Demons have the following abilities.
ACIDIC BLOOD:When an attack inflicts wound damage on the

demon, adjacent creatures suffer 2d6 acid damage from the demon’s

CORRUPTOR DEMON (LVL 9)

SKINWALKER DEMON (LVL 9)
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caustic blood splattering on them. Reflex resists for 2 damage.
Costs 2 vitality.

ACIDIC SPITTLE: One targeted creature within 30 ft suffers
1d6 acid damage per 2 levels (maximum 5d6). Reflex resists for V5
damage. Costs 1 vitality.

DEMONIC PROGENY: A demon can implant a gem-like pel-
let into an adjacent helpless or willing living creature. After 3d20
hours, the egg hatches, inflicting 3d6 wound damage on the host and
producing a juvenile demon. The juvenile immediately devours the
host, if possible, and flees if attacked (treat as a size Small demon
with 2 wounds, 5 vitality, and only a bite attack for 1d6 damage). The
juvenile grows to adult size in 3d20 hours. Remove Curse vaporizes
a demon pellet without harming the host. Other attempts inflict 1d6
wound damage on the host and kill the host if the egg is removed.
Implanting a pellet costs a demon 5 vitality and it can plant 1d6 pel-
lets daily.

HORRID JOKE™: A sentient foe within 30 ft and line of hear-
ing that shares the demon’s language suffers 1d6 pain damage per
level from a truly awful joke. Will resists for %2 damage. Costs 2
vitality.

IMMORTAL BEING™: Demons do not age, do not need to
breathe, cat or sleep, and can only be raised from death using Miracle
or Wish.

TAINT AURA™: As a swift action, the demon’s aura taints an
adjacent living creature, which must resist using Will or gain 1 point
of taint. When a creature’s taint score exceeds its Wisdom score, its

oes insane.

VISITATION™: Once daily, a demon can unerringly move itself
to a person on any realm of existence who has just uttered its tru-
ename. It can transport up to 250 pounds of gear or 1 Medium or
smaller creature with it. It automatically returns to its departure
point after 1 hour unless magically trapped.

VITALITY DEPENDENCE: Every 1d4 hours, a demon loses
1 vitality. Feeding for 1 minute on a creature that died in the past 3
rounds restores 1d4 vitality as the demon eats part of the departing -
creature’s soul. This damage cannot drop a demon below 0 vitality.

This hideous demon despoils all that it sees and touches. Apply +21
vitality, +1 saves, +1 attacks, +1 DR, and the following abilities.
CORRUPTING URGEM: A corruptor causes an adjacent per-
son to slowly become evil. Each day, the person feels an evil urge and
must resist using Will or commit an evil act. After he commits more
evil acts than he has levels, his alignment permanently changes to
evil. Miracle or Wish negates the effect. Costs 10 vitality.
GREASE™: The corruptor’s glare coats a single object or 10-ft-
square area within 30 ft with slippery, flammable grease for 5 min-
utes. Creatures that attempt to hold or use a greased object drop it
if their Reflex fails. Similarly, creatures that attempt to pass through
a greased area fall prone if their Reflex fails. A creature that runs or
uses Bull Rush or Charge in the area suffers a -5 penalty on its save.
An inclined area inflicts a -5 penalty. Using Grease on manacles grants
a +10 bonus on Acrobatics checks to escape. Magical flame lights a
reased area and inflicts 1d6 fire damage per round. Costs 1 vitality.
PROFANE REGENERATION™: When a corruptor delivers a
killing blow, it heals 1d8 wound points + 1 point per level of the foe. \\
PROTECTIVE SLIME™:The corruptor coats its skin with a slimy
red jelly for 5 minutes. Nonmagical manufactured weapons that touch
it are destroyed unless the wielder’s Reflex resists. Costs 2 vitality.
SCORCHING RAYS™: The corruptor targets up to 4 foes within
60 ft with ruby red rays. Each foe suffers 1d6 fire damage per 2 levels
(max 5d6), or /2 that amount when Reflex resists. Costs 2 vitality.

Also known as a succubus or incubus, this demon walks amongst
morals to feign and mock goodness. Apply +21 vitality, +1 saves, +1_
attacks, +1 DR, and the following abilities.

DAZING BLOW: An adjacent target must resist using Fortitude




or be dazed for 1d4 rounds. Costs 2 vitality.

DRAINING EMBRACEM: A living creature adjacent to the
skinwalker suffers 1d6 vile damage per 2 levels (maximum 10d6).
Simultaneously, the skinwalker heals 2 that amount in wound points.
Costs 5 vitality.

INFINITE FACES™: The skinwalker can alter its appearance as
a swift action to blend amongst mortals. In this form, it enjoys a +20
bonus on Disguise checks to appear as a Medium or Small humanoid.
While disguised, it can use all its movement and attack modes, selec-
tively showing what is needs to attack. Costs 1 vitality.

PAIN WEAPON™: Add +2d6 pain damage to the skinwalker’s
melee and natural weapon attacks.

SEE INVISIBILITY™: As a standard action, the skinwalker clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

WEAPON USE: A skinwalker is proficient with the dagger
(1d4 damage, 10 ft), greatsword (2d6 damage), axe (1d8 damage),
and spear (1d8, 10-ft reach, 30 ft).

VROCK DEMON (LVL 9)
This loud, obnoxious feathery demon roams abyssal skies, spreading
fear and disease. Apply +21 vitality, +1 saves, +1 attacks, +1 DR, and
the following abilities.

CONTAGION™:The vrock induces a magical disease in an adja-
cent creature. It selects the symptoms, which can vary from exces-
sive sweating to boils to bleeding from all orifices. The disease leaves
the target permanently fatigued, belays mundane healing, and inflicts
1d6 vitality damage and 1 wound damage per day until the creature
is healed using Cure Ailment and Remove Curse. Costs 5 vitality.

CRUEL PRANK: Once daily, an adjacent sentient foe is dazed
for 1 round by the vrock’s prank or stunned for 1 round if the vrock
beats its foe’s Will. Costs 5 vitality.

DANCE OF RUIN™: The vrock briefly dances and chants to
evoke a wave of crackling energy that flashes outward in a 90-ft
radius. All nonevil creatures in the area suffer 1d6 vile damage per
level, or V2 damage if Reflex resists. Costs 5 vitality

FLY: A vrock lacks a standard demon’s Climb and Swim speeds
and has a 30-ft Fly speed instead.

SPORES™: You release a cloud of spores. Adjacent
foes suffer 1d4 damage per round for 2 minutes as
the spores burrow into their skin. After 2 minutes,
the growths fall off. Cure Ailment or a DC 22 Heal
check ends the effect. Costs 2 vitality.

STUNNING SCREECH™: Your screech stuns
all nonevil creatures within 30 ft for 1 round, or dazes
them if Will resists. Creatures that cannot hear are
unaffected. Costs 5 vitality.

CACODEMON (LVL 11)

This ghostly spirit of a slain demon possesses mor-
tals. Apply +35 vitality, +3 saves, +3 attacks, +3
DR, and the following abilities.

DEMONIC POSSESSION™: Once daily, a
_cacodemon can attempt to possess a living or dead
person or animal. Possession of a dead creature causes
it to animate and act as if alive—the corpse does not
become undead, and the cacodemon cannot possess
undead. A living creature may use Will to resist. If the
cacodemon’s attack succeeds, it merges with the target.
The host loses its free will and is under the total control of
the cacodemon for 5 minutes or until Exorcism is successful
against it, at which time the possession ends. While possessing
the those, the demon does not suffer regular vitality loss due to Vitality
Dependence (see facing page). Also, the host shows an unnatural brand
on his body, and encounters with animals, celestials, and children begin
as 1 grade worse than usual. Moreover, each night there is a 1 in 6
chance that the host and cacodemon struggle in the Astral Realm,
resulting in nightmares that cause them both to awaken with only
1d4 vitality to start the day. Costs 10 vitality.
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DEMONIC SKILLS: Apply a +5 bonus on Acrobatics, Arcana,
Athletics, Bluff, Endurance, Insight, Intimidate, and Religion checks.
DEMONIC WEAKNESSES:When a cacodemon fails to resist
using Reflex against an adjacent foe who assaults it with holy water
or a holy symbol, it suffers 1d6 pain damage plus 1 wound damage.
FORCE PUSH™: One target up to size Large within 30 ft is
pushed back 10 ft, or 5 ft if Fortitude resists. If there is no room to
move back, it is knocked prone instead. Costs 1 vitality.
INCORPOREAL TRAITS™: A cacodemon is naturally incor-
poreal. Mundane attacks against incorporeal creatures have a 90%
miss chance and magic attacks have a 50% miss chance. Incorporeal
creatures cannot handle solid objects, can pass through solid objects
such as walls, may choose to be invisible to enjoy a +10 bonus on
Stealth checks, and must materialize to make attack rolls. Material-
izing and dematerializing are swift actions that cost 5 vitality each.
INDESTRUCTIBLE™: One week after being slain, a cacodemon
returns to its supernatural life with 1 wound point. This ability fails
if the cacodemon’s original bodily remains are burned to ashes with
salt (requires 2 minutes plus 1 vial of salt and a source of fire).
LEVITATEM: When you concentrate as a standard action, you
mentally move 1 target weighing up to 250 pounds a distance of 30
ft up or down.You can move yourself, a willing creature, or an unat-
tended object out to a distance of 60 ft. Costs 2 vitality.
REDOUBLE: Twice daily, a cacodemon can recover 4d6 vitality
after 1 minute of rest.
VILE VOMITM: Creatures within a 15-ft cone suffer 1d4 vile
damage per level (max 5d4), or ¥2 damage when Reflex resists.
Costs 1 vital- ity.




DEVIL

These orderly fiends are masters of deceit and traders of souls.

APPEARANCE & CULTURE

Devils are fallen angels and corrupt mortals who swear allegiance
to devil lords called balors. They are planful and rely on deceptive
speech and magical disguises to lure mortals into evil. Sages believe
that for each of the ranks of angels, there is a matching devil. Along
with horns, hooves, and fire, devils wear armor and wield weapons
with prowess. They know but disdain firearms.

Devils are oath-bound to not harm mortals. Instead, they scheme
to cull mortal souls using contracts. Devils who consume enough
souls and outmaneuver rivals rise to become balors. Devils enjoy
sinful pleasures, have an eye for gold, and often nurture schemes and
convenient arrangements that last for years.

DEVIL (LVL 9)
Devils have the following statistics.
TYPE Fiend
S1ZE Medium
ALIGNMENT: Usually lawful evil
DC 28

SENSES Nethersight
PERCEPTION +6 ; STEALTH +6
LANGUAGES Common, Infernal, Abyssal, Celestial, Genie, and

Sylvan

INITIATIVE +1

SPEED 30 ft; FLY 30 ft

ATTACK d20+7

WEAPONS Dagger (1d4, 10 ft), greatsword (2d6), mace (1d8),
longsword (1d8), spear (1d8, 30 ft), barbed whip (1d6, 10 ft reach),
horns (1d4) or hooves (1d4).

DAMAGE +3

SPECIAL Apply +2 attacks and +2d6 damage when using 1

favored weapon of the devil’s choice.

ARMOR Vile leather ; DR 4

WOUNDS 15

VITALITY 64

FORTITUDE 17, REFLEX 18, WILL 18

SPECIAL Immune to fire and poison ; apply +5 DR against all
energy types except electrical and holy damage

Q&D Damage +12 ; Vitality 46

STR 17, CON 12, DEX 12, INT 17, WIS 8, CHA 14
PRIME Strength and Intelligence
SKILLS Arcana +10, Bluff +4, Literacy +10, Warcraft +10

FP 5; DEITY Asmodius or Phane

MULTICLASSING Blackguard, fighter, rogue or warlock

TREASURE Armaments and other items worth 900 gp on itself
or in its lair

BASE ABILITIES
All devils have the followingM bilities.

DEVIL'S CONTRACT™: A devil can seal a bargain with a will-
ing person (no other creature type). The devil holds a lien on the
person’s soul and grants him 4 basic abilities, 2 intermediate abili-
ties, or 1 advanced ability of the person’s choice from any class for
a period of 24 hours. Alternatively, the bargain requests the death
of another person, a gift of 5,000 gp, the granting of a noble title,
or the carrying of the devil’s child (a tiefling). If the contract signer
dies while the contract is in effect, his soul proceeds to the devil’s
realm as a slave and cannot be restored to life by any means except
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a Wish or Miracle. Otherwise, after 24 hours the contract ends and
the person is free. A devil may sell someone’s soul, or lien on a soul,
to another devil or to a mortal for an amount equal to 100 gp x the
soul’s level squared.

FIREARMS PROFICIENCY:A devil is proficient with firearms.

IMMORTAL™: Devils do not age, do not need to breathe, eat or
sleep, and cannot be raised from death if slain.

INFERNAL GOUT™: Creatures within a 15-ft cone suffer 1d6
fire damage per level (max 5d6), or %> damage when Reflex resists.
Costs 1 vitality.

INFERNAL PROTECTION: As noted in its statistics block, a
devil is immune to fire and poison damage and enjoys +5 DR against
all other energy types except electrical and holy damage.

MORTAL FORMM: A devil can alter its appearance for 1 hour
to blend amongst mortals. In this form, it enjoys a +10 bonus on
Bluff and Disguise checks to appear as a Medium or Small humanoid
of its choice. Costs 1 vitality.

OATH OF UNHARM: A devil cannot harm a person while
in the Mortal Realm unless the devil is allowed or commanded by
contract with a person.

SENDING™: A devil can send a message of 25 words or less to
any living creature it has met before and knows by name and is pres-
ently located in the same realm of existence. Costs 5 vitality.

VILE SMITE:As a swift action when hitting a foe, apply +1d4+1
vile wound damage to 1 of the devil’s attacks made that round. Costs
2 vitality.

VISITATION™: Once daily, a devil can unerringly move itself to
a person in any realm of existence who has just uttered its truename.
It can transport up to 250 pounds of gear or 1 Medium or smaller
creature with it. It automatically returns to its departure point after
1 hour unless magically trapped.

ASSASSIN (OSYLUTH) ABILITIES
These bony killer devils have the following additional abilities.

DODGE: As an immediate action, the assassin devil chooses to -
ignore 1 impending melee weapon attack before it knows whether
the attack hits. Costs 2 vitality.

INFILTRATOR: The devil moves quietly and attentively through
shadows. Apply a +10 bonus on Perception and Stealth checks.

INVISIBILITY™: The devil or a touched ally turns invisible for 5
minutes or until the subject attacks, whichever comes first. Invisibility
boosts Stealth checks by +10 and refuses line of sight to the subject.
Costs 2 vitality.

SUDDEN DEATH™: One target within 30 ft suffers 4d6 dam-
age or V> damage if Will resists. Costs 5 vitality.

BARRISTER (LEGISTUR) ABILITIES
These flatulent devils have the following additional abilities.

DETECT LIES: Boost Insight checks by +5. Also, once daily for
5 minutes, the devil automatically notes which statements uttered in
its presence are untrue. It does not learn the truth, only what is false.

GEAS™: The devil targets 1 creature within 30 ft. If the target
fails to resist using Will and has levels less than V2 the devil’s, it is
compelled to carry out a service or refrain from some action or
course of activity, as desired by the devil, for up to 1 day per level.\-ﬂ\
The devil cannot compel a creature to kill itself or perform acts that
would result in certain death, but it can geas it to complete any other
instructions of 25 words or less. A clever target can subvert instruc-
tions. Each day that an affected creature freely chooses to disobey theg
geas, it suffers a cumulative -2 penalty to all d20 rolls to a maximum
penalty of -8. The devil can cancel the geas at any time. Remove
Curse also ends the geas. Costs 5 vitality.

LEGAL TRAINING: Apply a +5 bonus on Literacy checks, or
+20 regarding matters of law.

NOXIOUS CLOUD: The devil emits a 15-ft-radius noxious
cloud around itself. Living creatures in the area are sickened for 2
minutes (no save). A sickened creature suffers a —2 penalty on all
dice rolls and saves. Multiple effects do not stack. Costs 2 vitality.




CENTURION (HAMATULA)
ABILITIES
These spiked guard devils have the fol-
lowing additional abilities.

BARBED DEFENSE™: This
improves Impaling Barbs, such
that foes striking the devil with
handheld or natural weapons
suffer 2d6 damage from the
barbs. Weapons with reach,
such as long spears, do not
endanger their users in this
way.

ULLY: If the devil beats
an adjacent person’s Forti-
tude, the person loses 1d6
vitality and either moves
back 5 ft or falls prone, as
the devil desires.

IMPALING BARBS™:
As a swift action, infernal
barbs sprout from the devil’s
armor and skin for 1 round. If
the devil uses a standard action
and beats an adjacent target’s Fortitude, it impales the
target on the barbs, causing 3d8 damage + 1 per level.
The barbs are magical and vile weapons. This ability does
not hinder or augment any spikes the devil already pos-
sesses. Costs 2 vitality.

INFERNAL WOUN D™: Whenever the devil inflicts
damage with a melee weapon, the wound persists and the
injured creature loses 1d6 hit points each round after the first
until a DC 15 Heal check or cure magic is applied to the wound.

COMMISSAR (GUERRA) ABILITIES
These strategic devils have the following additional abilities.

ART OF WAR: Apply a +4 bonus on Bluff, Diplomacy, Nobil-
ity, Insight, and Warcraft checks.

ASSESS COMBATANTS: As a swift action, the devil learns the
level of all creatures within 30 ft and line of sight.

WARLORD GENERAL: As a move action, the devil directs
allies to act with tactical coherence. All allies within hearing range
or line of sight out to a distance of 120 ft enjoy a +2 bonus on attack
and damage rolls until the start of the devil’s next turn. They also
gain a bonus move action usable on their next turn . The allies must
be able to hear or see the devil. Costs 5 vitality.

COURTIER (ERINYES) ABILITIES
These seductive naked devils have the following additional abilities.

ANIMATE ROPE™: The devil conjures a 30-ft-long magic
' rope into its hand. By verbal command as a standard action, the rope
either extends rigidly to afford climbing, or it binds a helpless Large
* or smaller adjacent foe, or it entangles an adjacent target if it beats
the target’s Reflex. An entangled foe cannot draw items or move
from its space unless it resists using Reflex. The rope lasts 1 hour and
has 5 hit points and a DR equal to 2 the devil’s level. The devil can
only have 1 rope at a time. Costs 1 vitality.

ALSE LIGHT™: The devil speaks Celestial. Moreover, as a swift
action, it radiates a good alignment and enjoys a +10 bonus on Bluff
and Disguise checks to look and sound like a celestial, cleric or pala-
din. The effect lasts 24 hours. Costs 5 vitality.

FIENDISH MIEN: Apply a +4 bonus to Bluff, Insight, Intimi-
date, Nobility, and Religion checks.

SEDUCTION: A devil targets 1 person outside of combat. If
the devil beats the person’s Will, he consumes the target’s attention
with romance for 4 hours + 1 hour per level, during which time
the person suffers a -5 penalty to Perception checks and does not
move more than 30 ft from the devil. Even a target who resists is dis-
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tracted for 1 minute. If the locale is romantic, apply

a -2 penalty to the person’s save. The person gets
a new chance to resist whenever it notices an
attack roll.

GARDENER (ORTUS)
ABILITIES

These green, thorny plant-like devils
have the following additional abilities.

ENTANGLE™: The devil evokes

and animates plant life in a 30-ft

radius around a point up to 120

ft away. Each round, creatures in
the area must resist using Reflex.
Those that fail are held tightly and
unable to move or take actions.
All others move at half speed
and suffer a -2 penalty on all d20
rolls. The effect lasts 5 minutes.
This only works outdoors or
underground. Costs 2 vitality.
FIENDISH ROSE™: The
devil produces 1 of 5 different
roses from its open palm. Eating
the rose conveys the effect if the devil
beats the subject’s Will. A blue rose heals 1d6 wounds. A black
rose inflicts 1d6 wounds. A white rose causes the subject to fall

sleep for 2 minutes. A yellow rose intoxicates the subject for 2

minutes (25% chance dazed each round). A red rose enamours the

subject for 2 minutes, such that he won’t attack the devil unless
the devil attacks him. A sleeping subject can be awakened normally.
Eating part of the flower offers no clues or effects. Costs 2 vitality.

GARDEN CRAFT: Boost Craft and Nature checks by +5.

WOOD SHAPE™: The devil molds an adjacent woody mass
into new shapes. It affects up to 10 cubic ft + 1 cubic ft per level. It
can form lumber into furnishings, warp a door to pass it, fashion a
canoe from a fallen log, create an open window on the underside of
a ship, or so forth. Costs 2 vitality.

WOODLANDS CURSEM: A targeted creature within 30 ft must
resist using Will or begin turning into a Medium tree. Each round, it
has a 50% chance to end the effect. On the first failed try, it is limited
to a single move or standard action. On the second failed try, it can-
not act but it can still defend itself. On the third failed try it becomes
a tree. Three successful tries ends the magic. Dispel Magic halts the
progress, but only Remove Curse, Miracle or Wish reverses the final
effect. The devil may undo the magic at any time. Costs 5 vitality.

INQUISITOR (KYTON) ABILITIES
These spiteful devils have the following additional abilities.

CORRUPTING URGE™: Once per week, the devil causes an
adjacent person to slowly become evil. Each day, the person feelsan
evil urge. It must resist using its Will or commit an evil act. After it™ g
commits more evil acts than it has levels, its alignment permanently
changes to evil. Miracle or Wish negates the effect. Costs 10 vitality.

DANCING CHAINS™: The devil conjures 1 or more 30-ft-
long magic iron chains that lash out from its hands. On its verbal;
command as a standard action, each chain either extends rigidly to
afford climbing, binds a helpless Large or smaller foe, or grapples
an adjacent target if the target’s Reflex fails. A chain lasts 1 hour,
uses the devil’s attack roll, has 10 hit points and a DR equal to %2 the
devil’s level. Each chain costs 2 vitality.

DETECT THOUGHTS™: The devil notes the presence ‘or
absence of thoughts (from conscious, sentient creatures) within a
60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and the Intelligence of each. After con-
centrating for a third round, it “hears” the current surface thoughts.o
1 creature of its choice within range for 2 minutes if the devil beats
its Will. Costs 2 vitality.




MYSTIC (INIRLUTH) ABILITIES
These pale-white, wolf-like devils have the following additional abilities.
AUGURYM:The mystic devil asks an evil deity for insight regard-
ing an immediate choice it faces such as whether to open a chest or
enter a room. It receives an answer of weal (good fortune), woe
(bad fortune), or unclear (mixed fortune). The chance it receives an
answer equals 70% + 1% per level. The answer is based on the likely
outcome within the next 10 minutes. Costs 2 vitality.

CLEAR SIGHT™: As a standard action, a mystic devil ignores
the effects of concealment granted by darkness, fog, fire, and other
nonsolid phenomena as if the obscurement simply didn’t exist. The
benefit lasts 1 round.

CLOUDKILL™: The devil conjures a noxious 30-ft-radius cloud
within 90 ft. Each round a creature is in the area, it suffers 1d4 acid
wound damage, is blinded, and is reduced to a 5 ft speed. The cloud
remains for 2 minutes or until the mystic devil dismisses it. It can
only maintain 1 cloud at a time. Costs 5 vitality.

OG CLOUDM: A misty vapor rises from the ground in a 15-ft
radius circle around a point within 30 ft of the devil. The vapor
obscures all sight including darkvision beyond 5 ft. Creatures more
than 5 ft from each other have concealment (50% miss chance). The
fog is unnatural and resists normal wind, though Gust of Wind dis-
perses it immediately. This ability does not work underwater. Costs
2 vitality.

VENTRILOQUIST™: The devil projects its voice to any space
within 30 ft. Creatures that fail to resist using Will perceive that the
voice comes from the projected space. Creatures that succeed may
attempt a DC 25 Perception check to learn the devil’s true location.
Costs 1 vitality.

NIGHTHAG (NOCTORIA) ABILITIES
These purplish, bruised devils have the following additional abilities.
CONTAGION™: The devil induces a magical disease in an adja-
cent creature. The devil selects the symptoms, which can vary from
excessive sweating to boils to bleeding from all orifices. Typically, the
victim also turns purple as if from heavy bruising. The disease leaves
the target permanently fatigued, belays all forms of mundane heal-
ing, and inflicts 1d6 vitality damage plus 1 wound damage each day
until the creature is healed using Cure Ailment and Remove Curse.
Costs 5 vitality.
DETECT CORRUPTION™: The devil immediately learns
whether the adjacent person’s alignment is evil. Costs 1 vitality.
FORM HEARTSTONES: After spending 1 minute and 5 vital-
ity, an adjacent sleeping person must resist using Will or be perma-
nently reduced to a tiny bauble called a heartstone. The bauble is DR
5 with hit points equal to the person’s original wounds. It retains the
person’s facial features and overall likeness. The person can see and
hear but does not need to breathe, eat or sleep; does not age; and
cannot move or take actions except to speak. Each year that a per-
son remains in this form, it must resist using Will against the devil’s
attack or go insane (suffer permanent confusion). Miracle or Wish
reverses the effect, as does another use of this ability.
HEARTSTONE DEPENDENCEM: A nighthag devil can only
use magic abilities when holding or wearing a heartstone. Thieving
a heartstone requires a DC 28 Trick check or the use of force. If
needed, the nighthag or other creature can hold the heartstone to heal
1d6 wounds or 2d6 vitality, cure 1 disease, or end 1 curse (as desired)
for itself or an adjacent touched ally, though doing so destroys the

CREATING ANGELS & DEvILS

Angels and devils are diverse.You can make more. First, consider the
creature’s theme such as a particular virtue or vice. Also consider
what useful role the creature would fill within the ranks of its kind.
Then use the basic angel or devil statistics and add either 14 points
worth of abilities (for angels) or 9 points worth of abilities (for dev-
ils). Although devils tend to be more powerful (level 9) they lack the
diversity of angels (level 7).
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heartstone. Nighthags often trade in heartstones, a currency of souls,
but are certain to always keep 1 or 2 in their inventory at all times.

NOCTURNAL FyO RTITUDE: A nighthag devil enjoys a +5
bonus on saves to resist fear and sleep effects.

RAVENOUS NIGHTMARES™: The nighthag devil curses an
adjacent foe. Each night when it sleeps, it must resist using Will or
suffer nightmares, be exhausted the next day, and suffer 1d4 wound
damage due to oddly realistic nightmares. Remove Curse ends the
effect. Costs 5 vitality.

PIERCER (CRUOREM) ABILITIES
These four-armed archer devils have the following abilities.

EXTRA BOW ARMS™: Once daily, this devil can grow 2 bonus
arms for 5 minutes that it can use to climb, grapple or shoot bows.
This allows it to wield 2 bows at once but not 2 melee weapons. It
also enjoys a +5 bonus on Strength-based skill checks and to initiate
or resist grapples.

PRECISE SHOT: The devil can shoot or throw ranged weapons
at a target engaged in melee without taking the standard —5 penalty
on its attack.

RAPID SHOT: Instead of a single attack, the devil may make 2
ranged attacks with the same bow in rapid succession as a standard
action, each attack with a -2 penalty to its attack roll. It may aim at
the same target or different targets.

TRACK: Apply a +5 bonus on Survival checks, or +10 when
tracking in natural environments.

WOUNDING SHOT: When the devil successfully hits a foe
using a ranged weapon, apply +1d4 wound damage in addition to
any other damage dealt. The devil can apply such damage up to once
per round. Costs 2 vitality.

PUNISHER (FIAMMA) ABILITIES
These angry devils have the following additional abilities.

FLAME SKIN™: As a swift action, a devil wreaths itself in
greenish blistering flames for 1 round. Creatures that attack it in -
melee suffer 2d6 fire damage. Costs 2 vitality.

FLAME SPEARM: The devil transforms a weapon into a fiery
magical pitchfork for 5 minutes. The pitchfork has a 10 ft reach,
inflicts 2d6 damage +1d6 fire damage, and prevents a struck foe that
fails to resist using Fortitude from moving for 1 round. The flame
devil can use the pitchfork to set fire to unattended objects, causing
1dé fire damage per round until extinguished.

SPEAR OF WEAKNESS™: As a swift action, a creature struck
by the devil’s pitchfork must resist using Will or suffer 1d4 wound
damage from vile fire and become weak in addition to the pitchfork’s
other effects. Weakened foes suffer a -5 penalty to Fortitude saves
and skill checks based on Strength and Constitution and are limited
to either a move or standard action on their turn. The effect lasts 5
minutes. Costs 5 vitality.

STORMTROOPER (BARBAZU) ABILITIES
These battle devils have the following additional abilities.

BULL RUSH™: The devil can shove an adjacent target. If it beats
the target’s Fortitude, the target is pushed back 1d4 x 5 ft. The devil
must move at least 10 ft just prior to using this ability. .

DEVIL'S BEARD™: As a move action, the devil grows a vile\.ﬁ'\ \ [
beard. If the devil grapples a foe or hits an adjacent foe with a melee
weapon, the beard also hits. The struck creature takes 1d8 damage
and must resist using Fortitude or be infected with a vile discaseq
(incubation period 1 day, suffer 1d4 wound points per day). Damage
is dealt each day until the afflicted creature resists using Fortitude 3
consecutive times, once per day, or until the disease is cured magi-
cally, or the creature dies.

EARLESS: The devil is immune to fear. Moreover, a fear attack
that specifically targets the devil is reflected back at its attacker, who
must resolve the attack against itself. =

STORMTROOPER: On the first round of combat, the devil =
gains a bonus move or standard action to use a nonmagical ability.
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WARDEN (GELUGON) ABILITIES
These icy, insectoid devils have the following additional abilities.

FREEZING HANDS™: Creatures within a 15-ft cone suffer
1d4 cold damage per level (max 5d4) or 2 damage when Reflex
resists. Costs 1 vitality.

COLD IMMUNITY: This devil is immune to cold damage.

ICE SPEARM: A warden devil can transform a standard spear
into a icy longspear that inflicts +4d6 cold damage for 5 minutes.
This longspear has 15 ft reach. Costs 5 vitality.

SPEAR OF SLOWNESS™: As a move action, a warden devil
can enhance its weapon. The first foe struck during the next 1 round
must resist using Will or suffer 1d4 wound damage and also be
slowed for 5 minutes. Slowed creatures suffer a -5 penalty to initia-
tive and Reflex and are limited to either a move or standard action
on their turn. Costs 2 vitality.

BALOR DEVIL (LVL 16)
Balor devils have the following statistics.
TYPE Fiend
SIZE Huge
ALIGNMENT: Usually lawful evil
DC 42

SENSES Nethersight
PERCEPTION +6 ; STEALTH +6
LANGUAGES Common, Infernal, Abyssal, Celestial, Genie, and

Sylvan

INITIATIVE +5

SPEED 40 ft ; FLY 30 ft

ATTACK d20+11

WEAPONS Greatsword (5d6), mace (4d8), spear (4d8, 60 ft),
barbed whip (4d6, 30 ft reach), dagger (4d4, 10 ft), horns (4d4) or
hooves (4d4).

DAMAGE +3

SPECIAL Enjoys +2 bonus on attacks and +2d6 vile damage

when using 1 specific favored weapon.

ARMOR Vile leather over vile hide ; DR 8

WOUNDS 20

VITALITY 113

FORTITUDE 21, REFLEX 21, WILL 22

SPECIAL Immune to fire and poison ; apply +5 DR against all
energy types except electrical and holy; Magic Resistance

Q&D Damage +19 ; Vitality 81

STR 17, CON 12, DEX 10, INT 17, WIs 8, CHA 14

PRIME Strength and Intelligence

SKILLS Arcana +10, Bluff +4, Literacy +10, Mechanics +2,
Technics +10, Warcraft +10

FP8; DEITY Usually Asmodius or Phane

MULTICLASSING Blackguard, fighter, rogue or warlock

TREASURE Armaments and other items worth 6,000 gp on
itself or in its lair

BALOR BASE ABILITIES
A balor devil is a crafty noble amongst its kind. A balor has the abili-
ties of a specific standard devil plus the following additional abilities.
BALOR NIMBUS™: The balor wreaths itself in greenish blis-
tering flames for 5 minutes. Whenever a creature starts its turn adja-
cent to the balor, it suffers 1d6 fire damage per 2 levels. Costs 5
vitality.
DEATH THROWS™: Once daily, when a balor dies, it explodes
in a 30-ft-radius ball of hellfire that inflicts 8d6 fire and 8d6 vile dam-
age, or /> damage if Reflex resists.

ELECTROTECH: A balor devil is familiar with invisible mun-
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dane forces of nature. It can make checks using the Technics skill and
enjoys a +2 bonus on Mechanics and Technics checks (already in the
statistics block). See RPG, page 172 for details.

FLAME WHIP™: A balor targets a foe within 30 ft with a fiery
whip. If a balor beats the target’s Reflex, the target suffers 1d6 vile
damage per level (typically, 16d6). Moreover, if the balor beats its
Fortitude, the target is briefly grappled by the whip and drawn 10 ft
closer. Moreover, a creature killed by a balor’s whip falls to ashes and
cannot be restored to life except by Miracle or Wish. Costs 5 vitality.

INFERNAL BRAND™: As a move action, the balor leaves a
permanent diabolical sigil on a dazed or helpless adjacent living crea-
ture that marks the creature as the property of that balor.

MAGIC RESISTANCE: A balor enjoys a +5 bonus on saves to resist
magic abilities. Moreover, whenever it is targeted by a magic ability that
does not allow a save, its foe must succeed on an attack roll anyway against
Will, and if the balor successfully resists then the magic has no effect.

MASS IMMOLATION™: As an immediate action, any and all
foes within 30 ft of the balor burst into flames from the inside and
suffer 1d6 damage per level, or 2 damage if Will resists. Resistance
or immunity to fire works normally. The damage is /2 fire and V% vile.
Costs 5 vitality.

MASTER OF ALL TRADES: A balor can expend a move action
to enjoy a +5 bonus on its next skill check it makes that round.

RHETORICAL FEINT: As a move action, an adjacent foe suf-
fersa -5 penalty on its next Will save. The balor must be able to speak
and be heard to enjoy the effect. Costs 2 vitality.

SEE INVISIBILITY™:As a standard action, the balor devil clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

SUMMON DEVILS™: A balor can summon 1 or more devils to
serve it for 1 hour, after which the devils return to their home base.
The devils’ total levels cannot exceed the balor’s level. Devils seek to
pervert instructions when possible. Costs 10 vitality.

TONGUES™: A balor can understand and fluently use any 1 lan-
guge for 10 minutes. Costs 2 vitality.

IRILITYM: Apply +5 bonus Diplomacy checks for romance.
Also, romantic liaisons with mortals always result in offspring (typi-
cally, tieflings).

WHISPERM: For 5 minutes, the balor and adjacent creatures are
notheard talking by others and ignore Detect Thoughts. Costs 2 vitality.

BALOR DEVIL PRINCE (LVL 20)
This devil dominates all other devils. Start with the balor statistics
and abilities, then apply +28 vitality, +2 saves, +2 attacks, +2 DR,
and the following additional abilities.

APOCALYPSE™: A balor prince can call down a storm upon
foes in a 30-ft-radius circle up to 120 ft away. The storm inflicts 1d6
vile damage per level, or %2 damage if Fortitude resists. Moreover,
creatures in the area that fail to resist using Will are knocked prone
and blinded, dazed and deafened for 5 minutes. Costs 25 vitality.

CONSIGN TO HELL™: A targeted living creature within 60
ft is transported to a hellish realm where it is briefly naked, help==
less, and subjected to torture. The torture can be any damage type

(acid pool, fiery cauldron, slashing blades, piercing needles, etc). The
torture lasts 2d10 days. Each day, the target suffers 1d6 damage of
the energy type selected unless it resists using Will for %> damage.
Chaotic and good creatures enjoy a +5 bonus to resist. The creature
cannot be lowered to less than -1 hit points in any event. Afterward,
it returns to the spot it left as if no time at all has passed and is stabi-
lized and dazed for 1 round.

HELLSPAWNED MIRACLE™: Once daily, a balor prince
can request extraordinary aid from the lord of diabolical evil, Asmo-
dius. The request can move the balor and his party to safety, cure a
party from all injury and ailments, restore a party to life and 1 hit
point, banish a good creature or devastate it with 20d6 vile dam-
age, or so forth. A miracle cannot change a creature’s alignment or
have it make choices against its will. The chance the balor’s prayer ism )
answered equals 70% + 1% per level. The balor is left exhausted if [
the miracle is fulfilled. ¢




DIRE BEAST

This primaeval beast is ill-tempered, hungry, and dangerous.

APPEARANCE & CULTURE

A dire beast is a large, unusually tough version of a normal predator
or highly territorial animal such as a boar, lion, stag, tiger or wolver-
ine. Though it is a mundane animal, an unmistakable glimmer in its
eyes belies a sentient cunning and ferocity.

Carnivorous dire beasts are 12 to 15 ft long and weigh 3,500 to
6,000 pounds. They are generally patient hunters, like their smaller
cousins, but apt to take on bigger prey including people or anything
clse that moves and smells palatable. They stalk, circle, observe, test,
and finally strike whenever a target lets down its guard. Typically,
they attack by running at prey, leaping, clawing, and biting as they
rake with their rear claws. Carnivorous dire beasts will jump onto
creatures larger than themselves.

Herbivorous dire beasts are 9 ft to 12 ft long and weigh 800 to
2,000 pounds. They tend to spend most of their time grazing, root-
ing around, and staying on guard against predators. Rather than flee
danger, they viciously attack anything that approaches them. Gener-
ally, they charge opponents, trying to kick and trample foes with their
hooves or rip open targets with their antlers, horns or tusks. Though
merely skittish while grazing, these creatures can fly into a terrible
rage upon taking wound damage.

DIRE BEAST (LVL 8)
Dire beasts have the following statistics.
TYPE Animal
SIZE Large
ALIGNMENT Chaotic neutral
DC 26

SENSES Low-light vision, scent

PERCEPTION +11 ; STEALTH +7 (+12 in heavy
undergrowth)

LANGUAGES None.

INITIATIVE +2

SPEED 40 ft

ATTACK d20+12 (+17 to grapple or trip) ; MA

WEAPONS Either 2 claws or 2 hooves (1d6 each) and
either a bite (2d6) or gore (2d6)

DAMAGE +8

SPECIAL If 2 claws or 2 hooves hit, apply +1d6 raking

wound damage

ARMORVery tough hide ; DR 6
WOUNDS 15

VITALITY 59

\ FORTITUDE 24, REFLEX 18, WILL 14
SPECIAL Dichard

Q&D Damage +16 ; Vitality 43

STR 26, CON 17, DEX 14, INT 4,
WIS 12, CHA 9

PRIME Strength and
Constitution

SKILLS Acrobatics +12, Athlet-
ics +23, Endurance +18, Intimidate
+23, Survival +11

FP 4 ; DEITY Corvis or Maurob
MULTICLASSING Barbarian,
druid, elementalist or shifter

TREASURE None

BASE ABILITIES
Dire beasts have the following abilities.

CHARGE: As a swift action, apply +5 damage to the dire beast’s
next melee attack. The dire beast must move at least 10 ft just prior
to using this ability.

DIEHARD: When a dire beast falls below 0 wound points, it is
not unconscious. Instead it is conscious and can continue to take a
single move or standard action each round until it reaches -10 hit
points, at which time it dies.

ENDURE ELEMENTS: A dire beast ignores the effects of
extreme temperature. It can exist comfortably in conditions between
-40° and 140° F without harm. Its gear, if any, is also protected. This
ability is continuously in effect even when it is unconscious.

EXPEDITIOUS STRIDE: As a swift action, apply a +30 ft
bonus to the dire beast’s land speed for 5 minutes. Costs 1 vitality.

IMPROVED TRIP: An adjacent foe must resist using Reflex or
be knocked to the ground, suffer 1d6 damage, and be made prone.
The dire beast enjoys a +5 bonus to initiate or resist a trip attack.

OVERRUN: A dire beast can easily push through a foe’s space. If
the dire beast beats the foe’s Fortitude as a swift action, the dire beast
can freely pass through the space while maintaining its speed. If not,
the dire beast stops adjacent to its foe and does not pass it.

POWER GRAPPLE: The dire beast grapples an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the dire beast must expend a move action to maintain the grapple, and
the foe can try to beat the dire beast’s Fortitude as a standard action
to break the grapple. The dire beast may block a grappled foe’s mouth
with 1 hoof or paw to prevent speech. As a standard action, the dire
beast may move the grappled foe 5 ft, either moving at the same time
with the foe or repositioning the foe.

RAGE: Once daily, a dire beast can fly into a rage for 2 min-
utes. In a rage, it temporarily gains a +1 bonus on attack rolls and
Will, delivers +5 damage, and enjoys +5 vitality points. The bonus
vitality points go away when the rage ends. While raging, the dire

beast cannot use any Charisma-, Dexter-
ity- or Intelligence based skills except
for Acrobatics, or any abilities that
require concentration. It can-
not use magical abilities or craft
abilities. Nor can it activate
magic items except armor and
weapons, if any. It may prema-
turely end the rage as a swift action.
At the end of the rage, the dire beast
loses the rage modifiers and restrictions and
is fatigued for 5 minutes (unless it has Tireless
Rage).
SECOND WIND: Once daily, after 1 minute of
rest, the dire beast recovers 4d6 vitality.
TERRIFYING DISPLAY: A dire beast can roar
or otherwise display prowess. Creatures within 30 ft
and hearing or seeing range are frightened for
5 minutes if the dire beast beats their V\fdll,
or shaken if they resist. Costs 2 vitality.
UNNATURAL PHOBIA: Dire
beasts fear supernatural creatures.
They automatically suffer a -1 pen
alty on attack rolls targeting aberra-
tions, fiends, and undead.




DISPATCHER

These predators rely on magic and stealth to slay and devour prey.

APPEARANCE & CULTURE
A dispatcher is a savage and stealthy panther-like assassin. It is it 9
ft long and weighs 500 pounds. It has sleek black fur, sharp teeth,
6 legs, a pair of long tentacles, and a magically wavering form that
makes it exceedingly difficult to hit.

Some dispatchers roam the wild and satisfy themselves with small
game and unlucky travelers. Others are trained assassins. A dis-
patcher has a keen nose for tracking and can travel across realms
of existence to reach targets. It is patient and may study targets to
ensure it slays them on the first strike. It also enjoys toying with and
terrorizing prey. Even when a target protects itself with guards, a
dispatcher can produce a thunderous roar that knocks most creatures
to the ground.

A dispatcher packlord is the ultimate mage slayer. It resists magic
and prevents foes from casting spells. A packlord’s victims rarely
return from death.

DISPATCHER (LVL 5)
Dispatchers have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually lawful evil
DC 20

SENSES Low-light vision, darkvision, scent
PERCEPTION +6 ; STEALTH +17 (+22 in darkness)
LANGUAGES Common, Infernal, and Sylvan
INITIATIVE +5

SPEED 40 ft

ATTACK d20+6 (+8 bite) ; MA

WEAPONS Bite (4d6), 2 tentacles (2d6 each, 10 ft reach) or 4
claws (1d6 each)

DAMAGE +4

SPECIALIf 2 claws hit, apply +1d6 raking wound damage

ARMOR Tough fur ; DR 3

WOUNDS 15

VITALITY 37

FORTITUDE 16, REFLEX 17, WILL 15

SPECIAL Displacement ability grants 50% miss chance

Q&D Damage +9 ; Vitality 27

STR 19, CON 14, DEX 17, INT 5, WIS 12, CHA 8

PRIME Strength and Dexterity

SKILLS Acrobatics +12, Athletics +14, Endurance +7, Survival
+6 (+11 when tracking)

FP 3 ; DEITY Lilith or Phane
MULTICLASSING Barbarian, rogue, shadowcaster or shifter
TREASURE None

BASE ABILITIES
Dispatchers have the following abilities.

DEATH POUNCE: After a dispatcher studies a creature for 3
consecutive rounds, it can launch a special attack the next round
assuming the target is within 1 move (typically, 40 ft). The dispatcher
moves and follows up with a standard action: The target must resist
using Fortitude or be reduced to -1 wounds and begins dying. This
supersedes the dispatchers usual attacks. Even if the target success-
fully resists, it suffers 3d6 damage. Costs 5 vitality.

IMENSION DOORM: The dispatcher vanishes and reappears

up to 500 ft in any direction. If the destination space is occupied, it
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suffers 1d6 damage and the ability fails. After it arrives, it is dazed for
the rest of its turn. It can take with it other creatures and/or objects
weighing up to 250 pounds total. Costs 5 vitality.

DISPLACEMENT™: For 5 minutes, melee and ranged attacks
against the dispatcher suffer a 50% miss chance. Costs 5 vitality.

SCENT: A dispatcher can detect creatures’ presence within 30 ft
by sense of smell. If a creature is upwind, the range increases to 60
ft. If it is downwind, the range drops to 15 ft.

THUNDEROUS ROARM: Once per day, a dispatcher’s roar
can knock prone all Medium or smaller creatures in a 30-ft cone (no
save).

GHOST-FACED DISPATCHER (LVL 8)
This dispatcher is undead. Apply +21 vitality, +2 saves, +2 attacks,
+2 DR, and the following abilities.

INCORPOREAL TRAITS™: A ghost-faced dispatcher is incor-
poreal. Mundane attacks against incorporeal creatures have a 90%
miss chance and magic attacks have a 50% miss chance. Incorporeal
creatures cannot handle solid objects, can pass through solid objects
such as walls, may choose to be invisible to enjoy a +10 bonus on
Stealth checks, and must materialize to make attack rolls. Material-
izing and dematerializing are swift actions that cost 5 vitality each.

L%N DEAD TRAITS: A ghost-faced dispatcher is immune to all
ailments including disease and poison. It need not breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It regains wound
points from necrotic energy, regains no wound points from rest, and
is harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

DISPATCHER PACKLORD (LVL 11)
Apply +42 vitality, +3 saves, +3 attacks, +3 DR, and the following
abilities.

ANTI-MAGE: When an adjacent creature uses a magic ability,
the dispatcher gains a single melee attack against it (using its bite,
tentacles or claws) as an immediate action if it beats its foe’s Will.

DEADLY PURR: A dispatcher can deliver a coup de grace on a
helpless adjacent foe as a move action.

OREVER LOST™: Once daily, when a dispatcher slays a foe, the
target immediately wavers and vanishes with the wind. Only a Miracle
or Wish combined with Raise Dead can restore the target to life.

IMPROVED ARCANE STRIKE™: The dispatcher’s weapons
count as magical and it enjoys a +2 bonus on attack rolls and +2d6
damage.

IMPROVED INITIATIVE: The dispatcher packlord reacts
quickly to attacks. Boost initiative checks by +5, or by +2 when
over-loaded.

KNOCK BACK: A dispatcher can shove an adjacent target. If it
beats the target’s Fortitude, the target is pushed back 1d4 x 5 ft. The
dispatcher must be larger than its target or move at least 10 ft just
prior to using this ability.

JUMP: A dispatcher can move downward, outward or upward up
to 30 ft as a standard action without a running start or an Athletics
check. Costs 1 vitality.

LICK WOUNDS: Once daily after 1 minute of licking its
wounds, a dispatcher packlord heals 4d6 vitality damage. ;

MAGIC RESISTANCE: The dispatcher packlord enjoys a 54
bonus on saves to resist magic abilities. Also, when it is targeted by'a
magic ability that does not allow a save, its foe must beat its Fortitude
anyway, and if it successfully resists then the magic has no effect.

MIRROR IMAGE™: The dispatcher conjures 1d4+1 duplicates
of itself for 2 minutes. Whenever a foe successfully strikes it, the foe
has a 50% chance to strike and dispel 1 image instead. This is a visual
illusion. Costs 2 vitality.

SEE INVISIBILITY™: As a standard action, a dispatcher pack-
lord clearly notices for 1 round any invisible or incorporeal creatures
within 30 ft. Il

SWIFT DEATH: Once daily, a dispatcher packlord can use % |
Death Pounce without studying the target beforehand.




DRAGON

These proud creatures are powerful, graceful, and ageless.

APPEARANCE & CULTURE

A dragon is a force of magic incarnate. These winged serpents hatch
from tiny eggs and within weeks grow to become man-sized drakes,
after they consume adequate amounts of magic, they enter a deep
slumber from which they awaken larger, stronger, wiser, more pride-
ful, and immortal.

Dragons love treasure and spare nothing to find more to place
in their secret lair, wherever that may be. They particularly love
gems, jewels, and most of all, magic. Woe to those foolish enough to
attempt to thieve from a dragon’s hoard.

Dragons come in many varieties, or metals: copper, bronze, silver,
gold, platinum, mithral or mighty adamantine. Sometimes this metal
is pure and radiant, while other times it is burnished or tarnished
as befitting a more sordid creature. By their metal, a dragon hunter
knows what kind of breath weapon it produces.

Dragons can be good or evil, lawful or chaotic. They can even be
kindly and evil, or harsh and good. They are complex creatures that
defy mortal standards. Because of their sophistication and power,
their long lives and skill with magic, their penchant for taking trea-
sure and devouring herds of cattle, and the legendary sturdiness of
their scales to make fine armor, they are feared and tend to be the
target of hunters, seers, sages, and fools.

To hide their hoards and keep their privacy and lives, dragons tend
to lair in hard-to-find places, from high mountain tops to deep cav-
erns, dark tangled woods, and even under the ocean. A dragon may
spend decades resting and tending its hoard with loving care before
taking to the air and making itself known again. Dragons are highly
territorial.

Many dragons can take mortal form and may take people as lovers.
Their offspring, called dracks, are a hearty, artistic, and prideful race
unto themselves.

ADULT DRAGON (LVL 12)
Adult dragons have the following statistics.
TYPE Dragon
SIZE Large
ALIGNMENTAny
DC 34

SENSES Darkvision, low- light vision, scent.
PERCEPTION +5 ; STEALTH +9
LANGUAGES Common Draconic, plus 1 of the following:
Abyssal, Celestial, Infernal or Sylvan
NITIATIVE +1

SPEED 30 ft; FLY 90 ft ; SWIM 20 ft

ATTACK d20+14 ; MA

WEAPONS Bite (4d6), 4 claws (4d4 each) or tail swipe (4d4)
DAMAGE +6

SPECIAL Breath weapon 12d6 (Reflex resists for /2 damage)

ARMOR Metal scales ; DR 9

WOUNDS 25

VITALITY 86

FORTITUDE 24, REFLEX 18, WILL 20

SPECIAL Immune to fear, sleep, paralysis, and the energy type of

its breath weapon ; Magic Resistance

Q&D Damage +18 ;Vitality 62

STR 23, CON 14, DEX 12, INT 10, WIs 9, CHA 17

PRIME Strength and Charisma

SKILLS Acrobatics +11, Appraise +5 (+10 with magic), Arcana
+5 (+15 to activate magic items), Athletics +21, Bluff +18, History
+5, Insight +4, Intimidate +21

FP 6 ; DEITY Palendine, Greenwyrm or Tiamat

MULTICLASSING Bard, shifter, sorcerer or witch

TREASURE Items worth 500 gp in its “false” lair. An additional
2,500 gp worth of treasure is concealed, inaccessible,

and trapped.
BASE ABILITIES

Dragons have the following abilities.

AERIALTRICKS:

For 2 minutes, a dragon

enjoys a +20 bonus on

Acrobatics checks while
ﬂylni\ Costs 1 vitality.

RCANE B ITE

AND CLAWS™:

A dragon’s bite, claws,

and tail swipe count as

magical for the purpose of

striking incorporeal creatures.
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AURA OF FEAR:Whenever a dragon uses its Improved Breath
Weapon ability, all creatures with 120 ft that notice it must resist
using Will or be shaken for 5 minutes.

DETECT TREASURE™: When a dragon concentrates as a stan-
dard action, it notes the presence or absence of gold coins, precious
gems, magic items, quality artwork and similar treasure out to a dis-
tance of 5 ft per level (typically, 60 ft). When it concentrates for a
second round in the same area, it learns the distance and direction to
the most valuable of treasure.

ENERGY TRAPM: A dragon’s touch sets a password-protected
trap on a container or door. Opening the container or door with-
out speaking the password (usually in Draconic) activates the trap
and causes 1d4 damage per 2 dragon levels (typically 15 damage) to
the creature opening it. The trap’s energy type matches the dragon’s
breath weapon. Reflex resists for /2 damage. A dragon can maintain a
number of traps at once equal to its level and can stack multiple traps
in the same location to fire all at once or 1 per intrusion.

FLY-BY ATTACK: While flying and attacking with natural
weapons, a dragon can move both before and after the attack, pro-
vided that its total distance moved is not greater than its fly speed.

GREAT CARRY CAPACITY: A dragon can carry 750 pounds,
or 3 Medium or 6 Small creatures, in addition to any other weight
normally allowed, and not be overloaded, and can drag up to 3,750
pounds or support 125 slots. This is equivalent to a warhorse. Thus,
a dragon carries 48 slots normally.

HEALERM: An adjacent ally heals 1d4 wounds. Costs 1 vitality.

HERITAGE SKILLS: Dragons receive skill bonuses linked to
their alignment as shown in the table below. For example, a lawful
good dragon gains the benefits under both lawful and good in the
table. If a dragon’s alignment changes, it retains its original bonuses.

Skill Bonuses
Healing +5, Religion +5

Alignment
Good

Moral neutrality (not good or evil)
Evil Intimidate +5, Warcraft +5
Lawful Literacy +5, Nobility +5
History +5, Nature +5
Bluff +5, Music +5

Diplomacy +5, Insight +5

Ethical neutrality (not lawful or chaotic)
Chaotic

IMPROVED BREATH WEAPONM: Every dragon possesses
a unique breath weapon. It is a 60-ft cone or a 120-ft line of 1 energy
type as shown in the table at right. The breath inflicts 1d6 damage per
level (typically, 12d6 damage) of
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that energy type, or ¥2 damage if Metal S e
Reflex resists. Costs 5 vitality. Copper Fire
IMPROVED BULL RUSH: = Electricity
A dragon can shove an adjacent Sl Cold
target. If it beats the target’s Hver °
Fortitude, the target is pushed Gold Acid
back 1d4 x 5 ft. The dragon must Platinum Sonic
move at least 10 ft just prior to i
* using this ability. A dragon enjoys Mithral Force
a +5 bonus when initiating or Adamantine  Psychic

resisting the Bull Rush ability.

MAGIC RESISTANCE: A dragon enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic ability
that does not allow a save, the dragon’s foe must beat its Fortitude
anyway, and if it saves then the magic has no effect.

MORTAL FORM™M: A drag-on can alter its appearance for 1
hour to blend amongst mortals. In this form, apply a +10 bonus on
Bluff and Disguise checks to appear as a Medium or Small humanoid.
Costs 1 vitality.

REDOUBLE: Twice daily, a dragon may recover 4d6 vitality after
1 minute of rest.

SORCEROUS TALENT: Select 2 basic magical abilities from
the bard, wizard or witch basic ability spell list. The dragon can use
these abilities as a character of that class of equal level.

L
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ELDER WYRM (LVL 20)
Elder wyrms have the following statistics.
TYPE Dragon
SIZE Huge
ALlGNMENTAny
DC 50

SENSES Darkvision, low-light vision, scent, blindsense.

PERCEPTION +11 ; STEALTH +15

LANGUAGES Common, Draconic plus Abyssal, Celestial,
Infernal, and Sylvan

INITIATIVE +0

SPEED 40 ft ; FLY 120 ft. ; SWIM 30 ft ; BURROW 10 ft

ATTACK d20+21

WEAPONS Bite (6d6) or 4 claws (6d4 each) or tail swipe (6d4)
; MULTIATTACK

DAMACGE +14

SPECIAL Breath weapon 20d6 (Reflex resists for Y2 damage)

ARMOR Metal scales ; DR 13

WOUNDS 30

VITALITY 144

FORTITUDE 31, REFLEX 23, WILL 26

SPECIAL Immune to fear, sleep, paralysis, and the energy type of
its breath weapon ; Magic Resistance

Q&D Damage +34 ; Vitality 104

STR 29, CON 18, DEX 10, INT 16, WIS 12, CHA 19

PRIME Strength and Charisma

SKILLS Acrobatics +10, Appraise +8 (+13 with magic), Arcana
+8 (+18 to activate magic items), Athletics +24, Bluff +19, History
+8, Insight +6, Intimidate +29, Mechanics +2, Technics +5

FP 10 ; DEITY Palendine, Greenwyrm or Tiamat

MULTICLASSING Bard, shifter, sorcerer or witch

TREASURE Items worth 5,000 gp in its “false” lair. An additional
15,000 gp worth of treasure is concealed, inaccessible, and trapped.

ELDER WYRM BONUS ABILITIES
Elder wyrms have an adult dragon’s abilities plus the following abilities.

ELECTROTECH: An elder wyrm is familiar with invisible mun-
dane forces of nature. It can make checks using the Technics skill and
enjoys a +2 bonus on Mechanics and Technics checks (already in its
statistics block). See RPG, page 172 for details.

MAXIMIZE BREATH WEAPON: Twice daily, an elder
wyrm can maximize its breath weapons’ damage (120 points).

SLEEPING SIGHT: An elder wyrm cannot be surprised, and it
enjoys a +20 bonus on Bluff checks to appear awake when sleeping
and to appear asleep when awake. =

SNATCH AND SWALLOW WHOLE: An elder wyrm can
swallow any Large or smaller creature within 15 ft if it beats the
creature’s Fortitude. A swallowed creature suffers 4d6 acid damage
per round while inside the dragon’s stomach. To escape, the crea-
ture must beat the dragon’s Fortitude to return to its mouth, or it
must cut its way out using a Light slashing weapon such as a dagger, ;
to inflict 10 points of damage. A creature that dies in the dragon’s
stomach dissolves into nothing after 1 round and cannot be restored
from death except by Miracle or Wish. A dragon can hold 2 Large, 5
Medium, 10 Small, or 20 Tiny creatures in its stomach at once.

TRUE SIGHT™: An elder wyrm dragon can see through all
illusions, disguises, and concealments for 1 round. This also reveals
secret doors and invisibility. Costs 5 vitality.

WING BUFFET: All creatures of size Medium or smaller within
30 ft are pushed back 1d4 x 5 ft and must resist using Fortitude or be
knocked prone. Costs 5 vitality.

WOUNDING STRIKE: As a swift action, add +1d4 wound

damage to the wyrm’s next attack in addition to any other damage.




DRAGONETTE

These magical creatures are companions and teachers of magic.

APPEARANCE & CULTURE

Dragonettes are common magical companions of arcane spellcasters
such as witches and wizards. They are tiny, stealthy, and intelligent
students and teachers of magic. They make wonderful scouts and
spies. Unfortunately, dragonettes are weak and a careless newling is
prone to be slain by a single blow.

Dragonettes are dragons by blood but conjured by magic. A char-
acter with the Summon Familiar ability can prepare a special brew
and conduct the proper rite to form a dragonette from a single body
part of a true dragon, whether the part is a tooth or scale. A newl-
ing dragonette cannot fly but it can disguise itself as a common tiny
animal such as a cat or mouse. In this form, it has time to mature and
earn its draconic vvings.

A dragonette develops quickly while adventuring with its master,
becoming an eager (and sometimes foolhardy) adolescent and then
a mature adult, often in a few weeks time. Upon reaching maturity,
a dragonette takes up a magical profession, though it always remains
behind its master (its level never equals or exceeds its master’s level).

Legends describe scoundrels who seek to kidnap a dragonette and
hold it for random in exchange for its master’s coin or magical ser-
vices. Only ruin comes to such fools.

DRAGONETTE (LVL 2)
Dragonettes have the following statistics.
YPE Dragon
SIZE Tiny
ALIGNMENT Usually chaotic neutral
DC 14

SENSES Darkvision
PERCEPTION +1; STEALTH +25
LANGUAGES Common, Draconic, plus 1 of the following:
Abyssal, Celestial, Infernal or Sylvan
NITIATIVE +5

SPEED 20 ft ; FLY 60 ft
ATTACK d20+6

WEAPONS Bite (1d3, no reach)
DAMAGE -3

ARMOR Light scales ;
DR 2
WOUNDS 2
VITALITY 16
FORTITUDE 11, REFLEX
18, WILL 13
SPECIAL Dodge, Evasion

Q&D Damage -1 ; Vitality 12

STR 4, CON 14, DEX 21,
INT 14, WIS 12, CHA 15

PRIME Dexterity and
Charisma

SKILLS Acrobatics +15,
Appraise +7, Arcana +5,
Trick +7

FP1; DEITY
Palendine, Greenwyrm or Tiamat
MULTICLASSING Bard,
sage, witch or wizard
REASURE Items worth
200 gp in its lair
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BASE ABILITIES
Dragonettes have the following abilities.

ALTERNATE FORM: Dragonettes rarely show their true
form. Instead, each dragonette has a unique disguise such as a cat,
mouse or snake. The disguise is selected when the dragonette is sum-
moned and cannot be changed. While disguised, it can still use all of
its abilities except flying, if able to do so. A dragonette enjoys a +20
bonus on Disguise checks to be confused with a normal animal of the
kind selected. Showing or hiding its true form is a swift action.

DODGE: As an immediate action, the cherub ignores 1 melee
weapon attack before it knows whether it has been hit. Requires
Dexterity 15+ and works only in light or no armor. Costs 2 vitality.

EVASION:When a dragonette attempts a Reflex save that deliv-
ers partial damage even on a successful save, the dragonette instead
takes no damage. It still takes full damage on a failed save. A dragon-
ette does not gain this benefit when it is helpless.

MORTAL BOND: A dragonette enjoys a special bond with its
master, the creature that conjured it. It is completely loyal and does
its best to provide aid. The dragonette and master always know each
other’s general health and disposition.

YOUNG DRAGONETTE (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

ARCANE BITE™: An adjacent foe suffers 2d4 damage if the drag-
onette beats its Reflex. The dragonette enjoys a +1 bonus on its attack
roll when using the bite. Also, the bite counts as a magical weapon.

DODGE: As an immediate action, the young dragonette chooses
to ignore 1 impending melee weapon attack before it knows whether
the attack hits. Costs 2 vitality.

MINOR ENERGY RESISTANCE:The dragonette enjoys +2
DR against all energy types.

RESIST ENCHANTMENT: Apply a +2 bonus on saves to
resist magic abilities that allow a Will save.

SLEEP IMMUNITY:The dragonette is immune to Sleep, Slum-
ber, and similar magical effects that cause sleep.

SORCEROUS MAGICM™: The dragonette knows minor magic.
Select 1 basic magic ability for which it qualifies from any class. The
dragonette can use the selected ability.

PELL READY: Boost Arcana and Perception checks by +5.

MATURE DRAGONETTE (LVL 6)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, the abilities of the
young dragonette, and the following additional abilities.

ARCANE INSTRUCTION: Each day, the dragonette’s owner
can select 1 magic ability from any class for which he qualifies to use
in addition to other magic abilities he knows. The selected ability can
be of any tier he has access to except paragon tier.

INVISIBLE STEP™: The dragonette is invisible for the remain-
der of its turn. Any attack by it negates the effect. Invisibility boosts
Stealth checks by +10 and refuses line of sight. Costs 1 vitality.

SWIFT RETREAT: The dragonette can take a 5-ft step as an
immediate action whenever a foe larger than it initiates a melee
attack against it.

PARAGON DRAGONETTE (LVL 8)
Apply +42 vitality, +3 saves, +3 attacks, +3 DR, the abilities of the
oung and mature dragonettes, and the following additional abilities.
DRACONIC BLOOD™: Once daily the dragonette can heal al
wound damage plus 4d6 vitality.

POLYMORPH™: For 2 minutes, the dragonette acquires the
appearance and statistics of any creature (without class levels) with a
level up to V2 its own. It retains its own Intelligence, alignment, vital-
ity points, saves, and magic abilities. It can end the effect as a swift

action and regains 1d4 wounds when doing so. If it falls uncon-

scious or dies, it returns to its normal form. Costs 10 vitality. <

SEE INVISIBILITY™: As a standard action, the dragonette &

clearly notices for 1 round any invisible or incorporeal creatures
within 30 ft.
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DRAKE

These winged serpents are vicious, vain, and temperamental.

APPEARANCE & CULTURE

A drake is an immature dragon. It is only a few years old, roughly
the size of a large horse, and its immortality as a true dragon is
not yet assured.

Like all dragons, drakes come in many varieties.
Their color betrays what kind of breath weapon they
use. They love treasure and spare nothing to gain as
much as they can. They particularly love gems,
jewels, and magic items.

Drakes must consume large quantities of
magic in order to gain immortality. Spe-
cifically, a drake must consume 25,000 gp
worth of magic items in order to become
a true dragon, and it cannot benefit from
more than 5,000 gp per week. After
consuming the required magic, the
drake finds a safe spot to sleep for many
years. When it awakens, it has grown to
adult size and is no longer a drake but a
dragon.

Drakes lack the grace, creativity, and wit
of true dragons, and they are not particularly
bright or wise, be they good or evil, lawful or chaotic. Thus, they
tend to get themselves into trouble and many fall to the sword or a
spell before making the “great nap”, as some sages call it. That said,
drakes are nothing if determined and resourcesful.

Drakes make fine steeds if they are raised from birth and provided
with adequate magical rewards.

b

DRAKE (LVL 6)
Drakes have the following statistics.
TYPE Dragon
S1ZE Medium
ALIGNMENT Any
DC 22

SENSES Darkvision, low-light vision, scent.
PERCEPTION +3 ; STEALTH +12
LANGUAGES Common and Draconic
INITIATIVE +2

SPEED 20 ft ; FLY 60 ft ; SWIM 10

ATTACK d20+6 (+8 bite) ; MA

WEAPONS Bite (3d6), 4 claws (2d4 each) or tail swipe (2d4)
DAMAGE +3

ARMOR Scales ; DR 4

WOUNDS 20

VITALITY 44

FORTITUDE 16, REFLEX 17, WILL 16

SPECIAL Immune to sleep, paralysis, and the energy type of its
breath weapon

Q&D Damage +9 ; Vitality 32

STR 17, CON 14, DEX 14, INT 10, WI$ 8, CHA 15
PRIME Strength and Charisma
SKILLS Acrobatics +12, Appraise +4 (+9 with magic), Arcana -1

(19 to activate magic items), Athletics +18, Endurance +7, Intimi-
date +12

FP 3 ; DEITY Palendine, Greenwyrm or Tiamat
MULTICLASSING Bard, shifter, sorcerer or witch
TREASURE Items worth 600 gp in its lair
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BASE ABILITIES
Drakes have the following abilities.
AERIAL TRICKS: Up to once
hourly for a 5 minute duration, a drake
enjoys a +20 bonus on Acrobatics checks
while flying.
BREATH WEAPON™M: Every drake possesses
a unique breath weapon. A drake can breathe once every
1d4 rounds. The breath weapon is a 30-ft cone or a 60-ft line (as
the drake desires) of 1 energy type as shown in the table above. The
breath weapon inflicts 2d8 damage of that energy type, or ¥2 damage

if Reflex resists. Costs 2 vitality.
BULL RUSH: A drake can

shove an adjacent target. If it Metal EnergyType

beats the target’s Fortitude, the Copper Eire

target is pushed back 1d4 x 5 ft. e Electricit

The drake must move at least 10 ¥

ft just prior to using this ability. Silver Cold
DETECT TREASURE™: Gold Acid

When a drake concentrates as : .

a standard action, it notes the Platinum sole

presence or absence of gold Mithral Force

coins, precious gems, magic Adamantine  Psychic

items, quality artwork and simi-
lar treasure out to a distance of
5 ft per level (typically, 30 ft).
When it concentrates for a second round in the same area, it learns
the distance and direction to the most valuable of treasure.
HERITAGE SKILLS: Drakes receive bonuses for skills
corresponding to their moral and ethical alignment as shown in the
table below. For example, a lawful good drake gains the benefits
listed under both lawful and good in the table. If a drake’s alignment
changes, it retains its original bonuses.

Skill Bonuses
Healing +5, Insight +5

Alignment
Good

Moral neutrality (not good or evil)
Evil Intimidate +5, Warcraft +5
Lawful Literacy +5, Nobility +5
History +5, Nature +5
Bluff +5, Music +5

Diplomacy +5, Religion +5

Ethical neutrality (not lawful or chaotic)
Chaotic

IMPROVED CARRY CAPACITY: A drake can carry 250
pounds, or 1 Medium or 2 Small creatures, in addition to any other
weight normally allowed, and not be overloaded, and can drag up
to 1,250 pounds or support +8 encumbrance slots. This bonus is
equivalent to a donkey. 1

SECOND WIND: Once daily, a drake can recover 4d6 vitality .

after 1 minute of rest.




DRONE °

A drone is a small flying construct that can spy, hunt or attack.

APPEARANCE & CULTURE

Drones are aerial constructs, approximately 3-ft in diameter, that
come in various models. While they are forged to obey a specific
master, some drones go rogue or fall into the hands of artificers and
others who know how to reset their allegiances.

Drones possess a simple intelligence to fulfill verbal commands up
to 5 words such as “scout the local area”, “search for the blue goblin”
or “attack intruders on the ridge”. A command can be conditional.

With its varied sensors, a drone enjoys excellent perception and a
modicum of insight. It can puzzle out intent and, when needed, emit
a confident voice to spread news or warnings. Drones rarely answer
questions or offer chit-chat unless instructed to do so.

DRONE (LVL 3)
Drones have the following statistics.
TYPE Construct
S1ZE Small
ALIGNMENT Usually lawful neutral
DC 16

SENSES Low-light vision, darkvision
PERCEPTION +15 ; STEALTH +22
LANGUAGES Common and Mechan
INITIATIVE +12

SPEED 5 ft; FLY 40 ft
ATTACK d20+8
WEAPONS Light crossbow

(1d8, 80 ft, has 20 bolts)
DAMAGE -3

ARMOR Metallic plating ; DR 5
WOUNDS 5

VITALITY 24

FORTITUDE 15, REFLEX 20, WILL 12
SPECIAL Construct Traits

Q&D Damage +0 ; Vitality 18

STR 4, CON 16, DEX 24, INT 4, WIS 10, CHA 4

PRIME Constitution and Dexterity

SKILLS Acrobatics +17, Athletics +2, Insight +5, Intimidate +2,
Mechanics +17, Pilot +17

S

FP 2 ; DEITY Asmodius, Mithrais, Palendine or Phane
MULTICLASSING Artificer, elementalist, savant or warlock
TREASURE Chasis worth 300 gp in scrap parts

BASE ABILITIES
Drones have the following abilities.

CONSTRUCT TRAITS: A drone does not bleed and is immune
to disease, nausea, and poison. It does not need to breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It must sleep
(power-down) to regain vitality. It is immortal and cannot be raised
from death if slain. It gains only 2 the benefit of cure spells. How-
ever, once daily, it may attempt a DC 15 Mechanics check to regain
a number of wound points equal to the check result minus 15.

CONTROL SIGIL: Every drone is keyed at creation to a specific
owner using a magical sigil that is imprinted on both the drone and tat-
tooed on the owner. The drone only obeys the owner and no one else.

ENDURE ELEMENTS: A drone ignores the effects of extreme
temperature. It can exist comfortably in conditions between -40°
and 140° F without harm. Its gear is also protected. This ability is
continuously in effect even when it is unconscious.

,T:@""”—;,f

ATTLE DRONE (LVL 5)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

DODGE: As an immediate action, the drone ignores 1 melee
weapon attack before it knows whether the attack hits. Requires Dex-
terity 15+ and works only in light or no armor. Costs 2 vitality.

FIREBALL™: This drone projects a red ray out to 90 ft that blos-
soms into a 15-ft-radius ball of fire. Creatures in the area suffer 1d6
fire damage per level (max 10d6), or %2 damage when Reflex resists.
Costs 2 vitality.

MAGIC RESISTANCE: This drone enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic ability
that does not allow a save, its foe must beat its Fortitude anyway, and
if the drone successfully resists then the magic has no effect.

MIRROR IMAGE™: The drone conjures 1d4+1 duplicates of
itself for 2 minutes. Whenever a foe successfully strikes it, it has a 50%
chance to strike and dispel 1 image instead. This is a visual illusion.
Costs 2 vitality.

WAR TRAINING: The drone has practical knowledge of war-
fare. Boost Warcraft checks by +5, or by +10 once daily.

HUNTER DRONE (LVL 5)

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.
HOLD PERSON™: One person within 30
ft is aware but helpless and cannot do actions
ﬁ for 1d4 rounds. Will resists. Costs 2 vitality.
INFILTRATOR: This drone moves quietly
and attentively through shadows. Apply a +5 bonus on
Perception and Stealth checks.
INVISIBILITY™: The drone turns invisible for
5 minutes or until the subject attacks, whichever , g
comes first. Invisibility boosts Stealth checks by +10
and refuses line of sight. Costs 2 vitality.
NONDETECTION™: For 1 hour the drone
cannot be targeted by the following abilities: Detect
Alignmcnt, Detect Magic, Detect Magic User, Detect
Thoughts, Far Sight, Forced Sense Link, Learn True Name, Locate
Creature, Probe Thoughts, Scrying, and See Invisibility. These abilities
detect nothing about it. This ability protects it even when it is uncon-
scious. Costs 2 vitality.
SEE INVISIBILITY™: As a standard action, the drone clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.
TRACK: Boost Survival checks by +5, or by +10 when tracking
in natural environments.

PY DRONE (LVL 5)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

DETECT THOUGHTS™: This drone notes the presence .or _
absence of thoughts (from conscious, sentient creatures) within a 60-ft i
cone. After concentrating for a second round, it learns the number of i
thinking minds and the Intelligence of each. After concentrating for a
third round, it “hears” the current surface thoughts of 1 creature of its
choice within range for 2 minutes if it beats its Will. Costs 2 vitality.:

PENTA-MINEMONISCOPE™: This drone possesses a 1-pound
biotronic sensor. The sensor grants a +5 bonus on Perception checks.
Moreover, up to 5x daily, the done may review a single 1-minute scene
from the past 24 hours and make a Perception check as if it were ther:
again, even if it did not make a check at the time. The sensor counts as
worn equipment, cannot be removed or destroyed, and fully restores
itself after a night’s rest if damaged. Reviewing a scene costs 1 vitality.

SENDING™: The drone sends a 1-way message of 25 words or
less to its owner or other willing creature that it has met before and
knows by name on the same world or realm of existence. Costs 5
vitality.

SPOTLIGHT™: The drone brightly illuminates a 5-ft square up to
90 ft away for 2 minutes. It indicates a spot, not a creature or object.




DRYAD

Dryads are alluring, elusive fey who live within trees.

APPEARANCE & CULTURE
Dryads stand 5 to 5% ft tall and weigh 100 to 120 pounds. They have
brown or green skin with flowers and leaves growing in their hair.
All dryads are female. Like nymphs and satyrs, they are nature spirits
made manifest in human-like form. Dryads are most at home in thick
woods and are strongly linked to trees, particularly oak trees.

Dryads are wild, beautiful, and fun. They enjoy wine, song, ani-
mals, nature, and sex. They can vanish into their fey realm to enjoy
respite and play pranks or offer gifts (wondrous or cruel) to those
they deem deserving. At their best, they immerse themselves in the
moment and bring love and laughter in dark times.

Dryads sometimes take lovers, particularly comely and charis-
matic humans, elves, half-elves, nymphs and satyrs. The offspring are
always dryads if female and satyrs if male.

Some dryads are cruel and delight in the suffering of “mere mor-
tals”. These dryads savor nature’s uncaring cruelty and happily trans-
form trespassers and discarded lovers into twisted trees.

DRYAD (LVL 4)
Dryads have the following statistics.
YPE Fey
S1ZE Medium
ALIGNMENT Usually chaotic neutral
DC 18

SENSES Low-light vision
PERCEPTION +8 ; STEALTH +1
LANGUAGES Common and Sylvan
INITIATIVE +1

SPEED 30 ft

ATTACK d20+7
WEAPONSS Slam (1d4)
DAMAGE -1

ARMOR Fey aura ; DR 3 (0 vs cold iron)
WOUNDS 6
VITALITY 28
FORTITUDE 12, REFLEX 15, WILL 19

SPECIAL Immune to charm and sleep magic

Q&D Damage +3 ; Vitality 20

STR 8, CON 10, DEX 12, INT 10,
WIs 17, CHA 21

PRIME Wisdom and Charisma

SKILLS Acrobatics +6, Diplomacy
+15, Handle Animal +13, Heal +13,
Insight +13, Music +15, Nature +5,
Survival +13

FP 2 ; DEITY Corvis,
Greenwyrm, Iris or Tanish

MULTICLASSING Bard,
druid, gallant or witch

TREASURE Items worth
400 gp in its grove

BASE ABILITIES

Dryads have the following abilities.
COMELY DISTRACTION: The dry-

ad’s elegance distracts others. When she targets a person or animal
within 15 ft, the target suffers a -5 penalty on Perception checks for

1 round. Costs 1 vitality.
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ENTANGLEM: A dryad can evoke and animate plant life in a
30-ft radius around a point up to 120 ft away. Each round, creatures
in the area must resist using Reflex. Those that fail are held tightly
and unable to move or take actions. All others move at 4 speed and
suffer a -2 penalty on all d20 rolls. The effect lasts 5 minutes. Costs
2 vitality.

LASTING VIGOR: A dryad ignores the negative effects of aging
although she still dies of old age when her time is up.

SEDUCTION: A dryad targets 1 person. If she beats the target’s
Will, she consumes the person’s attention with romance for 4 hours
+ 1 hour per level, during which time the person suffers a -5 penalty
to Perception checks and does not move more than 30 ft from the
dryad. Even a person who resists is distracted for 1 minute. If the
locale is romantic, apply a +2 bonus on the attack roll. The target
gets a new chance to resist whenever he notices an attack roll.

SPEAK WITH PLANTS™: For 5 minutes, the dryad asks ques-
tions and receives answers from natural plants. They are cooperative
but only report what they observe without inferences. A plant will
watch a 10-ft-square area for the dryad for 1 day. Costs 2 vitality.

TREE SHAPE™: The dryad becomes a tree. In tree form, she
sees and hears normally but can take no other actions. She enjoys a
+20 bonus on Disguise checks to be mistaken for a normal tree and
radiates faint magic. She can return to her normal form as a move
action. Lasts 4 hours + 1 hour per level. Costs 2 vitality.

DRYAD MATRIARCH (LVL 6)
A matriarch is a beauteous leader among dryads. Add
+14 vitality, +1 saves, +1 attacks, +1 DR, and the fol-
lowing abilities.
BLUE ROSE™: Once daily, a dryad matriarch
can conjure a blue flower that if caten within 1
round cures 4d6 vitality.

CREATE FOOD AND WATERM: Once
daily, a dryad matriarch can conjure nutritious
vegetarian food and wine to satisfy 3 persons or
1 mount per level. Costs 2 vitality.

FEY AFFAIR: This improves Tree Shape such

that 1 Willing adjacent Medium or Small person
may accompany the dryad when she expends 5
vitality rather than 2. While in tree form, the lov-

ing couple suffers a -5 penalty on Perception
checks as they while away the hours in a
state of faerie bliss.

TRACKLESS STEP: A dryad matriarch
leaves no trail in natural surroundings and can-
not be tracked. She may choose to leave a trail.

WOODLANDS CURSEM: A targeted
creature within 30 ft must resist using Will
or begin turning into a normal tree. Each

round it has a 50% chance to halt the pro-
cess. On the first failed try, it is limited te
a single move or standard action. On the
second failed try, it cannot act but
can defend itself as its feet become
roots and its arms branches. On
the third failed try it turns into
tree. Three successful tries in a row
end the magic. The dryad matri-
arch can halt, delay or reverse
the effect at any time. Otherwise,
Miracle or Wish reverses the effect.

DRYAD SAPLING (LVL 2)
A sapling is a juvenile dryad. Apply -14 vitality,
-1 saves, -1 attacks, and -1 DR. Also, a dryad sap-
ling lacks the Entangle, Lasting Vigor, and Seductior
abilities. All other features remain the same.




D'VISH

This pure, misty celestial possesses and enlightens mortals in need.

APPEARANCE & CULTURE

D’vish, both singular and plural, descend from the rare union of
genies and celestials. A d’vish appears as a blue humanoid or a cloud
of sea mist. As a humanoid, it stands 7 ft tall, sports deep blue or
green skin and chalk-white hair, and prefers the trident and studded
armor. In mist form, these creatures can surprise and possess mor-
tals with ease. Although immortal, d’vish can be slain by violence and
they are adept at binding spirits of ancient spirits into themselves.
D’vish seek to possess and guide mortals to promote virtue and
engage in purifying rituals, particularly for the purpose of fostering
enlightenment for third parties. D’vish hold goodness as a true ideal
and love to target foolish magic users and hard-hearted and strong-
willed souls in order to reveal the wisdom of virtues like charity.
Possession by an d’vish may not be obvious. Lesser d’vish evoke
impulses that drive the host to engage in shocking -
goodness, while a master d’vish can com- -
pletely control a host. Such hosts may -
— »,

speak in the genie tongue, reference
odd knowledge, smell like the ocean,

and show unusual eye colors, typi-
cally blue, green, and white eyes.

D'VISH (LVL 7)
D’vish have the following
statistics.

TYPE Elemental and
Celestial

S1ZE Medium

ALIGNMENT Usually

neutral good

DC 22

SENSES Darkvision, low-
light vision

PERCEPTION +18 ;
STEALTH +13

LANGUAGES Common,
Aquan, Celestial, Genie, and
Sylvan

INITIATIVE +3 : =

SPEED 40 ft ; SWIM 40 ft

ATTACK d20+6 (or +8 with trident and kukri) ; MA

WEAPONS Dagger (1d4, 10 ft), trident (3d6, 10 ft) or 2 kukri
(2d4 cach)

DAMAGE +2

ARMOR Magical leather ; DR 5

WOUNDS 10

VITALITY 51

FORTITUDE 15, REFLEX 18, WILL 16

SPECIAL NotThere ; ignore the effects of cold down to -40° F.

Q&D Damage +8 ; Vitality 32

STR 14, CON 15, DEX 16, INT 11, WIS 16, CHA 12

PRIME Dexterity and Wisdom

SKILLS Arcana +5, Athletics +7, Diplomacy +13, History +5,
Nature +5, Religion +5, and Survival +13

FP 4 ; DEITY Any good deity

MULTICLASSING Elementalist, monk, sage or shaman

TREASURE Armaments and other items worth 600 gp on itself
and in its lair

BASE ABILITIES
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D’vish have the following abilities.

DROWNING TOUCH™: One adjacent corporeal foe suffers
1d6 damage per level (typically 5d6 damage) due to a sudden build
up of salt crystals in its body, or %> damage if Fortitude resists. If the
foe dies, its body turns to water and evaporates. Costs 2 vitality.

FROST RUNES: All foes within 15 ft suffer 3d6 cold damage.
Alternatively, the d’vish can target 1 foe within 90 ft. Costs 2 vitality.

HEALERM: An adjacent ally heals 1d4 wounds. Costs 1 vitality.

MINOR CELESTIAL PACT™: Once daily after a 10 minute
ceremony, a d’vish calls into itself a ghostly celestial spirit of yore
to empower it. While bound, it enjoys a +2 bonus on Diplomacy
checks and may select for the day any 1 basic magic ability for which
it qualifies from any class. The binding lasts 24 hours or until the
d’vish fails to resist the Exorcism ability.

. <€_3. MISTY FORMM: At any time, a d’vish

X can become a fresh glowing mist and can

fly at speed 30 ft. In this form, it can only

take move actions, it can perceive as normal,

it enjoys DR 10, and ignores all ailments. It can

pass through cracks but cannot enter or cross

o fires. The Gust of Wind ability affects it
normally.

REVITALIZE BY WATER:

Once daily, a d’vish can recover 4d6

vitality after 1 minute of rest adjacent
to or within water.
TRUE SIGHT™:You see through
all illusions, disguises, and conceal-
ments for 1 round. This reveals
secret doors and invisibility. It also
bypasses the Nondetection ability. ,
Costs 5 vitality.
VIRTUOUS INFLUENCE™:
Once daily while in misty form,
a d’vish can attempt to possess a
living or dead person or animal.
Possession of a dead creature
causes it to animate and act as if it
were alive—the creature does not
- become undead, and the d’vish cannot
w possess undead. Will resists the effect.
A successful attack results in a subtle
possession as the d’vish’s misty form vanishes
into the victim’s body through its mouth, eyes, and other orifices.
The host mostly retains control of its body and mind. However, the
d’vish can influence the host if it spends 2 vitality and beats the per-
son’s Will. The influence lasts 1 hour and is a suggestion to help fulfill
a kind sacrifice or engage in prayer and calisthenics, particularly in
concert with other possessed hosts. While possessed and also under
a suggestion, a host enjoys a +5 bonus to damage rolls and Percep-
tion checks and its eyes turn white, blue, or sea green. The host has
no access to the d’vish’s abilities and the d’vish cannot use its other
abilities while possessing its host. The d’vish can sustain possession
indefinitely although the host enjoys a Will save each day at a -5 pen-
alty to resist.

A d’vish can choose to exit a creature to end the possession. Dur- §
ing the round that it exits a host, it suffers a -5 penalty to resist magic
abilities. However, it also radiates a fearful aura. Foes within 15 ft ar
frightened if the d’vish beats their Will.

OT THERE™: As an immediate action, a d’vish can wink out
of existence until the start of its next turn. Costs 2 vitality.

SEE INVISIBILITY™: As a standard action, you clearly notice
for 1 round any invisible or incorporeal creatures within 30 ft.

WATER BREATHING™: A d’vish can breathe in water as eas-
ily as in air for up to 4 hours + 1 hour per level per day. It can use
the hours nonconsecutively and may expend hours to grant touched
allies the ability to breathe water too. Costs 2 vitality.
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EAGLE

Royal eagles rule daytime skies and make fine aerial mounts.

APPEARANCE & CULTURE

A royal eagle is an intelligent version of its smaller common
cousins. It is 10 ft tall with a 20-ft wingspan and weighs up to 500
pounds. It sports bronze, silver or white feathers, as appropriate to
its environment of mountains, woodlands or the arctic, respectively.
Royal eagles are often raised or recruited to act as flying
mounts. They are skilled at attacking or grabbing foes in mid-
swoop, can evade attacks, and are swift with keen vision.
Royal eagles are inquisitive, knowledgeable of nature,
and insightful of other’s motives as betrayed from body
language and voice tone. Even if a royal eagle prefers to
not assist a party in combat, it can usually provide valu-
able advice about survival, travel, and persons in the local
area, such as what’s safe to eat or which paths to avoid.

ROYAL EAGLE (LVL 6)
Royal eagles have the following statistics.
YPE Magical beast
SIZE Large
ALIGNMENT Usually neutral
DC 22

SENSES Low- -light vision, farsight

PERCEPTION +12 ; STEALTH -4 (+9 while flying)
LANGUAGES Sylvan plus Celestial or Common
INITIATIVE +6

SPEED 10 ft ; FLY 80 ft

ATTACK d20+7 (+9 with bite) ; MA
WEAPONS Bite (4d6) or 2 claws (2d6 each)
DAMAGE +4

ARMOR Thick feathers ; DR 3
WOUNDS 15

VITALITY 45

FORTITUDE 16, REFLEX 15, WILL 16

SPECIAL Evasion ; ignore the effects of cold down to -40° F.

Q&D Damage +10 ; Vitality 33

STR 18, CON 17, DEX 12, INT 10, WIS 15, CHA 12

PRIME Constitution and Wisdom

SKILLS Acrobatics +4, Athletics +7, Endurance +11, Insight
+10, Nature +3, Survival +10

FP 3 ; DEITY Esmariah, Iris or Tanish.
MULTICLASSING Bard, druid, elementalist or witch
TREASURE Items worth 600 gp in its nest

i

BASE ABILITIES
Royal eagles have the following abilities.

: EVASION:When a royal eagle successfully resists an attack using
Reflex, it takes no damage from the attack, even if it might normally
suffer partial damage, as it dodges out of the way. The eagle still takes
full damage when it fails to resist. The eagle does not gain this benefit
when it is helpless, wearing heavy barding, or over-loaded.

FARSIGHT: A royal eagle can observe details, including the
presence of Tiny creatures, out to a distance of 1 mlle

FLY-BY ATTACK:A royal cagle may fly both before and after it
makes an attack, provided its total distance moved is not greater than
its fly speed.

GREAT CARRY CAPACITY: A royal ecagle can carry 750
pounds, 3 Medium or 6 Small creatures, in addition to any other
weight normally allowed, and not be overloaded, and can drag up to
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3,750 pounds or support +25 slots. This is equivalent to a warhorse.

MULTI-GRAPPLE: The eagle grapples an adjacent foe up to 1
size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the eagle must expend a swift action to maintain the grapple, and
the foe can try to beat the cagle’s Fortitude as a standard action to
break the grapple. The eagle may block a grappled foe’s mouth with
1 claw to prevent speech. As a standard action, the eagle may move
the grappled foe 5 ft, either moving at the same time with the foe or
repositioning the foe. Also, the eagle can grapple 2 foes at once, 1 in
each claw.

HEAVENSENT EAGLE (LVL 14)

A heavensent eagle is a celestial creature. Its typical alignment is neu-
tral good. Apply +56 vitality, +4 saves, +4 attacks, +4 DR, and the
following abilities.

CALL LIGHTNING™: A heavensent eagle can call down light-
ning upon a single target within 120 ft. The strike inflicts 1d8 electri-
cal damage per level (max 10d8, no save). Costs 2 vitality.

CONTROL WEATH ERM After 1 minute of concentration,

a heavensent eagle can direct the weather in a 5-square-mile area to
shift 1 grade to become clearer or stormier, hotter or colder, calmer or
windier. The new weather takes effect after 10 minutes and lasts while
the eagle concentrates + 1d4 hours before reverting to normal. See
RPG, page 237 regarding weather. Costs 10 vitality.

DETECT EVIL™: The heavensent cagle learns whether fiends
and/or undead are present within a 30-ft cone.

GREAT HOLY CIRCLE™: A heavensent eagle can evoke a sta-
tionary 30-ft-radius circle around itself inscribed with angelic runes.
Evil creatures cannot pass or break the circle’s perimeter as long as_
it concentrates as a standard action each round + an additional 2~
minutes. Exiting the circle ends the effect. Costs 2 vitality.

LAY ON HANDS™: A heavensent eagle’s touch heals a willing
creature’s wound damage. The amount of wounds healed equals 1d8
+ the eagle’s level. A creature can benefit 3x per day if it is good, 2x
per day if it is neutral, and once per day if it is evil.

LORE: Apply a +5 bonus on Arcana, Diplomacy, Handle Anlmal
Heal, History, Nature, Nobility, Rehglon and Warcraft checks.

S E LF-HEALI NC.M Once daily, the eagle heals all vitality damage.

SQUAWK: Creatures in 30-ft cone are deafened for 5 minutes
and suffer 1d6 sonic damage per level, or ' that amount if Fortitude
resists.

TRUE SIGHT™: A heavensent eagle can see through all illusions,
disguises and concealment for 1 round. This also reveals secret doors
and invisibility. Costs 5 vitality. |

WOUNDING STRIKE: As a swift action, add +1d4 wouncw )

damage to the eagle’s next attack in addition to any other damage




ELEMENTAL

These spirits hold great sway over nature’s base elements.

APPEARANCE & CULTURE

This creature is an animated elemental mass. It might appear as a
fiery humanoid shape, whirlwind or watery sphere. Although ele-
mentals have physical bodies of sorts, they are best understood by the
effects they produce, such as a fiery wall or ocean whirlpool.

Elementalists and other magic users often conjure elementals
in order to employ them, either to harm foes, aid allies, or alter
the physical landscape. For example, an earth elemental can cause a
small earthquake, produce a stone wall, or transmute rock into mud.
Given the right spells, an elemental can be bound to a machine to
power it for a long period. More rarely, a spellcaster can bind with
an clemental spirit to gain its powers for a few minutes.

Elementals are sentient and can communicate with people, though
they often choose not to, as their goals and existence are utterly
foreign to mortal minds. They are at home with elemons, genies,
mephits, and other elemental beings.

ELEMENTAL (LVL 6)
Elementals have the following statistics.
TYPE Elemental
SIZE Large
ALIGNMENT Usually neutral
DC 22

SENSES Darkvision

PERCEPTION +4 ; Stealth +0

LANGUAGES Common and Genie plus Aquan, Auran, Ignan,
Mechan orTerran (select 1 that suits the elemental’s affinity)

INITIATIVE +0

SPEED See below

ATTACK d20+8 ; MA

WEAPONS 2 slams (2d6 each + Energy Slam)
DAMAGE See below

ARMOR Magical aura ; DR See below
WOUNDS 15

VITALITY 47

FORTITUDE 20, REFLEX 15, WILL 17
SPECIAL Immune to sleep magic ; See below

Q&D Damage +6 ; Vitality 35

STR 10, CON 20, DEX 10, INT 10, WIS 18, Cha 10
PRIME Constitution and Wisdom
SKILLS Arcana +5, Nature +5

FP4; DElTYAny
MULTICLASSING Elementalist
TREASURE None

BASE ABILITIES
All elementals have the following abilities.

AFFINITY: Each elemental has a special affinity for 1 base ele-
ment: air, earth, fire, metal or water. The affinity modifies the ele-
mental’s statistics as shown in the upcoming table.

ENERGY SLAM: An elemental’s slam attack does extra damage
based on its favored element: sonic for air, force for earth, fire for
fire, electricity for metal, and cold for water. The damage amount
equals 1d6 per 2 levels (typically +3d6).

IMMORTAL™: Elementals do not age, do not need to breathe,
eat or sleep, and cannot be raised from death if slain.

RESIST ENERGY: An eclemental enjoys total immunity to the
energy type listed for its favored element under “energy” in the table.

AIR ELEMENTAL (LVL 6)

EARTH ELEMENTAL (LVL 6)
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Element Speeds Damage DR Defenses Energy
Air 10 ft ; Fly 70 ft +0 0 Reflex +5 Sonic
Earth 20 ft +15 6 Fort+5 Force
Fire 40 ft ; Climb 40 ft +0 0 Reflex +5 Fire
Metal 20 ft +10 8  Fort+5 Electrical
Water 30 ft ; Swim 60 ft +5 0 Reflex +5 Cold

Air elementals can provide the following effects.

AIRY GIFTM: This improves Gaseous Form such that the ele-
mental now has the option to grant the effect on an adjacent ally.

GASEOUS FORMM: The elemental becomes a dark insubstan-
tial gas and wafts slowly for 5 minutes. In this form, it has a 10 ft fly
speed, can only take move actions, perceives as normal, has DR 10,
enjoys a +5 bonus on Stealth checks, and enjoys immunity to all ail-
ments. It can pass through cracks but cannot enter liquids. The Gust
of Wind ability affects it normally. Costs 2 vitality.

GUST OF WIND™: The elemental projects a 60-ft line of
forceful wind. Medium and smaller creatures cannot move toward it
for 1 round. If it beats targets’ Reflex, they are also knocked prone
(or are pushed back 1d6 x 10 ft if flying). The wind grants a sailed
ship standard speed for 1 round. Costs 2 vitality.

OVERLAND FLIGHT™: The elemental and up to 5 touched
allies can use Fly but with a speed of 120 ft for up to 4 hours + 1
hour per level. An ally who touches solid ground ends the effect for
himself only. Requires Fly. Costs 2 vitality per recipient.

WHIRLWIND™: The elemental conjures a windy funnel that is
up to 40 ft high and 10 ft in diameter. The funnel moves at a speed of
60 ft in any direction it desires and inflicts 2d8 damage on creatures ==
in its path. A creature in the funnel is thrown 10-60 ft and lands M;:._/ g
prone if the elemental beats its Reflex. The funnel lasts as long as the * z
elemental concentrates as a standard action each round + an addi-
tional 1d4 rounds. Costs 5 vitality.

Earth elementals can provide the following effects.

BURROW™: For 5 minutes, the elemental gains a burrow speed
of 30 ft. It can move through earth but not stone or metal. It leaves a
2-ft diameter path. Costs 5 vitality.

DRYING TOUCH™: One touched wet object, mass or person
weighing up to 250 pounds becomes dry. Items such as firearms that
are harmed by immersion become usable again. Costs 1 vitality.

MELD INTO STONE™:The elemental vanishes into an adja-
cent 5-ft-cube stone volume for up to 5 minutes. It can hear but not
see and can take no actions except to end the effect as a standard
action. It is undetectable from outside the stone. Costs 2 vitality.

MOVE EARTH™: This works like Control Water, except that it
moves loose or packed earth (but not stone) instead. Costs 5 vitality.

ROCK TO MUDM. Up to 1 5-ft cube per level of stone within
60 ft changes to mud. Creatures in the area must resist using Forti-
tude to move 5 ft per turn or else they are stuck with a 0-ft speed
and suffer a -5 penalty on d20 rolls. The mud hardens after 1 minute.
Stone buildings suffer 1d6x100 damage. Costs 10 vitality.

SUDDEN BURIAL™: One creature within 30 ft that is touch-
ing soft ground (dirt, mud or snow but not stone or ice) is drawn
into the earth and buried up to its neck for 5 minutes, or is slowed
for 1 round if Reflex resists. A buried creature is physically restraine
but can use magic or verbal abilities, and his allies can spend 1 min-
ute to extract him. Apply -5 on the elemental’s attack roll if a target
is above 5th level. Costs 1 vitality.

TREMORM: This improves Stomp, such that the clemental
affects creatures up to Large size out to a distance of 30 ft, and crea-
tures must resist using Fortitude or suffer 1d8 damage per 2 levels.
Buildings in the area suffer the same damage and collapse if rcduced\-
to 0 hit points. Costs 2 vitality.

WALL OF STONE™: The elemental conjures a 1-ft-thick stone
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slab that is 5 ft x 20 ft or 10 ft x 10 ft. The slab appears within 30 ft
of the elemental in any spot where it can anchor (meld) into existing
voluminous stone or dense earth on at least 1 side. The wall has DR
10 and 120 hit points per 5-square-ft area. It lasts 5 minutes. Costs 2
vitality.

FIRE ELEMENTAL (LVL 6)
Fire elementals can provide the following effects.

BURNING HANDS™: All creatures within a 15-ft cone suffer
1d4 fire damage per level (max 5d4) or > damage when they resist
using Reflex. Costs 1 vitality.

CONE OF FIRE™: The elemental inflicts 1d6 fire damage per
level to all creatures in a 60-ft cone. Reflex resists for %2 damage.
Costs 5 vitality.

FIREBALL™: The elemental projects a red ray out to 90 ft that
blossoms into a 15-ft-radius ball of fire. Creatures in the area
suffer 1d6 fire damage per level (max 10d6), or > damage
when Reflex resists. Costs 2 vitality.

METEOR SWARM™M: The clemental calls down 4
meteors. Each explodes on impact and inflicts 2d6
force damage, 2d6 sonic damage, and 2d6 fire
damage on foes and objects in a 60-ft-radius
burst. The elemental can conjure each
meteor up to 500 ft away from itself.
A creature caught in the area of mul-
tiple meteors suffers damage from
each. Costs 10 vitality.

SCORCHING RAYS™: The
elemental targets up to 4 foes within
60 ft with ruby red rays. Each foe suf-
fers 1d6 fire damage per 2 levels (max
5d6), or "2 that amount when Reflex resists.
Costs 2 vitality.

TORCH™: The elemental conjures fire on an
unattended object that it touches. The fire does
not consume or harm the object. Rather, it pro-
duces strong illumination in a 15-ft radius burst and
weak illumination outward an additional 30 ft. The
elemental can use and dismiss this ability at will but
can maintain only 1 torch at a time.

WALL OF FIRE™: The elemental
conjures an opaque 20-ft-high sheet of
flame for 5 minutes that is either a
curtain up to 20-ft long per level or
a ring with a radius up to 5 ft per 2
levels. Creatures within 10 ft of
the flame suffer 1d6 fire dam-
age. Those caught in the flame
or who pass through it suffer 4d6
damage and catch fire, suffering 1d6
fire damage per round until they spend a standard

" action to extinguish it. Applying 10 points of cold damage to a 5-ft
+ square of wall extinguishes that section. The elemental can maintain
1 Wall of Fire at a time. Costs 5 vitality.

YMETAL ELEMENTAL (LVL 6)

Metal elementals can provide the following effects.

BLADE BARRIER™: The elemental evokes around itself or a
point within 30 ft a stationary 15-ft-radius ring or 90—ft—long wall
of slashing blades for 5 minutes. Creatures that start within or pass
through the ring suffer 1d6 darnage per level or V2 damage if Reflex
resists. Costs 5 vitality.

LEVITATE METALM: This improves Mentech’s Hand so that
the elemental mentally moves 1 metallic or metal-clad target weigh-
ingup to 1 tona distance of 90 ft up or down. It can move the target
out to a distance of 180 ft from itself. The target’s composition must
be at least %4 metal to move it. Unwilling targets may resist using
Will. Costs 2 vitality.
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MAGNETIZEM: One target within 30 ft attracts nearby unat-
tended metal objects. The environment is either sparse, average or
rich in such objects. The objects must be loose, including nails, and
not continuous metal pieces. An affected target suffers 1d4 damage
in sparse environments, or 3d6 damage or 5d8 damage in average or
rich environments, respectively. Moreover, if the target fails to resist
using Fortitude, modify its speed for 2 minutes by -5 ft per damage
die dealt (minimum O ft speed). Costs 2 vitality.

MENTECH’S HAND™: The elemental mentally moves a single
metallic unattended object within 30 ft weighing up to 25 pounds. It
can move the object up to 30 ft in any direction. The item’s composi-
tion must be at least 4 metal to move it. Costs 1 vitality.

RUSTING GRASP™: The elemental targets an exposed metal
item of an adjacent foe. If Reflex fails, the item rusts and is destroyed.
Magic items enjoy a +5 bonus to resist. The elemental may target

a construct for wound damage equal to 1d4 + 1 point per level.
Reflex negates. Costs 5 vitality.

SHAPE METAL™: After 1 minute of concentration, the
clemental molds adjacent unattended metal into a new shape.
It affects up to 1 cubic ft per level. It can form a metal armor
suit into a door, warp a metal sword to uselessness, open a
hole in a metal hull, or so forth. It cannot alter the type of

metal or its DR. Crafting functional gear with parts such
as armor requires a Craft, Mechanics or Warcraft check.
Shaping an electrotech device may damage or destroy it
as the GM decides. Costs 2 vitality.

SPIKE FINGERM: An adjacent foe suffers 1d6
damage per level (max 5d6) as the elemental briefly
produces a piercing melee weapon. Reflex resists

for V2 damage. Costs 1 vitality.
WALL OF STEEL™:The elemen-
tal conjures a 3-in-thick metal slab
that is 5-ft x 20-ft or 10-ft x 10-ft. The
slab appears within 30 ft of the elemental
in any spot where it can anchor (meld) into
existing voluminous metal (such as a hull but not a per-
sonal object such as an armor suit or sword) on at least 1
side. The wall has DR 15 and 150 hit points per 5-square-ft

area. It lasts 5 minutes. Costs 5 vitality.

WATER ELEMENTAL (LVL 6)
Water elementals can provide the following effects.
CREATE WATERM: The elemental conjures
up to 10 gallons per level of fresh water. One person
requires 1 gallon of water to survive for a day.
Costs 1 vitality.
CONTROL WATERM: The elemental
raises or lowers the level of water within 500
ft of itself. It can affect up to 1 10-ft-square
area per level, raising or lowering it by 2 ft per level.
The effect lasts while the elemental concentrates + 2dé rounds.
Costs 5 vitality.

RIP TIDE™: The elemental moves 1 foe immersed in water
within 30 ft up to 120 ft in any direction so long as the foe remains
in or adjacent to water. Only foes with a Swim speed can resist using . - g I
Fortitude to end the effect. Costs 1 vitality. X

SWIM SPELL™: For 5 minutes, the elemental enjoys a Swim
speed of 30 ft. This also grants it a +10 bonus on Athletics checks in
water. Costs 1 vitality.

WATER BREATHING™: The elemental can breathe in water as
casily as in air for up to 4 hours + 1 hour per level over a 24 hour
period. It can use the hours nonconsecutively and may expend hours
to grant touched allies the ability to breathe water too. Costs 2 vitality.

ATERY GRASP™M: A foe within 30 ft who is within 15 ft of
water is pulled into the water, or pulled only 5 ft if Fortitude resists.
Costs 2 vitality. .

WHIRLPOOL™: As Rip Tide, but up to 1 immersed foe per

level within 120 ft, and targets suffer 4d6 damage. Costs 10 vitality.




ELEMON

Elemons are weird creatures of air, earth, fire, and water.

APPEARANCE & CULTURE

Elemons are strange predatory creatures born of primordial forces.
They cluster with their own kind in otherworldly realms or Mortal
niches where their element predominates. The 4 most common ele-
mons include the stony xorn, inchoate invisage, fiery magman, and
watery podform.

INVISAGE: An invisage is a whirlwind force that prowls from
the air. It is essentially invisible at all times and has an amorphous
form. It is approximately 8 ft tall and 3 ft in diameter, weighing
almost nothing. A See Invisibility spell shows only a dim outline of a
cloud, while True Seeing reveals a roiling cloud of vapor. These crea-
tures speak Common, Genie, and Auran. Blood is their favorite treat.
When particularly hungry or provoked, an invisage attacks by using
the air itself as a weapon. It creates a sudden, intense blast of wind
that pounds a targets. When an invisage wanders alone, it may spend
significant time quietly tracking and probing the capabilities of prey
until it is sure to win surprise and safely taste a fine meal. Sometimes
a flock of these creatures will assault a band of mortals. As a flock,
theXl\tend to be more fearless, particularly against earth-bound foes.

AGMAN: Magman are ever-burning salamander-like hunt-
ers. They stand about 5 ft tall and weigh about 75 pounds. Their bod-
ies are a supernatural mixture of flesh and fire, ever-flaming with
scales that radiate intense heat. These creatures speak Common,
Genie, and Ignan. They can smell warm-blooded creatures up to 30
ft away and are naturally aggressive, as suits their fiery nature. Mag-
man are immune to fire and enjoy setting alight their environment,
which is particularly fun in the Mortal Realm where there is so much
to burn. Magmen sometimes travel alone as scouts but more often
they move in loose packs, each member shifting in unpredictable
ways yet somehow unified with his brothers.

ODFORM: A podform is a luminous jellyfish-like creature that
lures, dazzles, and drowns its prey. A podform is a largish 5-ft-cube
mass with 15-ft long tentacles. It glows with a soft light and can, when
desired, produce alluring lights around itself or blast foes with blind-
ing light. Worse yet, it easily grabs prey and constricts them. Like
other elemons, it savors the sweet taste of blood and focuses on bleed-
ing opponents before all others. These creatures speak Common,
Genie, and Aquan. Podforms travel alone or in schools. When a loner
is encountered, it is often scouting to establish new hunting grounds
before calling its siblings, while schools tend to swarm in warm
lagoons near habitable areas to lure land creatures to their doom.

XORN: A xorn glides through solid stone with ease in search of
delicious gems and precious metals. An adult xorn stands 5 ft tall and
wide, weighing about 600 pounds. Xorns speak Common, Genie, and
Terran. Xorns do not attack fleshly beings except to defend themselves
or their property, since they cannot digest meat. They are indifferent to
creatures of the Mortal Realm—with the sole exception of anyone car-
rying a significant amount of precious metals or minerals, which xorns
eat. A xorn can be quite aggressive when seeking food, especially in the
Mortal Realm where such sustenance is harder to find than at home.
A xorn’s favorite mode of attack is to wait just beneath a stone surface
until a foe comes within reach, then emerge suddenly.

Elementalists may summon these creatures to perform specific
tasks such as excavating earth, razing an enemy holdout, or stalking
a target. A summoned elemon undertakes whatever task the sum-
moner commands, even if the task sends it hundreds or thousands of
miles away. The creature follows a command until the task is com-
pleted and obeys only the summoner. However, elemons resent pro-
tracted missions or complex tasks that take them away from their
familiar homes and may seck to pervert instructions accordingly.

An elemon can be killed only when it is on its home realm, which
is never the Mortal Realm. When performing a task elsewhere, it
automatically returns to its home realm when it takes damage suf-
ficient to incapacitate it.
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ELEMON (LVL 7)
Elemons have the following statistics.
TYPE Elemental
S1ZE Medium
ALIGNMENT Always neutral
DC 24

SENSES Darkvision
PERCEPTION +11 ; STEALTH +7
LANGUAGES Common and Genie plus 1 other language (see

below)

INITIATIVE +2

SPEED 30 ft ; SEE BELOW
ATTACK d20+10 ; MA
WEAPONS 3 slams (2d6)
DAMAGE +4

ARMOR Magical hide ; DR 5
WOUNDS 13

VITALITY 56

FORTITUDE 22, REFLEX 17, WILL 14
SPECIAL Immune to disease and poison

Q&D Damage +11 ; Vitality 42

STR 16, CON 24, DEX 14, INT 7, WIS 12, CHA 8

PRIME Constitution and Wisdom

SKILLS Arcana +3, Athletics +8, Dungeoneering +3, Endurance
+17, Nature +3, Survival +11

FP4; DEITY Maiya
MULTICLASSING Elementalist, monk, sage or shaman
TREASURE None

BASE ABILITIES
All elemons have the following abilities.

LIFE DRAIN: A living creature that ends its turn adjacent to an
elemon automatically suffers 1 wound damage due to exposure to an
imbalance of elemental forces. Fortitude resists.

PRIMAL LIFE-FORCE: An elemon lives indefinitely unless and
until it is reduced to negative hit points. If this occurs away from its
home realm, then it automatically returns to its home realm. If this
occurs within its home realm, a killing blow snuffs out the elemon’s
primal life-force and causes it to die such that it cannot be restored
from death except by Miracle or Wish.

INVISAGE ABILITIES (AIR)

An invisage has the following abilities in addition to the base abilities.
FLY: An invisage can fly at speed 30 ft. It drops genﬂy to the
ground if it becomes incapacitated while airborne. Costs 1 vitality
per minute of use.
GUST OF WIND: The invisage projects a 60-ft line of force-

ful wind. Medium and smaller creatures cannot move toward. it for 1

round. If the invisage beats their Reflex, they are also knocked prone\\

(or are pushed back 1d6 x 10 ft if flying). The wind grants a sailed ship
standard speed for 1 round. Costs 2 vitality.

IMPROVED INITIATIVE: Apply a +5 bonus to initiative
checks or +2 when over-loaded. An invisage reacts quickly. ~

IMPROVED  INVISIBILITY: This improves  Invisibility
(below), such that attacking does not end the effect. Costs 10 vitality

INVISIBILITY: An invisage can turn invisible for 5 minutes.
Invisibility grants a +-10 bonus on Stealth checks and refuses line of
sight. Costs 2 vitality.

SEE INVISIBILITY: As a standard action, an invisage clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft. -«

SPELL WEAKNESS: A Gust of Wind spell that target’s an invis-
age within 30 ft inflicts 1d6 damage per level or 2 damage if Forti-
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tude resists. Moreover, a Whirlwind spell cast on an area containing
an invisage flings the creature back 30 ft and also stuns it for 1 round
unless it resists using Fortitude.

TRACK: An invisage is a consummate tracker. Apply a +5 bonus
on Survival checks, or +10 when tracking in natural environments.

MAGMAN ABILITIES (FIRE)

A magman has the following abilities in addition to the elemon base
abilities.

BURN: When a magman hits with a slam attack and expends
vitality as a swift action, the target must resist
using Reflex or catch fire. The flame
burns for 1d4 rounds if not extin- -
guished sooner as a standard action. / >
Each round after the first, a burn-
ing target suffers 2d6 fire dam- -

age.

BURNING HANDS: All
creatures within a 15-ft cone i
suffer 1d4 fire damage per level f\(\‘.‘ “_‘
(maximum 5d4) or Y2 damage N+
when Reflex resists. Costs 1
vitality.

CLIMB: A magman has a Climb
speed of 30 ft, enjoys a +10 bonus on
Athletics checks while climbing, and
is not defenseless while climbing. 2%

FIERY NATURE: A mag- /&%
man is immune to fire but &
suffers 2x damage from cold ‘..
attacks. g

HEAT: Merely touching
or being touched by a magman »
automatically deals 2d6 fire
damage.

METEOR SWARMM: A
magman can call down 4 meteors.
Each explodes on impact and inflicts
2d6 force damage, 2d6 sonic damage, and
2d6 fire damage on foes and objects in a 60-ft-
radius burst. A magman can conjure a meteor up to 500 ft away
from itself. A creature caught in the area of more than 1 meteor
suffers damage from each meteor. Costs 10 vitality.

SPELL WEAKNESS: A Flash Freeze spell that targets a magman
within 30 ft inflicts 1d6 damage per level, or %2 damage if Fortitude
resists. Moreover, a Cone of Cold spell cast on an area containing a
magman flings the creature back 30 ft and also stuns it for 1 round
unless it resists using Fortitude.

WALL OF FIRE™: A magman conjures an opaque 20-ft-high
sheet of flame for 5 minutes that is either a curtain up to 20-ft long
~ per level or a ring with a radius up to 5 ft per 2 levels. Creatures

within 10 ft of the flame suffer 1d6 fire damage. Those caught in the
+ flame or who pass through it suffer 4d6 damage and catch fire, suf-
fering 1d6 fire damage per round until they spend a standard action
to extinguish it. Ten points of cold damage applied to a 5-ft square of
wall extinguishes that section. A magman can maintain a single Wall
of Fire at a time. Costs 5 vitality.

' PODFORM ABILITIES (WATER)

Podforms have the following abilities in addition to the elemon base
abilities.
BLINDING PULSE: Creatures within 30 ft must resist using
Fortitude or be rended blind for 2 minutes. Costs 2 vitality.
CONSTRICT: A podform inflicts 4d6 damage each round while
grappling a foe beginning on the round after achieving the grapple.
GRAB: When a podform hits using 1 of its tentacles, it can
attempt to use Improved Grapple as a swift action.

IMPROVED GRAPPLE: The podform grapples an adjacent foe
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up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the podform must expend a move action to maintain the grap-
ple, and the foe can try to beat the podform’s Fortitude as a standard
action to break the grapple.The podform may block a grappled foe’s
mouth with 1 tentacle to prevent speech.

ILLUSIONISTM: A podform can conjure 4 torch-like orbs, 1
humanoid apparition, 4 voices, 1 loud animal or machine noise, or
a series of amusing stage tricks. The effects last 5 minutes, remain
within 30 ft, and do not cause damage or require a save, though they
might fool the unwary.

IP TIDE:A podform can move 1 foe immersed in water within
30 ft up to 120 ft in any direction so long as the target remains in
or adjacent to water. Only foes with a Swim speed can resist using
Fortitude to end the effect. Costs 2 vitality.
SPELL WEAKNESS: A Fireball spell that target’s
: , a podform within 30 ft inflicts 1d6 damage per level
N

L

or 2 damage if Fortitude resists. Moreover, a

Wall of Fire spell cast on an area containing a

podform flings the creature back 30 ft and also

| stuns it for 1 round unless it resists using For-

titude.

SWIM:A podform has a Swim speed of

30 ft, enjoys a +10 bonus on Athletics checks

while swimming, and is not defenseless while
swimming.

TENTACLES: A podform has 3 long tentacles to

deliver its slams. This grants the podform a 15 ft reach
for its attacks.

XORN ABILITIES (EARTH)

Xorn have the following abilities in addition to the
elemon base abilities.
ALL-AROUND VISION: A xorn’s symmetri-
cally placed eyes allow it to look in any direction,
ensuring that it can never be surprised.
EARTH GLIDE: A xorn can glide
through stone, dirt, or almost any other sort
of earthy material except metal as easily as a
fish swims through water. It has a burrow
speed of 30 ft. Its burrowing leaves behind no tunnel or hole, nor
does it create any ripple or other signs of its presence. Costs 1 vital-
ity Ifrer move action.
ARTH SKIN:Apply a +2 bonus to DR (a typical xorn has DR
7 rather than DR 5).

SPELL WEAKNESS: A Stone Shape spell that target’s a xorn
within 30 ft inflicts 1d6 damage per level or 2 damage if Fortitude
resists. Moreover, a Move Earth spell cast on an area containing a
xorn flings the creature back 30 ft and also stuns it for 1 round unless
it resists using Fortitude. . Yl

STONE SHAPE™: A xorn can mold adjacent stone into new %
shapes. It affects up to 10 cubic ft + 1 cubic ft per level. It can form
rocks into a stone bridge, warp a pillar to make it fall, form a hole in
a wall, or so forth. Costs 2 vitality. .

TREMORSENSE™: A xorn can detect and pinpoint any crea-
ture or object within 60 ft that is in contact with the ground or a
shared support such as webbing.

ELDER ELEMON (LVL 11)
An elder element is size Large. Apply +10 wounds, +28 vitality, +4
saves, 12 attacks, +2 DR and +15 damage to its slam attacks. Also,
it suffers no penalty when using Multi-Attack. Finally, it has the fol-
lowing abilities.
ELEMENTAL SAGE: Boost History and Nature checks by +5.
WOUNDING SLAM: Up to once per round when the elder ele} !

mon successfully strikes a foe using its slam attack, it may apply +1d3 .
wound damage in addition to other damage dealt. Costs 2 vitality.




ERGO

These large, bulky constructs act as wondrous hardworking laborers.

APPEARANCE & CULTURE

Ergos are lumbering, formidable ironwrought servants designed to
do menial labor. Each ergo is equipped somewhat differently but all
of them consist of whirring and clicking gears, magnets, ropes, and
so forth like giant walking windmills. A ergo’s chassis is similar to
platemail and may be plain or sport ornate flourishes.

Crafting an ergo requires knowledge of machines and command of
magical energies that can power the creature. An ergo does not have
a specific owner. Its master is the creature that most recently com-
manded it, which is usually an artificer with mechanical skill.

ERGO (LVL 1)
Ergos have the following statistics.
YPE Construct
SIZE Large
ALIGNMENT Usually lawful neutral
DC 12

SENSES Standard

PERCEPTION +0 ; STEALTH -2

LANGUAGES Understands
Common, Dwarven, Gnomish,
and Mechan

INITIATIVE +0

»

SPEED 30ft; FLY 10ft  Jpg

ATTACK d20+3 (10 f
reach) 7 (
WEAPONS Slam (2d6,  (Ga4is
x3 damage vs stone and o\
metal)

DAMAGE +3 [ Al

ARMOR Metallic plating ; DR 5
WOUNDS 15

VITALITY 10

FORTITUDE 15, REFLEX 10, WILL 12
SPECIAL Construct Traits

Y,

Q&D Damage +4 ; Vitality 8 L

STR 16, CON 16, DEX 10, INT 4, WIS 10, CHA 4
PRIME Strength and Constitution
SKILLS Athletics +13, Endurance +13, Mechanics +5

FP 1 ; DEITY Mithrais or Rorax
MULTICLASSING Artificer, elementalist, fighter or monk
TREASURE Chasis worth 200 gp in scrap parts

BASE ABILITIES
Ergos have the following abilities.

CONSTRUCT TRAITS: An ergo does not bleed and is immune
to disease, nausea, and poison. It does not need to breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It must sleep
(power-down) to regain vitality. It is immortal and cannot be raised
from death if slain. It gains only %2 the benefit of cure spells. However,
once daily, it may attempt a DC 15 Mechanics check to regain a num-
ber of wound points equal to the check result minus 15.

ENDURE ELEMENTS: An ergo ignores the effects of extreme
temperature. It can exist comfortably in conditions between -40°
and 140° F without harm. Its gear is also protected. This ability is
continuously in effect even when it is unconscious.

LIGHT WORKER: A light load is 200 pounds, a medium load
350 pounds, and a heavy load 500 pounds. It can fly or swim only with
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A in the area suffer 1d6 fire damage per level (max 10d6), or
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a light load. It can lift up to 1,000 pounds to a height of 15 ft. It can
push of drag 2,500 pounds, and can excavate 7,000 pounds of loose
rock each minute, which allows it to clear a 5-ft cube in 3 rounds. A
ergo can excavate sand or loose dirt in 2x the time, or stone in %2 the
time. It can throw rocks up to 120 ft to cause 2d6 damage when the
taréet fails to resist using Reflex.

ERVICE: An intelligent creature can command an ergo to per-
form various simple, physical tasks that can be described in 25 words
or less. This requires a verbal command in a language it understands
plus success on DC 19 checks using Arcana and Mechanics. A crea-
ture can order an ergo to perform the same work over and over but
cannot “program” the task or change it based on conditions once
it gets started. A ergo will only stop when it has completed the
assigned task, when 24 hours has passed, or when the crea-

ture that gave it the command instructs it to halt work,
whichever comes first.

SAVANT (LVL 2)
This ergo is smart. Apply +7 vitality, +1 saves, +1

attacks, +1 DR, and the following abilities.
% X SAVANT: Boost Intelligence by +4 and apply a
+10 bonus on any 2 Intelligence-based skills. Also,
if the ergo could not speak before, it can now.

SUPRON (LVL 5)
Apply +28 vitality, +5 wounds,
+2 saves, +4 attacks, and +3
A/ DR.Ithasa 24 Strength, giving it
) Fortitude 20. Also, it has the fol-
lowing abilities.
CONTROL SIGIL: Each
supron is keyed at creation to a
specific owner using a magical
sigil that is imprinted on both
the supron and tattooed on the
owner. The supron only obeys
the owner and no one else.
DARKVISION: A supron
sees in conditions of total dark-
ness as casily as full daylight.
Darkvision is black and white only,
but it is otherwise like normal sight.
FIREBALLM: The supron projects a red ray out to 90
ft that blossoms into a 15-ft-radius ball of fire. Creatures
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V2 damage when Reflex resists. Costs 2 vitality.

HEAVY WORKER:A light load is 350 pounds, a medium
load 700 pounds, and a heavy load 1,000 pounds. A supron can fly
or swim only with a light load. It can lift up to 2,000 pounds to a
height of 15 ft. It can push or drag 5,000 pounds, and can excavate
20,000 pounds of loose rock each minute, which allows it to clear a
5-ft cube in 1 round. A supron can excavate sand or loose dirt in 2x
the time, or stone in 2 the time. It can throw rocks up to 120 ft to
cause 4d6 points of damage.

IMPROVED SERVICE: A person can concentrate as a stan-
dard action to control the supron’s actions, change its behavior from
round to round, and specify a simple program of up to 5 different
activities in a sequence, or alternately, command it using 3 if-then
statements.

JUMP: The supron leaps outward, downward or upward up to 30
ft as a standard action without a running start or Athletics check or
fear of suffering harm upon landing. Costs 1 vitality.

MAGIC RESISTANCE: A supron enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic ability
that does not allow a save, its foe must beat its Fortitude anyway, and
if the supron successfully resists then the magic has no effect.

STOMP: Creatures up to size Medium within 15 ft and in contact
with the ground must resist using Reflex or fall prone. Costs 1 vitality.




DALROK (LVL 8)
This ergo is a dangerous hunter. It hovers, gathers information, and
slays with a deadly ray. Apply a +15 vitality, +2 saves, +2 attacks, +2
DR, +5 Intelligence, and the following abilities.

DETECT THOUGHTS™: The dalrok notes the presence or
absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and the Intelligence of each one. After
concentrating for a third round, it learns the current surface thoughts
of 1 creature of its choice that is within range if the dalrok beats its
Will. Costs 2 vitality.

DISINTEGRATEM: A dalrok targets a single 10-ft cube vol-
ume or 1 creature within 120 ft. If it targets a volume, unattended
mundane material and force effects (such as Wall of Force) vanish.
If it targets a foe and beats its Fortitude, the foe suffers 4d6 wound
damage and permanently vanishes if it dies. Miracle or Wish restores
disintegrated items and creatures. Costs 10 vitality.

ELECTROTECH: A dalrok is familiar with invisible mundane
forces of nature. It can make checks using the Technics skill and
enjoys a +2 bonus on Mechanics and Technics checks (not in the
standard ergo’s statistics block). See RPG, page 177 for details.

LEVITATE™: When the dalrok concentrates as a standard action,
it mentally moves 1 target weighing up to 250 pounds a distance of
30 ft up or down. It can move itself, a willing creature, or an unat-
tended object out to a distance of 60 ft. Costs 2 vitality.

DREADNOUGHT (LVL 10)
Dreadnoughts stand 40 to 50 ft tall and many weigh tons. They smash
and crash, spew alchemical fire, dig trenches in minutes, and resist
magic. Few fortresses and armies, even those defended by potent
wizards, can last long against these terrors. Although they possess
basic intelligence, dreadnoughts are built for war and strictly follow
their master’s instructions. Typically, a dreadnought contains a car-
riage area nestled inside its massive chassis to hold its master. If they
have a weakness, it is artificers who can harm and control constructs.

DREADNOUGHT (LVL 10)
Dreadnoughts have the following statistics.
TYPE Construct
SIZE Huge
ALIGNMENT Usually lawful neutral
DC 30

SENSES Darkvision, low-light vision

PERCEPTION +7; STEALTH -9

LANGUAGES Common, Dwarven, Gnomish, and Mechan
INITIATIVE +1

SPEED 50 ft; FLY 10 ft ; SWIM 10 ft

ATTACK d20+14 ; MA

WEAPONS 2 slams (4d6, 15 ft, 3x damage vs stone and metal)
DAMAGE +9

ARMOR Metal plating ; DR 15
WOUNDS 45

VITALITY 78

FORTITUDE 26, REFLEX 16, WILL 19
SPECIAL Construct Traits, Magic Resistance

Q&D Damage +19 ; Vitality 58

STR 29, CON 27, DEX 12, INT 9, WIS 14, CHA 10
PRIME Strength and Constitution
SKILLS Athletics +16, Endurance +18, Warfare +9

FP 5 ; DEITY Mithrais, Rorax or Phane
MULTICLASSING Artificer, elementalist, fighter or mageblade
TREASURE Chasis worth 2,000 gp in scrap parts
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DREADNOUGHT BASE ABILITIES
Dreadnoughts have all the abilities of the ergo and supron (but not
the dalrok) plus the following additional abilities.

ALCHEMICAL FIRE BLAST: A dreadnought inflicts 1d6 fire
damage per level to all creatures in a 30-ft cone, or %2 damage when
it fails to beat a foe’s Reflex. Costs 2 vitality.

CLEAVE: Up to once per round, when 1 of a dreadnought’s slam
attacks drops a foe (it falls unconscious or dies), it may immediately
make 1 additional slam attack against any foe within range. A suc-
cessful strike inflicts 4d6 damage as usual.

COCKPIT: This ergo seats 1 Medium or Small person in a chest
cage 30 ft off the ground that offers a view behind an opaque window
with metal bars. Entering or exiting the cockpit takes 1 round.

GREAT WORKER: A light load is 500 pounds, a medium load
1,000 pounds, and a heavy load 1,500 pounds. It can fly or swim only
with a light load. It can lift up to 3,000 pounds to a height of 15 ft.
It can push or drag 5,000 pounds, and can excavate 100,000 pounds
of loose rock each minute, which allows it to clear 5 5-ft cubes in 1
round. A dreadnought can excavate sand or loose dirt in twice the
time, or stone in half the time. It can throw rocks up to 120 ft to
cause 8d6 points of damage.

MAGIC RESISTANCE: This ergo enjoys a +5 bonus on saves
to resist magic abilities. Moreover, whenever it is targeted by a magic
ability that does not allow a save, its foe must succeed on an attack
roll anyway against Fortitude, and if it successfully resists then the
magic has no effect.

ARMAGON (LVL 20)
An armagon has the features of a dreadnought. Also, apply +70 vitality,
+5 saves, +5 attacks, +5 DR, and the following additional abilities.

BLADE BARRIERM: The armagon evokes around itself or a
point within 30 ft a stationary 15-ft-radius ring or 90-ft-long wall
of slashing blades for 5 minutes. Creatures that start within or pass
through the ring suffer 1d6 damage per level or %2 damage if Reflex
resists. Costs 5 vitality.

CONE OF ALCHEMICAL COLD: An armagon inflicts 1d6
cold damage per level to all creatures in a 60-ft cone, or %2 damage
when the armagon fails to beat a foe’s Reflex. Costs 5 vitality.

FLING FOE: An armagon can target a foe within reach. If it beats
the target’s Reflex, it throws the foe 1d6 x 10 ft. The foe lands prone,
suffers 1d6 damage per 5 ft thrown, and is dazed for 1d4 rounds.

GREAT THUNDER: An armagon can knock prone all crea-
tures in a 30-ft cone (no save). A Huge creature with Stability can
ignore this. Costs 5 vitality if only Large or smaller foes are present.
Otherwise, costs 10 vitality

IMPROVED OVERRUN: An armagon can push past a foe as a
swift action. If the armagon beat its foe’s Fortitude, it can freely pass
it at its current speed. If not, it moves adjacent to its foe it does not
pass it. An armagon enjoys a +5 bonus to initiate or resist Overrun
attacks.

MIRROR IMAGE™: The armagon conjures 1d4+1 duplicates=
of itself for 2 minutes. Whenever a foe successfully strikes the arma-
gon, it has a 50% chance to strike and dispel 1 image instead. This is
a visual illusion. Costs 2 vitality.

NIGHTMARE ASSAULT: As a swift action, apply +25 dam-
age to the armagon’s next melee weapon or slam attack, or +10,if#
the foe resists using Fortitude. Costs 5 vitality. ?

STABILITY: Once per round, an armagon may ignore any non-
magical ability that attempts to move it or knock it prone such as Bull
Rush or Trip.

STUNNING BLOW: As a swift action when the armagon
makes a single melee attack, the target must resist using Fortitude or
be stunned for 1d4 rounds. Costs 5 vitality.

WHIRLWIND PUSHBACK: Each and every foe within reach
suffers 4d6 + 20 damage, or 2d6 damage if Reflex resists. Moreover,
all foes who suffer damage are pushed back 1d4 x 5 ft. If a foe has nom' )
space to move back (the space is occupied or does not exist), the foe 5 i

falls prone instead.




FUNGUS

These giant plants are a menace to cave and swamp travelers.

APPEARANCE & CULTURE

There are many varieties of giant fungi. Most are shades of purple,
or gray with purple spots.

The most common fungus is the shreiker, which emits a loud noise
to attract prey or when disturbed. Shriekers live in dark, subter-
ranean places, often in the company of its cousin the violet fungi,
whose poison they are immune. The 2 often work together to attract
and kill prey. When the shriekers’ hellish racket attracts a curious
creature, the violet fungus tries to kill it. Both creatures enjoy the
fruits of a successful hunt.

Very rarely, a nightmare fungus settles in with the other fungi. This
vile plant releases spores that seem to just fall off after an assault.
However, those who are slain rise hours later as demons, and the
unlucky survivors slowly turn evil over the course of days and weeks.

Many other kinds of fungi exist. For example, the phantom fungus
is often found in graveyards near ghosts and other undead, and it can
become incorporeal. Even wierder is the lava fungus, which thrives
in warm areas including in jungles and around volcanos.

GIANT FUNGUS (LVL 2)
Fungi have the following statistics.
YPE Plant
S1ZE Medium
ALIGNMENT Usually neutral
DC 14

SENSES Low-light vision
PERCEPTION +6 ; STEALTH -1
LANGUAGES None

INITIATIVE -6

SPEED 10 ft

ATTACK d20+4

WEAPONS Bite (1d4) or slam (1d6)
DAMAGE +2

ARMOR Rubbery hide ; DR 3
WOUNDS 10

VITALITY 17

FORTITUDE 16, REFLEX 10, WILL 19
SPECIAL Immune to all poison and disease

Q&D Damage +4 ; Vitality 13

STR 14, CON 16, DEX 8, INT 2, WIS 12, CHA 4
PRIME Strength and Constitution
SKILLS Endurance +13, Survival +6

FP 1; DEITY Greenwyrm, Lilith, Maurob or Tiamat
MULTICLASSING Druid, elementalist, monk or shaman
TREASURE Items worth 100 gp around its base

BASE ABILITIES
All fungi have the following abilities.

SPORE CLOUDM: The fungus emits a noxious 30-ft-radius
cloud of spores. Each round a creature is in the area, it suffers 1d4
wound damage, is blinded due the allergic reaction in its eyes, and
is reduced to a 5 ft speed due to mental disorientation. The cloud
remains for 2 minutes. A Gust of Wind or Whirlwind spell instantly
disperses the cloud. The fungus must wait 5 minutes between each
use of this ability. Costs 5 vitality.

TREMORSENSE: A fungus can detect and pinpoint any creature
or object within 60 ft that is in contact with the ground or a shared
support such as webbing,

VIOLET FUNGUS (LVL 5)
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NIGHTMARE FUNGUS (LVL 5)
Apply +21 vitality, +5 wounds, +1 DR, +1 attacks, +1 saves, and
the following abilities.

BURROWING SPORE CLOUD:The fungus releases a cloud
of harmful spores. Adjacent foes suffer 1d4 damage per round for 2
minutes as the spores burrow into their skin. After 2 minutes, the
effect seems to end and the growths fall off unless the creature was
slain by the spores, in which case it rises 1d4 hours later as a demon
(page 58) of equal level. Cure Ailment ends the burrowing effect
but only Miracle or Wish restores a victim who is transmuted into a
demon. Costs 2 vitality.

CORRUPTING SPORES™: A person who survives Burrowing
Spore Cloud suffers from a corrupting urge. The urge cause the per-
son to slowly become evil. Each day, it feels an evil urge. It must
resist using Will or commit an evil act. After it commits more evil
acts than it has levels, its alignment permanently changes to evil.
Only Miracle or Wish negates the effect.

SLEEP SPORES: Creatures within 30 ft fall asleep for 5 minutes,
or are dazed for 1 round if Will resists. A sleeping creature’s allies can
use a standard action to wake it. When the fungus detects motion
after the sleep effect, it usually produces another puff of spores to
induce sleep again. Costs 5 vitality.

SHRIEKER FUNGUS (LVL 5)
Apply +21 vitality, +5 wounds, +1 DR, +1 attacks, +1 saves, and
the following abilities.

INVISIBILITY:The shrieker fungus turns invisible for 5 minutes
or until it makes an attack, at which time the invisibility ends. Invis-
ibility grants a +10 bonus on Stealth checks and refuses line of sight.
Costs 2 vitality.

SHRIEK: Movement or a light source within 15 ft of a shrieker
fungus causes it to emit a piercing sound that lasts for 1d4 rounds. ,
The sound attracts nearby creatures that are inclined to investigate -
it. Some creatures that live near shriekers come to learn that the fun-
gus’s noise means there is food nearby. Deaf creatures are unaffected.
Costs 1 vitality.

STUNNING SHRIEK:The shrieker fungus’s noise stuns all liv-
ing creatures within 30 ft for 1 round. Deaf creatures are unaffected.
Costs 5 vitality.

SUGGESTIVE SPORE CLOUD: The shricker fungus releases
a cloud of suggestive spores. Creatures within 30 ft that fail to resist
using Will fall under the fungus’s influence. They do their best over
a 1 hour period to remain near the fungus to protect and feed it,
though they will not deliberately harm themselves. However, a crea-
ture might find it perfectly reasonable to offer a starving fungus the
body parts of another nearby creature. After all, the fungus doesn’t
need limbs so why should it? Costs 10 vitality.

Apply +21 vitality, +5 wounds, +1 DR, +1 attacks, +1 saves, and
the following abilities.

CLOUDKILL: The violet fungus emits a noxious 30-ft-radius
cloud around itself. Each round that a creature is in the area, it
suffers 1d4 acid wound damage, is blinded, and is reduced-to,a 5
ft speed. The cloud remains for 2 minutes. Gust of Wind affects it
normally. The fungus can only maintain 1 cloud at a time. Costs 5
vitality.

IMPROVED GRAPPLE: The fungus grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Applyi
a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the fungus must expend a move action to maintain the
grapple, and the foe can try to beat the fungus’s Fortitude as a stan-
dard action to break the grapple. The fungus may block a grappled
foe’s mouth with 1 tentacle to prevent speech.

IMPROVED INVISIBILITY: The violet fungus turns invisible‘_
for 2 minutes. Attacking does not end the effect. Invisibility grants a
+10 bonus on Stealth checks and refuses line of sight. Costs 10 vitality.
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FUSTIBLIG

These small, weird carnivores are a terror.

APPEARANCE & CULTURE

Fustibligs are crafty monstrosities that hunt and kill for pleasure. An
adult fustiblig is the size of a large dog, with 4 legs, a stinger, and
2 pseudopods that it uses to sense its surroundings. It is otherwise
blind. Its huge toothy maw leaves little room for a brain or digestive
track, yet somehow the creature remains smart and capable. In as
much as a fustiblig has a sex, it is both male and female as reproduces
by injecting eggs within paralyzed humanoid or animal hosts.

Sages believe fustibligs were first created from astral spider eggs
and the remains of a powerful mageblade as an eternal punishment
for the mageblade’s alleged crimes against a coven of witches.

Within every nest of fustibligs are a few with silver, gold, or ruby-
red stripes across their fur. These variants are truly fearsome.

FUSTIBLIG (LVL 3)
Fustibligs have the following statistics.
1 TYPE Magical beast
S1ZE Small
ALIGNMENT Neutral evil
DC 16

SENSES Blindsense

PERCEPTION +5 ; STEALTH +18
LANGUAGES Undercommon
INITIATIVE +6

SPEED 40 ft

ATTACK d20+7 (tentacles have 10 ft reach) ; MA

WEAPONS Bite (1d6), 2 tentacles (1d2+paralysis), 2 pincers
(1d2 wounds each + pin), or hind stinger (1d3)

DAMAGE +1

ARMOR Furry chiten ; DR 3
WOUNDS 5

VITALITY 25

FORTITUDE 16, REFLEX 19, WILL 10
SPECIAL Dodge

Q&D Damage +4 ; Vitality 19

STR 12, CON 18, DEX 22, INT 10, WIS 6, CHA 4
PRIME Dexterity and Constitution
SKILLS Acrobatics +21, Athletics +11,

Dungeoneering +5, Survival +3, Trick +16

FP 2 ; DEITY Lilith or Tiamat

MULTICLASSING Blackguard,
rogue, shadowcaster or warlock

%l-lREASURE 1d6 x 5 gp worth of

metal and gems in gullet

“BASE ABILITIES
! Fustibligs have the following abilities.

BLIND: A fustiblig has no eyes

and is immune to attacks and

effects that cause blindness.

Similarly, its senses are not

affected by invisibility, illusions

or other visual tricks. It senses

vibrations through its fur and

pads at the end of its tentacles.
DODGE: As an immediate

action, a fustiblig ignores a single

melee weapon attack before it
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knows whether the attack hits. Requires Dexterity 15+ and light or
no armor. Costs 2 vitality.

HORRID PROCREATION: A fustiblig performs unspeak-
able acts against a living person or animal in order to reproduce.

As a standard action, it holds a pinned or helpless adjacent target
against its underbelly, and inflicts 1d4 wound damage as it injects
tiny eggs. The target also suffers paralysis for 5 minutes, with a 25%
chance each round after the first to end the paralysis for that round.

The eggs hatch after 5 minutes and begin devouring their host
from the inside at the rate of 1 wound point per round for 2 min-
utes, after which they emerge and skittle away if threatened, or stay
to devour the remains of their host if safe. A successful DC 25 Heal
check, a Cure Ailment spell, or 25 points of electrical damage will
neutralize the eggs before they hatch.

PARALYSIS: As a swift action, the next target struck that round
by any of the fustiblig’s tentacles must resist using Fortitude or be
limited to a single move or standard action on its turn for 1d4+1
rounds. Multiple paralysis effects do not stack. Costs 2 vitality.

PIN: As a swift action, the next target struck that round by any
of the fustiblig’s pincers must resist using Fortitude or be pinned and
unable to leave its current space until the fustiblig is dead or chooses
to release the target (which it must do in order to move from its own
space). Alternatively, a pinned target may attempt a DC 20 Athletics
check as a standard action to end the pin. Costs 1 vitality + 1 vitality
per round to maintain the pin.

GOLDBRITE FUSTIBLIG (LVL 5)
Apply +14 vitality, +5 wounds, +1 DR, +1 attacks, +1 saves, and
the following abilities.

DIMENSION STEP™: The fustiblig can vanish and reappear up
to 30 ft away in an open space of its choice within line of sight. After it
arrives, it is dazed for the rest of its turn. It can take gear, a paralyzed cap-
tive or another fustiblig weighing up to 250 pounds. Costs 2 vitality.

MIRROR IMAGE™: The fustiblig conjures 1d4+1 duplicates of
itself for 2 minutes. Whenever a foe successfully strikes it, the foe has
a 50% chance to strike and dispel 1 image instead. This is a visual illu-
sion. Costs 2 vitality.

STEADFAST: A goldwrought fustiblig cannot be dazed, fright-

ened, shaken or stunned.

SILVERBACK FUSTIBLIG (LVL 5)
Apply +14 vitality, +5 wounds, +1 DR, +1 attacks, +1 saves, and
the following abilities.

ANTI-MAGE SPASM:When an adjacent creature uses a magic
ability, the fustiblig may use some or all of its natural weapons to make
amelee attack against that foe as an immediate action. Costs 2 vitality.

JUMP:The fustiblig leaps outward or upward up to 30 ft as a stan-

dard action without a running start or Athletics check. Costs 1
vitality.
STEADFAST: This fustiblig cannot be

action, apply a +20 bonus to the fustiblig’s next
attack roll that round.

FUSTIBLIG MASTERMIND (LVL 12)

saves, +5 damage, and the following abilities.
ARCANE POWER: Add 35 points total worth
of abilities drawn from the shadowcaster and war-
lock classes. Typically, the fustiblig has 2 paragon, 2
advanced, 3 intermediate, and 5 basic.
COMBAT GUILE: A mastermind fustiblig has 16
Intelligence and deals +2 damage on all of its attacks.
, POISONOUS STINGER: A foe struck by the

mastermind fustiblig’s stinger suffers 1d10 wound

minutes later. Halve the damage if Fortitude resists.

dazed, frightened, shaken or stunned. .
TRUE STRIKE: Once daily as a move ™ Mg

Apply +63 vitality, +5 wounds, +5 DR, +5 attacks, +5"

damage + an additional 1d10 wound damage S L




GARGOYLE

These stony creatures are patient and vicious predators.

APPEARANCE & CULTURE

Gargoyles often appear to be winged stone statues. They can perch
indefinitely without moving and use this disguise to surprise their
foes. They require no food, water, sleep or air, but often eat or toy
with their foes out of fondness for inflicting pain.

Gargoyles are hermaphrodites and reproduce by laying clutches
of stony eggs in well-hidden nests. Warlocks and similar folk often
seek these eggs to raise a troop of gargoyles to act as bullies, tracks,
guards, and such, though even trained gargoyles are unreliable.

GARGOYLE (LVL 5)
Gargoyles have the following statistics.
YPE Elemental
S1ZE Medium
ALIGNMENT Usually chaotic evil
DC 20

SENSES Darkvision

PERCEPTION +5 ; STEALTH +7

LANGUAGES Common, Abyssal, Undercommon, and Terran
INITIATIVE +4

SPEED 40 ft ; FLY 60 ft

ATTACK d20+5 ; MA

WEAPONS Bite (2d6), 2 claws (2d6 each) or tail swipe (1d6)
DAMAGE +3

SPECIALIf 2 claws hit, apply +1d6 raking wound damage

ARMOR Stony hide ; DR 5

WOUNDS 10

VITALITY 39

FORTITUDE 16, REFLEX 16, WILL 12
SPECIAL Immun to poison

Q&D Damage +8 ; Vitality 29

STR 16, CON 18, DEX 14, INT 8, WIS 10, CHA 6
PRIME Strength and Constitution
SKILLS Athletics +13, Acrobatics +7

FP 3 ; DEITY Lilith, Maurob or Tiamat
MULTICLASSING Blackguard, elementalist, ranger or warlock
TREASURE Coins and gems worth 500 gp scattered near its roost

BASE ABILITIES
Gargoyles have the following abilities.
FREEZE FORMM: A gargoyle can freeze its form to look like
a stone statue. A DC 25 Perception check spots the gargoyle for its
true nature.
UNNATURAL BODY™: A gargoyle does not require air, food,

sleep or water though it may partake if it wishes.

" KAPOACINTH (LVL 5)

This is an aquatic gargoyle. It has a 60 ft Swim speed rather than a Fly
speed, and it can breathe underwater as well as breathe air.

BUTCH GARGOYLE (LVL 7)
This hearty, muscular gargoyle enjoys crushing foes. Apply +14
vitality, +1 saves, +1 attacks, +1 DR, and the following abilities.
CRUSHING HUG: A butch gargoyle automatically succeeds on
hugging a grappled foe to inflict 4d6 damage. Moreover, it enjoys a
+5 bonus on any other attack rolls against that foe.
FAST HEALING: This gargoyle always stabilizes. Also, each

A round at the end of its turn, it automatically heals 1 wound point.
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This occurs even if it is unconscious but not dead.

IMPROVED GRAPPLE: The gargoyle grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the gargoyle must expend a move action to maintain the
grapple, and the foe can try to beat the gargoyle’s Fortitude as a stan-
dard action to break the grapple.The gargoyle may block a grappled

foe’s mouth with 1 hand to prevent speech.

MARGOYLE (LVL 8)
This 4-armed gargoyle can turn prey into stone. Apply +21 vitality,
+2 saves, +2 attacks, +2 DR, and the following abilities.

BULLY: An adjacent person must resist using Fortitude or lose
1d6 vitality and either move back 5 ft or fall prone if there is no space
to move back.

FOUR ARMS: A margoyle has 4 arms. It can use the arms to
claw at foes, climb, use Improved Grapple or wield Light weapons.
This gives it 4 claw attacks cach round rather than 2. A margoyle also
enjoys a +5 bonus on Strength-based skill checks and a +5 bonus to
initiate or resist grappling,

NETHERSIGHT™: This improves Darkvision, such that the
margoyle can see in magical darkness as well as normal darkness.

PETRIFYING GAZEM: A target within 30 ft and line of sight
must resist using Reflex or begin turning into stone. The save assumes
the target wishes to resist the gargoyle’s tricks and avoid its gaze. Each
round, it has a 25% chance to end the effect. On the first failed try, it
is limited to a single move or standard action. On the second failed try,
it cannot act but it can still defend itself. On the third failed try it turns
to stone. Three successful tries ends the magic. Dispel Magic halts the
progress, but only Remove Curse, Miracle or Wish reverses the final
effect. The margoyle may reverse the effect at any time. Costs 5 vitality.

POISON %lTE: As a move action, the margoyle coats its bite
and claws with poison. The next creature struck by the bite or claws
suffers 1d10 vile wound damage with a 50% chance to suffer an addi-
tional 1d10 vile wound damage 5 minutes later. The poison has 1 use
and dissipates after 5 minutes in any event. Costs 5 vitality.

HEART-RIPPER GARGOYLE (LVL 9)
This crafty hunter can walk in disguise among people. Apply +28
vitality, +2 saves, +2 attacks, +2 DR, and the following abilities.

AGGRESSIVE: Boost Athletics and Intimidate checks by +5.

EXTRACT HEART™: An adjacent living foe with O vital-
ity must resist using Fortitude or immediately die as the margoyle
heart-ripper draws forth its heart. Costs 10 vitality.

HUMANOID DISGUISEM: A heart-ripper gargoyle can look
like a person of any race for up to 24 hours. In this form, it enjoys a
+20 bonus on Disguise checks to appear as a normal member of that
race. It radiates faint magic in this form. If it tries to look like a specific
person, it enjoys only a +5 bonus on its Disguise check. Costs 2 vitality.

HUMILIATE: An adjacent person loses 4d6 vitality, or ¥ that
amount when Fortitude resists. On a failed save, the person also suf-
fers 1 wound damage, bursts into tears, soils itself, and either moves
back 5 ft or falls prone, as the gargoyle desires.

IMPALING BARBS™: As a swift action, infernal barbs sprout
from the gargoyle’s skin for 1 round. If it uses a standard action and
beats an adjacent target’s Fortitude, it impales the target on the
barbs, causing 3d6 damage + 1 per level. The barbs are magical vile
weapons. This ability does not hinder or augment any spikes the garge
goyle might already possess. Costs 2 vitality.

REND ARMOR:When a heart-ripper gargoyle hits with a claw,
it may choose to deliver 4d8 damage + 1 per level to its foe’s armor
instead of harming its foe. Armor that is reduced to 0 hit points is
destroyed and no longer provides protection.

SECOND WIND: Once daily after 1 minute of rest a heart-
ripper gargoyle recovers 4d6 vitality. -

TRACK: These gargoyles relish hunting for prey. Apply a +5 bonus

on Survival checks, or +10 when tracking in natural environments.




GENIE °

These clever spirits are wise masters of the essential elements.

APPEARANCE & CULTURE

Genies travel realms of existence and build citadels in the most won-
drous places with breathtaking vistas, whether upon great oceans,
titanic volcanos, raging hurricanes, or caverns with diamonds the
size of a child.

Genies are large with a terrible and majestic countenance, though
some disguise themselves as mortals. They pride themselves on their
civilization, artistry, and skill with magic and prowess in warfare. Leg-
ends say noble genies can grant wishes, and the claim holds some truth.

Genies organize into gilded courts under powerful lords, and when
they travel in search of treasure (gold, magic, and slaves), they take
their loyalties, servants, and grand plans with them. Though mortals
prize genie magic items, these items are linked to the Tempest, a fabled
genie land, and rarely last in mortal hands.

Genies are at home in all elements, but each of the 5 races of genie-
kind prefer 1 element. The most notorious of these is  the
efreet, a crafty fire genie.

races

GENIE (LVL 7)

Genies have the following
statistics.
TYPE Elemental
SIZE Large
ALIGNN\ENTAny
DC 24

SENSES Low-light vision

PERCEPTION +8 ;
STEALTH +2

LANGUAGES Com-
mon and Genie plus 2 of
the following: Abyssal,
Celestial, Infernal or
Sylvan

INITIATIVE +2

SPEED 40 ft, plus
the form of movement
indicated in table at right
ATTACK d20+6 (+8 with scimitar)
WEAPONS Fist (1d6), dagger
(1d6), scimitar (4d6, 10 ft reach) or
long bow (2d6, 120 ft)
AMAGE +3

ARMOR Magic leather ; DR 3 (+6 vs
most energy types)

WOUNDS 15

VITALITY 50

FORTITUDE 18, REFLEX 15, WILL 18

Q&D Damage +10 ; Vitality 36

STR 17, CON 12, DEX 14, INT 14, WIS 17, CHA 14

PRIME Strength and Wisdom

SKILLS Acrobatics +7, Athletics 413, Appraise +7, Arcana +7,
Diplomacy +7, Insight +13, Music +7, Warcraft +7

FP 4 ; DEITY Maiya or Voktra.
MULTICLASSING Artificer, bard, elementalist or gallant
TREASURE Armaments and other items worth 1,400 gp on

itself and in its lair
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ASE ABILITIES

Genies have the following abilities.

CREATE FOOD AND DRINK™: The genie conjures food
and water or wine that acts as a single meal for 3 persons, 1 mount
or 1 genie. Costs 2 vitality.

ELEMENTAL HEALING: A genie heals wound damage rather
than suffers harm by the energy type corresponding to its element.
For example, a cold attack heals a water genie’s wounds.

ENERGY BLASTM: A genie can project a 15-ft-cone of energy
causing 1d6 damage per level (max 5d6). The energy corresponds to
the genie’s favored element. Costs 1 vitality.

ENERGY RESISTANCE: Apply +3 DR against all energy types.

ENERGY WEAPONM: Add +2d6 energy damage to a genie’s
weapon damage. The energy type corresponds to the genie’s favored
element. This bonus damage only works for genies.

FAVORED ELEMENT: Select a favorite element (air, earth,
fire or water). Each element has a corresponding energy type and
movement as shown in the table below. A genie is immune to the
indicated energy type and gains the indicated movement.
IMMORTAL BEING™: Genies do not age, do not need to breathe,
eat or sleep, and can only be raised from death using Miracle or Wish.

INFINITE TONGUES™: Genies speak and understand

all languages.
TINY FORM: A genie can reduce itself to size
Tiny. In this form, it has 2 wound points, a +20
bonus on Stealth checks, a +10 bonus on Reflex, a -5 penalty on
damage rolls, a -20 penalty on Athletics checks, -20 ft speed, and

a 98% weight reduction. Lasts 2 minutes. Costs 2 vitality.
WHIRLWIND OF FISTS: A genie’s flurry
of fists inflicts 4d6 damage on 1 adjacent foe

or 1d6 on all adjacent foes. Apply "2 damage
when Fortitude resists.

GENIE NOBLE (LVL 10)
b Apply +21 vitality, +2 saves, +2 attacks,
+2 DR, and the following abilities.
GRANT WISHM: A genie noble
" can grant a mortal person’s wish. It can-
not grant wishes to itself or any other
creature type. A wish can duplicate
any non-paragon class ability without
error. It can provide gear or property
worth up to 5,000 gp but the recepient
permanently loses 5 vitality. The chance
-+ of success equals 70% + 1% per level of
the genie, with failure indicating a nega-
* * tive outcome equivalent to an advanced
tier ability (such as suffering 10d6 dam-
age). A creature is limited to 3 wishes total
ever from the same genie.

NOBLE FURY: A noble genie is regal-
and terrible in its aristocratic temperament.
Boost Intimdate and Nobility checks by +10.

MORTAL FORM™M: A genie can alter its appear-
ance for 1 hour to blend amongst mortals. In this form, apply a
+10 bonus on Bluff and Disguise checks to appear as a Medium or
Small humanoid. Costs 1 vitality. .

~ .
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Element  Genie Race Energy Type Movement
Air Djinni Sonic Fly 30 ft
Earth Hajirah Acid Burrow 30 ft
Fire Efreeti Fire Climb 50 ft
Metal Ahdna Electricity None*
Water Marid Cold Swim 50 ft

* A metal genie enjoys +13 damage (rather than +3) and DR 8 (or
14 vs most energy types).




GHOST

These spirits of the dead haunt the living and refuse to pass on.

APPEARANCE & CULTURE

Ghosts are known by many names: banshees, haunts, poltergeists,
spectres, wraiths, and more. All share a common origin. They are
born from a soul that died by violence and never tasted justice. Sadly,
those slain by ghosts often become ghosts themselves due to their
violent deaths.

A ghost usually looks much as it did in life and can be easily recog-
nized by those who knew the individual or have seen the individual’s
face in a painting or drawing. In many cases, the evidence of a violent
death is visible on its body. As an incorporeal creature, a ghost is
weightless and can only be struck by magic except for brief moments
when they materialize.

Among varieties of ghosts, the haunt is the most harmless though
it is perhaps the most difficult to vanquish. A poltergeist can throw
objects and draw a hapless victim into its astral realm. The banshee
is said to be the spirit of a betrayed lover. It can appear as a beautiful
object of desire that, when scorned, produces a mortifying wail. A
nightmare lulls victims to sleep and transforms into a deadly terror
of tentacles and fangs against those who resist. A phantasm evokes
people’s greatest fears. A wraith kills through aging and halting the
heart. Worst of all is the spectre. Though powerless in sunlight, it can
appear in multiple places at once and, by its touch, drain a creature’s
vital energy.

Ghosts come in every alignment. Even good and innocent souls
may reach beyond the grave to avenge wrongs or seek to keep work-
ing against the misdeeds of evil creatures including other ghosts. That
said, ghosts are often blind to the effects of their unlife.

GHOST (LVL 6)
Ghosts have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Any (usually neutral evil)
DC 22

SENSES Darkvision

PERCEPTION +0 ; STEALTH +12 (+17 in darkness)
LANGUAGES Common or 1 other language spoken in life
INITIATIVE +2

SPEED 10 ft ; FLY 30 ft in darkness, 10 ft in shadow, O ft in light.
ATTACK d20+5

WEAPONS Slam (1d6)

DAMACGE +0

ARMOR None ; DR 0

WOUNDS 5

VITALITY 42

FORTITUDE 14, REFLEX 15, WILL 17
SPECIAL Incorporeal Traits, Undead Traits

Q&D Damage +6 ; Vitality 30

STR 10, CON 10, DEX 11, INT 11, WIS 11, CHA 14
PRIME Dexterity and Charisma
SKILLS Endurance +5, and +2 on 2 skills from its former life

FP 3 ; DEITY Lilith or Nefriti
MULTICLASSING Bard, necromancer, shadowcaster or shaman
TREASURE Keepsake items worth 600 gp in its lair

BASE ABILITIES
4 Al ghosts have the following abilities.
b BOUND BY DEATH: A ghost cannot move more than 120
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ft from its place of death until it completes its Task of Vengeance
(below), after which it may roam freely up to 10 miles per level
from its place of death. No ability or agent or force except Miracle
or Wish can break this limitation.

DETECT LIVING™: The ghost learns whether an adjacent creature
is alive.

FAR HAND™: A ghost can telekinesis a single unattended object
weighing up to 5 pounds out to a distance of 30 ft.

HOSTLY SPAWNM: A creature slain by a ghost rises as a ghost
1 week after death unless it resists using Will or the ghost’s killer is
slain beforehand.

INCORPOREAL TRAITS™: A ghost is naturally incorporeal.
Mundane attacks against incorporeal creatures have a 90% miss
chance and magic attacks have a 50% miss chance. Incorporeal crea-
tures cannot handle solid objects, can pass through solid objects such
as walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing and
dematerializing are swift actions that cost 5 vitality each.

INDESTRUCTIBLE™: One week after being slain as a ghost,
it returns to its state of unlife with 1 wound point. This ability fails
if the ghost’s original bodily remains are burned with salt to ash
(requires 2 minutes plus 1 vial of salt and a source of fire).

REVITALIZING TOUCH™:When a ghost successfully slams a
foe, it heals 2 the damage dealt up to its normal maximum wounds.

TASK OF VENGEANCE: When a ghost’s original killer is
slain or dies a natural death, the ghost may choose to end its state
of undeath. This is resolved by overcoming its own Will. A cleric or
other agent or spell might help it move on.

UNDEAD TRAITS: A ghost is immune to all ailments includ-
ing disease and poison. It need not breathe, eat or sleep and enjoys
a t5 bonus on Endurance checks. It regains wound points from
necrotic energy, regains no wound points from rest, and is harmed
by holy and cure energy on a point-for-point basis. It is immortal and £
cannot be raised from death if slain.

UNNATURAL AURA: Animals, whether wild or domestic,
sense the unnatural presence of a ghost at a distance of 30 ft. They
do not willingly approach and panic if forced to do so. They remain
frightened as long as they are within 30 ft.

BANSHEE (LVL 6)
These scorned ghosts have the following additional abilities.
ROMANTIC DISGUISE™: A banshee’s surface traits— hair
color, garment style, gender, voice pitch, etc—transmute to grant
it a +10 bonus on Disguise checks for up to 1 hour to look highly
appealing to 1 nearby person of its choice. It can grow or shrink 1 ft.
While in this form, it also enjoys a +5 bonus on Diplomacy checks,
or +10 in romantic situations. Costs 1 Vitality.
WAIL OF THE BANSHEE™: All persons within 30 ft must
resist using Will or be reduced to -1 wound points and begin dying.
Targets that resist suffer 3d6 damage instead. Costs 10 vitality.

HAUNT (LVL 6)

These frightening but harmless ghosts have the following additional
abilities.

DODGE: As an immediate action, the haunt chooses to ignore 1
impending melee weapon attack before it knows whether the attack
hits. Costs 2 vitality.

FRIGHTFUL MOAN™M: All living creatures in a 30-ft cone
panic and flee for 4 hours + 1 hour per level if they fail to resistg
using Will. If a creature cannot flee, it cowers defensively. Even if the
save succeeds, a creature is shaken for 1 round. Costs 5 vitality.

GHOSTLY POSSESSION™: Once daily, a ghost can attempt
to possess a living or dead person or animal. Possession of a dead
creature causes it to animate and act as if alive—the corpse does not
become undead, and the ghost cannot possess undead. A living crea-
ture may use Will to resist. If the ghost’s attack succeeds, it merges_
with the target. The host loses its free will and is under the total con-
trol of the ghost for 5 minutes or until Exorcism is successful against
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it, at which time the possession ends. Costs 10 vitality.

ILLUSIONIST™: A haunt can conjure 4 torch-like orbs, 1 human-
oid apparition, 4 voices, 1 loud animal or machine noise, or a series of
amusing stage tricks. The effects last 5 minutes, remain within 30 ft,
and do not cause damage or require a save, though they might fool the
unwary.

NIGHTMARE (LVL 6)
These frightening ghosts have the following additional abilities.

FORM OF éOON\M:The ghost acquires a nightmarish form of
ooze-slick skin, lashing tentacles, and fright-inducing countenance. It
gains DR 10, a +10 bonus to Strength-based checks, nethersight, fast
healing 5, and a nest of tentacles that grant it 4 bonus melee attacks
per round at a -2 penalty on its attack roll. Each tentacle has 15 ft
range, inflicts 2d8 damage and causes a struck foe to be frightened if
the ghost beats its Will. Costs 25 vitality.

SLUMBERM: Up to 1 living creature per level within 30 ft falls
asleep for 5 minutes, or is dazed for 1 round if Will resists. Apply
-5 on the attack if the target is above 5th level. A sleeping creature’s
allies can use a standard action to wake him. Costs 2 vitality.

PHANTASM (LVL 6)
These ghosts have the following additional abilities.

MIRAGEM: A phantasm can create an illusion of 1 creature or
object with full auditory, visual, tactile, olfactory, and thermal ele-
ments. The illusion can be as small as a coin or house fly (size Tiny)
or as large as a keep or ancient dragon (size Huge). The illusion func-
tions as if it were real. If a creature actively attempts to disbelieve,
the ghost must beat its Will or the effect ends for that creature. The
illusion lasts as long as the phantasm concentrates as a standard action
cach round + an additional 1d4 rounds. Costs 10 vitality.

PHANTASMAL KILLER™: The phantasm targets 1 sentient
person within 15 ft and conjures an apparition of the most frightening
thing he can imagine. Only the target sces the apparition. If Will fails,
he believes the apparition is real and must resist using Fortitude or fall
unconscious for 5 minutes. Nothing but wound damage wakes him.
Persons immune to sleep or fear ignore this ability. Costs 2 vitality.

POLTERGEIST (LVL 6)
These angry and destructive ghosts have the following additional
abilities.

ETHERIC MAZE™: One adjacent target vanishes as it is drawn
into an incorporeal trap. Due to disorientation and the poltergeist’s
malevolent power, the target is caught in a maze for 5 minutes. Each
and any round on its turn, the subject can escape unless the pol-
tergeist beats its Will. When it escapes, the subject reappears in the
space it departed from, or the nearest open space. Costs 10 vitality.

FORCE PUSH™: One target up to size Large within 15 ft is
pushed back 10 ft, or 5 ft if Fortitude resists. Costs 1 vitality.

WINDSTORMM: A ghost can conjure a 15-ft-radius windstorm
and cause objects under 5 pounds to fly dangerously. Creatures in
the arca suffer 1d6 damage per level (max 10d6) if Reflex fails to

b Ayresist, otherwise they suffer 2 damage. The ghost is unaffected by
¥ the windstorm. Costs 2 vitality.

{ "SPECTRE (LVL 6)
These despairing ghosts have the following additional abilities.

AURA OF DESPAIRM: Foes with 10-ft of a spectre automati-
cally suffer a -2 penalty on their saves due to its malign aura. The aura
persists even when the spectre it is unconscious.

ENERGY DRAIN™: When the spectre beats an adjacent crea-
ture’s Reflex, the creature suffers 1d6 necrotic damage per level
(max 10d6). Simultaneously, the spectre gains temporary wound
points for 5 minutes equal to the damage dealt. It can only benefit
from a single use of this ability at a time.

MIRROR |MAGE™: A spectre can conjure 1d4+1 duplicates of
itself for 5 minutes. Whenever a foe successfully strikes the spectre, it
has a 50% chance to strike and dispel 1 image instead. Costs 2 vitality.
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SPECTRAL HAND™: The spectre conjures a ghostly hand for
5 minutes that can manipulate objects at a distance out to 120 ft. By
concentrating as a move action, the spectre moves the hand up to 30
ft. The hand has the same agility as its own and can deliver abilities
that normally affect adjacent foes. It has DR 10, 1 vitality point per
level, and saves equal to its own. Costs 1 vitality.

SUNLIGHT POWERLESSNESS: Spectres are powerless in
natural sunlight and flee from it. A spectre caught in sunlight cannot
attack and can take only a single move or attack action each round.

WRAITH (LVL 6)
These ghosts have the following additional abilities.

DEADLY WASTING™: All living creatures within 30 ft
permanently age 1 category, or are merely dazed for 1 round if For-
titude resists. Multiple attacks stack such that a creature may die of
old age. Remove Curse reverses the aging but cannot undo death.
Costs 5 vitality.

STOP THE HEART™: The wraith targets 1 adjacent living crea-
ture. If the target fails to resist using Will, it is reduced to -1 wound
points. If the wraith beats its Fortitude 1 round later, the target dies.
Costs 5 vitality.

SUNLIGHT POWERLESSNESS: Wraiths are powerless in
natural sunlight and flee from it. A wraith caught in sunlight cannot
attack and can take only a single move action each round.

VENGEFUL GHOST (LVL 9)

These ghosts are more powerful than most and often hunt specific
living prey who remind them of hated foes in life. Apply +21 vitality,
+1 saves, +1 attacks, +1 DR, and the following abilities.

LEVITATE™: When the ghost concentrates as a standard action, it
mentally moves 1 target weighing up to 250 pounds a distance of 30
ft up or down. It can move itself, a willing creature or an unattended
object out to a distance of 60 ft. Costs 2 vitality.

LOCATE CREATURE™: The ghost concentrates for 1 minute to
locate a specific familiar creature or type of creature within 500 ft. If the
creature is present, it learn the distance and direction. Costs 5 vitality.

MULTI-SLAM:This ghost can make 2 slam attacks as a standard
action, without penalty, against foes adjacent to it.

TRACK: Apply a +5 bonus on Survival checks, or a +10 bonus
when tracking in natural environments.

VENGEFUL SLAM: As a move action, apply +1d6 necrotic
damage per level (typically +9d6 damage), or %2 that amount if Will
resists, to the ghost’s next slam attack that round. Costs 2 vitality.

ELDER GHOST (LVL 12)
These undead are leaders among ghosts and can call their own kind.
In addition to the abilities of 1 type of ghost above, apply +42 vital-
ity, +3 saves, +3 attacks, +3 DR, and the following abilities.

ANCIENT LORE:An elder ghost has lived decades if not centu-
ries or millennia and enjoys a +10 bonus on Arcana, History, Insight,
and Religion checks. If a character moves the elder ghost to friendly
status, then the ghost may use these skills to assist the character. .

DEATH ZONE™: An elder ghost fills a 30-ft-radius area around
it with vile energy that lasts 4 hours + 1 hour per level. In the area,
undead enjoy a +2 bonus to all d20 rolls and living creatures do not
heal damage. This ability negates the effect of the Consecrate ability. ¥
Costs 10 vitality. 4

REDOUBLE: Twice daily, an elder ghost may recover 4d6 vitality
after 1 minute of rest.

SUMMON GHOSTS™: An elder ghost can perform a 1-min-
ute ritual to summon 1 or more standard ghosts to serve it for; 1
hour, after which they return to their home realm. Their total levels
equal the elder ghost’s level (typically, 2 ghosts). These ghosts will
seek to pervert the elder’s instructions when possible in order to slay
the living, Costs 10 vitality.

WEIRD™: As Phantasmal Killer (under the phantasm ghos
above), but affects all living creatures within a 30-ft-radius around ~ % \/
the elder ghost. Costs 10 vitality.




GHOUL

These cunning and ravenous undead are quick and noxious.

APPEARANCE & CULTURE

Ghouls exist in a shadowy realm of sin, savagery, and insanity. At
best, they recall random bits of their mortal lives and lurk near civi-
lized areas. They often hoard half-remembered items of value and
stay close to people and places that remind them dimly of their past
lives. Most of all, however, they are hungry and angry, and seek to
kill the living to relieve some of their undead pain.

Ghouls look similar to how they did in life, but with gaunt fea-
tures, bloodshot eyes, and purplish skin that looks burnt by the sun
or buried for years. A ghoul’s stench and touch can panic and para-
lyze the living, and its bite inflicts disease or worse. Those killed by
these feral undead usually rise to join their killers within a night.
Ghouls flee from sunlight, which dazes, burns, and blinds them.

Ghouls hunt alone or in packs. They rarely organize themselves
long-term and will only consider orders from necromancers and more
powerful undead. Even then, a ghoul may turn on its master at any
time. Ghouls lack a unique culture. They usually keep a lair in a cem-
etery, underground crypt or cave complex and may be found guarding
evil temples. Advanced ghouls are called ghoul kings or ghasts.

GHOUL (LVL 2)
Ghouls have the following statistics.
TYPE Undead
S1ZE Medium
ALlGNMENTAny evil
DC 14

SENSES Darkvision

PERCEPTION +5 ; STEALTH +16
LANGUAGES Common
INITIATIVE +4

SPEED 40 ft

ATTACK d20+7 (+9 bite)

WEAPONS Bite (3d6) or 2 claws
(1d4 each)

DAMAGE +4

ARMORTough skin ; DR 1

WOUNDS 10

VITALITY 16

FORTITUDE 15, REFLEX 19,
WILL 13

SPECIAL Undead Traits

Q&D Damage +6 ; Vitality 12

STR 19, CON 14, DEX 23, INT9,
WIs 10, CHA 6
PRIME Strength and Dexterity
SKILLS Acrobatics +11, Athletics +19, Endurance +7

FP 1 ; DEITY Lilith, Nefriti or Thulzuur
MULTICLASSING Barbarian, necromancer, rogue or
shadowcaster

TREASURE None

BASE ABILITIES
Ghouls have the following abilities.

DAYLIGHT DAMAGE: While in natural daylight or a Daylight
spell’s area, a ghoul is blinded and suffers 2 wound points per round
(no save). Also, it is dazed for 1 round when first exposed to such light.

PARALYZING TOUCH™: An adjacent creature must resist
using Reflex or be paralyzed for 2 minutes. Each round on its turn,
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the creature has a 50% chance to briefly recover and take a single
action that round. Otherwise, it cannot move, attack, use abilities
or take other actions except use divine boons. A creature can be
affected once by this ability in a 24-hour period. Costs 5 vitality.

SPAWNM: A person slain by a ghoul rises as a ghoul on the first
midnight after its death but no earlier than 24 hours after death.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A ghoul is immune to all ailments includ-
ing disease and poison. It need not breathe, eat or sleep and enjoys
a +5 bonus on Endurance checks. It regains wound points from
necrotic energy, regains no wound points from rest, and is harmed
by holy and cure energy on a point-for-point basis. It is immortal and
cannot be raised from death if slain.

BONUS ABILITIES
A ghoul selects 2 abilities from the following list.
AGILE PROWESS: Boost Athletics and Acrobatics checks by +5.
AQUATIC ADAPTATION: Halve the ghoul’s land speed
and give it a swim speed of 40 ft. The ghoul must submerge
itself for at least 1 hour daily or suffer fatigue until the next

day.

BLINDING SPITTLE: The ghoul targets 1 foe
within 15 ft with vile spittle. If the ghoul beat the target’s
Reflex, the target suffers 1 wound damage and is blind

for 2 minutes.

CAUSTIC VOMIT: Living creatures within a

) 15-ft cone suffer 1d6 acid damage per level (typically
\ ‘ 5d6, max 10d6) as the ghoul expels foul, tar-like
vomit. Costs 2 vitality.
CUNNING: Apply a +5 bonus on Perception
and Stealth checks.
FACADE OF LIFE™:The ghoul enjoys
a +10 bonus on Disguise checks to look, sound,
and smell like a person.
GHOUL FEVER: A bitten person must resist
using Fortitude or become fatigued and infected with
a vile disease. Each day, an infected victim has a 50%
chance to end the effect. After 3 failed tries, the victim
transforms into a ghoul. Three successful tries ends the
magic. Only Miracle or Wish reverses the final effect. A
target that makes its initial save is immune to the
disease transmitted by that particular ghoul.
GRAVE SAGE: Apply a +5 bonus on
Religion and Intimidate checks.
PACK TACTICS: Apply a +2 bonus
on attacks when adjacent to another ghoul. This
ability does not stack with itself.
SMELL EEA R:The ghoul detects the presence and location
of the nearest person within 15 ft who fails resist using Will.
STENCH: The ghoul emits a putrid stench. Living creatures
within 5 ft are sickened for 2 minutes if they fail to resist using For-
titude. A sickened creature suffers a —2 penalty on all dice rolls and
saves. Costs 2 vitality. 8
UNHOLY FORM™: The ghoul enjoys +2 DR but suffers 1d8
holy damage from a direct hit by holy water.
WEAPON USE:The ghoul is proficient with 1 weapon group.

GHAST (LVL 5)
Apply +21 vitality, +1 saves, +1 attacks, and +2 DR.
BONUS ABILITIES: Select 3 more bonus abilities from the list
above (for 5 total).
FAST HEALING: A ghast always stabilizes. Also, each round at
the end of its turn while touching the earth, it automatically heals 1
wound point. This occurs even if it is unconscious but not dead.

RAKE: When both claws hit, the ghast automatically rakes to N

inflict an additional 1d6 wound damage.




GIANT

These huge people stomp much, eat often, and anger quickly.

APPEARANCE & CULTURE
Giants are huge humanoids that tower 25 ft to 50 ft high. Their
strength is so prodigious that they can wrestle dragons, divert rivers,
and consume a herd of oxen. Some giants are terrible, most keep to
themselves in far places, and a few kind-hearted ones aid their much
smaller kin.

Giants make homes in many environments, from ice palaces atop
chilly snow-capped mountains to iron-clad towers in the heart of
fiery volcanos and noxious tree-lined forts in the bowels of acidic
swamps. It is not surprise: In addition to notorious skills including
throwing rocks and blowing down smaller creatures, some giants can
pull down thunderbolts and perform other astounding feats.

Giants are proud and egalitarian. Most admire a charismatic king
or queen yet they rarely act together or bow before others. They
tend to work alone and gather in rowdy groups for celebrations. The
best among them are legendary craftsmen, skilled at the forge and
talented at music and literature.

Giants are always hungry and their quest for food often invites the
wrath of the smaller races.

GIANT (LVL 8)
Giants have the following statistics.
TYPE Mutant
SIZE Huge
ALIGNMENT Any
DC 26

SENSES Scent, low-light vision
PERCEPTION +5 ; STEALTH -10
LANGUAGES Common and Giant
INITIATIVE +0

SPEED 50 ft

ATTACK d20+13

WEAPONS Fist (4d6), foot (4d6, 10 ft reach) or huge club
(4d6, 15 ft reach)

DAMAGE +14

ARMOR Hide over tough skin ; DR 4
WOUNDS 30

VITALITY 62

FORTITUDE 25, REFLEX 12, WILL 15
SPECIAL Immune to preferred energy type

Q&D Damage +22 ; Vitality 46

STR 29, CON 23, DEX 10, INT 6, WIS 10, CHA 8

PRIME Strength and Constitution

SKILLS Athletics +19, Craft +3, Endurance +16, Handle Animal +5,
Nature +3, Survival +5

FP 4; DEITY Any, though typically Stolgar if good, Mithrais if
lawful, Corvis if chaotic, or Lilith if evil.

MULTICLASSING Barbarian, bard, druid or elementalist

TREASURE Items worth 1,600 gp on itself or in its sack or lair

BASE ABILITIES
Giants have the following abilities.

ENDURE ELEMENTS: Giants ignore the effects of extreme
temperature. They can exist comfortably in conditions between -40°
and 140° F without harm. Their gear is likewise protected. This ability
is continuously in effect even when unconscious.

FLING FOES: A giant can toss adjacent foes of size Large or
smaller. If he beats a target’s Reflex, the foe travels 1d6 x 5 ft, lands

L

u §$1-< C]ﬁaPter 4. Creatures

:@"Tﬁ:ﬂ ”-7; =

prone, and is dazed for 1d4

Giant Race EnergyType
rounds. Costs 2 vitality. gy YP

GUST OF WIND: A giant Clloud Ellzciiicly

can gather its breath and proj- Dune Fire
ect a 60-ft line of forceful wind.

. Frost Cold
Medium and smaller creatures
cannot move toward the giant Grave Necrotic
for 1 round. Those that fail a Misumiain Semiie
Reflex save are also knocked .
prone (or are pushed back 1d6 x Swamp Gl
10 ft if flying). The wind grants Void Psychic

a sailed ship standard speed for
1 round. Costs 2 vitality.

MIGHTY CARRY CAPACITY: A giant can carry 2,500
pounds, 10 Medium creatures or 20 Small creatures, in addition
to any other weight normally carried, and not be overloaded. He
can drag up to 12,500 pounds and support +80 slots. This bonus is
equivalent to an elephant.

RESIST ENERGY: A giant enjoys +5 DR against the energy type
listed for its race.

ROCK THROWING: A giant can throw a rock or similar
object (weighing 5 and 25 pounds) out to a range of 15 ft, or 30 ft
if elevated above the target. If the giant beats its target’s Reflex, the
target suffers 1dé6 damage per 5 pounds of rock and is stunned for 1
round. Requires 15+ Strength. Costs 1 vitality.

SCENT: Giants have keen noses to compensate for their mediocre
perception. They can detect creatures’ presence within 30 ft by sense
of smell. If a creature is upwind, the range increases to 60 ft. If it is
downwind, the range drops to 15 ft.

SECOND WIND: Once daily, after 1 minute of rest, a giant
recovers 4d6 vitality.

STOMP: A giant can stomp to express wrath. Creatures up to
size Medium within 15 ft and in contact with the ground must resist
using Reflex or fall prone. Costs 1 vitality.

GHOST-FACED GIANT (LVL 11)
This giant is undead. Apply +21 vitality, +1 saves, +1 attacks, +1
DR, and the following abilities.

INCORPOREAL TRAITS™: A ghost-faced dispatcher is incor-
poreal. Mundane attacks against incorporeal creatures have a 90%
miss chance and magic attacks have a 50% miss chance. Incorporeal
creatures cannot handle solid objects, can pass through solid objects
such as walls, may choose to be invisible to enjoy a +10 bonus on
Stealth checks, and must materialize to make attack rolls. Material-
izing and dematerializing are swift actions that cost 5 vitality each.

éN DEAD TRAITS: A ghost-faced dispatcher is immune to all
ailments including disease and poison. It need not breathe, cat or
sleep and enjoys a +5 bonus on Endurance checks. It regains wound
points from necrotic energy, regains no wound points from rest, and
is harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

NOBLE GIANT (LVL 11)
Apply +21 vitality, +1 saves, +1 attacks, +5 DR due to breastplate
armor, and the following abilities. ;

CRAFT MAGIC ARMAMENTSS: A noble giant enjoys a +52
bonus on Warcraft checks, or +10 when crafting armor or weapons:
Also, the giant can craft magic armor and weapons as if it possessed
the Craft Magic Item ability. See pages 191-195 for rules and exam-
ples of magic weapons and armor.

ENERCY BLAST™: A noble can inflict 1d6 damage per level
to all creatures in a 60-ft cone. The energy type corresponds to the
giant’s race. Reflex resists for /2 damage. Costs 5 vitality.

NOBLE GIANT SKILLS: Apply a +5 bonus on Craft, Intimi-
date, Music, and Nobility checks.

SMASH: An adjacent foe suffers 3d4 wound damage. Costs 5 vitality, 1d

WEAPON USE: A noble giant is proficient with Medium armom_ )
and 1 weapon group of his choice, typically spears.




GLOBEREX

This insane, many-eyed monstrosity roams underground.

APPEARANCE & CULTURE

A globerex is a paragon of madness and insanity. It looks like a large
rubbery sphere, 8 ft in diameter, with a giant toothy maw;, large cen-
tral eye, and 10 additional small eyestalks sprouting from its head.

Much of the time, it roams about randomly, vascillating between
fits of madness and lucidity. Sages believe the first globerex was cre-
ated as a horrid experiment by a demigod from the severed heads
of 10 magic users. Whever the origin, the scent of combat quickly
focuses a globerex’s mind. A globerex makes copies of itself by trans-
forming a captured humanoid over the course of several weeks.

A globerex is a fearsome combatant to behold. On its turn, it can
open or close its central eye, and wherever its gaze falls, all magic is
suspended. Moreover, each of the eyestalks comes to life, granting it
numerous, simultaneous ray attacks. The monster is tactically savvy,
flies with ease, and can project its rays quite far. Thus, even a small
army of many opponents rarely stands a chance.

GLOBEREX (LVL 13)
A globerex has the following statistics.
YPE Aberration
SIZE Large
ALIGNMENT Usually lawful evil
DC 36

SENSES All-around vision, darkvision

PERCEPTION +6; STEALTH +5 (+10 in underground areas)

LANGUAGES Common, Goblin, Infernal, plus any 2 additional
languages

NITIATIVE +7

SPEED 5 ft ; FLY 20 ft

ATTACK d20+10

WEAPONS Bite (1d6) + 1 eye ray (but see table at right)
DAMAGE +0

ARMOR Vile rubbery skin ; DR 6 (11 vs fire)
WOUNDS 9

VITALITY 95

FORTITUDE 20, REFLEX 22, WILL 20

Q&D Damage +13 ; Vitality 69

STR 10, CON 18, DEX 14, INT 18, WIS 12, CHA 14

PRIME Constitution and Intelligence

SKILLS Acrobatics +7 (+12 flying), Arcana +14, Dungeoneering
+14, Intimidate +5 ; also, 2 other Intelligence-based skills, each +14.

FP 0 ; DEITY None
MULTICLASSING Sage, shadowcaster, warlock or wizard
TREASURE Gems in stomach worth 1,750 gp

BASE ABILITIES
Globerexes have the following abilities.

ALL-AROUND SIGHT: A globerex cannot be surprised and
may ignore Sneak Attack damage. This ability does not work while
the globerex is unconscious.

ANTIMAGIC GAZEM: Up to once per round as a swift action,
a globerex can cither open or close its central eye. When the eye is
open, all magical attacks and effects, both new and ongoing, that fall
within the central eye’s gaze are suppressed—even the globerex’s
own eye rays. Treat the gaze as a 120-ft cone. Opening or closing the
eye costs 5 vitality.

3 EYE RAYS™: A globerex has 10 eye rays. Each eye ray has a

unique color and effect. Without any effort, as a standard action, a

GLOBEREX KING (LVL 17)
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globerex can make a bite attack and use 1 eye ray. However, when it
uses Many-Fold Mind, it uses 2, 4 or 8 eye rays at once, but never all
10. Consult the table below regarding the globerex’s options. In all
cases, targets resist using Reflex against cach ray.

Ideally, the GM handles each ray as a story unto itself. For exam-
ple, Lurking Fear might suggest that another globerex is coming or
show the struck character a vision of his own death.

Ra Ra

Color Effzct

Gray Lurking Fear: The target is shaken for 5 minutes. If the target
is at least 5 levels below the dgloberex’s level (typically level 8

or lower), then it is frightened instead, fleeing the best it can or
cowering if it cannot flee. Costs 1 vitality.

Red Blistering Fire: The target suffers 5d6 fire damage. Costs 1
vitality.

White Veil of Sleep: The target falls asleep for 5 minutes. A sleepin;
creature’s allies can use a standard action to wake him. Costs
vitality.

Yellow Beguiling Gold: The target is friendly to the globerex for 5
minutes. While charmed, the target wi{l not act in a way that
brings harm to the globerex, itself or its allies. Otherwise, it
follows the globerex and responds aggressively to creatures that
threaten it. The target will take the globerex to safety if it is
incapacitated. This a%}ﬂity does not grant a shared language or
alter the target’s alignment. Costs 2 vitality.

Purple  Upending Whirlwind: If the target is an unattended object
or creature weighing up to 1 ton, then the globerex mentally
moves it a distance of 30 ft up or down, typicallly raising the
target to drop from a height, deposit in a cage, or leave it stuck
in a pit. Costs 2 vitality.

Blue DrowningTide: The target is limited to a single move or stan-
dard action for 2 minutes, with a 25% chance to end the effect
each round after the first. Costs 2 vitality.

Orange Consuming Envy: The target suffers 1d8 acid wound dam-
age + 1 wound point per level as the globerex’s ray twists the
target’s flesh and bones. Costs 2 vitality.

Green Ravaging Plague: The target is reduced to -1 hit points and
begins dying. Costs 5 vitality.

Brown Failed Destiny: The target begins turning into stone. Each
round, it has a 50% chance to end the effect. On the first failed
try, it is limited to a single move or standard action. On the
second failed try, it cannot act but it can still defend itself. On
the third failed try it turns to stone. Three successful tries ends
the magic. Dispel Magic halts the progress, but only Remove
Curse,%\’liracle or Wis%l reverses the final effect. The globerex
may reverse the effect at any time. Costs 5 vitality.

Black  Lonely Void: The globerex targets a 10-ft cube volume or a
creature. Against a struck volume, unattended mundane material
and force C%]CCCtS (such as Wall of Force) vanish. A targeted crea-
ture suffers 4d6 wound damage and vanishes if it dies. Miracle or
Wish restores disintegrated items and creatures. Costs 10 vitality.

MANY-FOLD MIND™:Asamove action, a globerex can split
its mind into 2, 4 or 8 distinct parts. For the rest of its turn, each
part can control an eyestalk to make a separate attack. Thus, it can
make 2, 4 or 8 simultaneous attacks that round using its eyestalks
in addition to its bite attack. Costs 4 vitality for 2 minds, 12 vitality.
for 4 minds or 28 vitality for 8 minds. While using this ability, ‘the
globerex is immune to attacks that target its Will and cannot improve
its attacks by any other means.

NATURALLY INSANE: At the start of each 10-minute period
in which it is not engaged in combat, roll 1d4 to determine th&f
globerex’s behavior: 1) Acts sanely, 2) Floats aimlessly and perhaps
mumbles, counts or sings to itself, 3) Moves urgently in a random
direction, or 4) Initiates combat against the nearest creature or
shouts obscenities and bites at the air if it is alone.

This globerex is superior to its peers. Apply +28 vitality, +5 saves, %,
+5 attacks, and +5 DR. Also, it has the abilities of a single townie
profession, typically a townie with Intelligence as a prime attribute.




GNOLL

These savage hyena-like humanoids enjoy eating victims alive.

APPEARANCE & CULTURE
A gnoll is a savage hyena-like humanoid with a snout, toothy maw,
and beady eyes. Adult gnolls stand 7% ft tall and weigh 300 pounds.
They have brown or gray fur but tend to dye their hair in orange, red
or blue stripes.

Gnolls are rapacious and cruel. Their ceaseless hunger and foul
temper drives them to hunt and eat prey alive, preferably still kick-
ing and screaming. Gnolls tend to gather around the strongest pack
member and hunt without coherent tactics. Individual gnolls kill
for personal glory and fun rather than to support their tribe. Gnolls
rarely cooperate for long with other creatures or even each other.

Gnoll culture emphasizes strength and fertility. The most warlike
become ravagers, who are insane warriors that deftly stalk prey and
keep fighting until the moment of death. In each tribe, a few pups are
born capable of magic. The most adept of these pups slays the others
as part of claiming the title of tribal shaman.

Legends describe demonic gnolls called flinds. They may be
possessed after eating demon carrion or perhaps they are the
spawn of gnoll warriors with demons.

GNOLL (LVL 2)
Gnolls have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually chaotic evil
DC 14

SENSES Darkvision, scent

PERCEPTION +5 ; STEALTH +1

LANGUAGES Gnoll plus Abyssal or
Common

INITIATIVE +1

SPEED 30 ft
ATTACK d20+4 (+6 flail)
WEAPONS Bite (1d6), battle axe (1d8),
flail (3d6, 10 ft reach), short bow (1d6, 60 ft),
or hunting rifle (2d10, 80 ft)
DAMAGE +3

ARMOR Studded leather over thick
fur ; DR 4

WOUNDS 13

VITALITY 16

FORTITUDE 15, REFLEX 11,
WILL 10

Q&D Damage +5 ; Vitality 12

STR 17, CON 15, DEX 12, INT 8, WIS 10, CHA 8

PRIME Strength and Constitution

SKILLS Athletics +10, Endurance +18, Intimidate +10, Nature
+1, Survival +7, Warcraft +6

FP 1 ; DEITY Phane, Thulzuur or Tiamat

MULTICLASSING Barbarian, ranger, shaman or warlock

TREASURE Armaments, poisons, and other items worth 200 gp
on itself or in its lair.

BASE ABILITIES
Gnolls have the following abilities.
FIREARMS PROFICIENCY: A gnoll knows firearms.
LONGSTRIDER: A gnoll can boost its speed by +10 ft for 1 hour.
Costs 1 vitality.
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'?—‘ 8 ) Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the fol-

SCENT: As a standard action, a gnoll can detect creatures’ pres-
ence within 30 ft by sense of smell. If a creature is upwind, the range
increases to 60 ft. If it is downwind, the range drops to 15 ft.

SECOND WIND: Once daily after 1 minute of rest, a gnoll
recovers 4d6 vitality.

TRIP: An adjacent foe must resist using Reflex or be knocked to
the ground, suffer 1d6 damage, and be made prone.

GNOLL RAVAGER (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

MULTI-ATTACK: A gnoll ravager can make a bite attack and
use its melee weapon at the same time. When it does so, it suffers a -2
penalty on all its attack rolls that round.

DIEHARD: When a gnoll ravager falls below 0 wound points, it
remains conscious and continues to take a single move or standard action
each round until it reaches -10 hit points, at which time it dies.

SELF-HEALING: Once daily, the gnoll heals all vitality damage.

TERRIFYING HOWL: A gnoll ravager’s cry frightens foes. All
foes within 30 ft who hear the cry suffer a -5 penalty on attacks and
saves for 2 minutes if the gnoll beats their Will. Otherwise, they are

merely shaken. Costs 5 vitality.
WOODLAND SNEAK: Apply a +5 bonus to Stealth

checks, or a +10 bonus in outdoor areas.
GNOLL SHAMAN (LVL 4)

lowing abilities.
IVINE HEALER: Boost Heal and Religion checks by +5.
HEALING TOUCH: The gnoll’s fresh spittle, when
applied to an adjacent ally, cures 1d8 wound points + 1 point
per level. A gnoll can benefit only 3x daily from this ability.
Other creatures can benefit once daily. Costs 1 vitality.
INVISIBILITY™: The gnoll shaman or a touched
ally turns invisible for 5 minutes or until the subject attacks,
whichever comes first. Invisibility boosts Stealth checks by
+10 and refuses line of sight. Costs 2 vitality.
POISON USE: A gnoll shaman never risks accidentally
poisoning itself when applying poison to a blade, and it may apply
poison as a move action (rather than the usual standard action).

RESIST ENERGY™: The gnoll shaman or a touched ally
enjoys +10 DR against 1 energy type or +2 DR against all
energy types for 5 minutes. Costs 1 vitality.

I%U INOUS CHANTM™: A gnoll shaman can chant to
produce a wave of crackling energy that flashes outward in a 90-ft
radius. All creatures except gnolls and fiends caught in the area suf-
fer 1d6 vile damage per level, or > damage if Will resists. Costs

5 vitality.

FLIND (LVL 8)
This demonic gnoll is taller than its cousins and reeks with dis~
ease and poison. Apply +42 vitality, +3 saves, +3 attacks, +3 DR, ¢
and the following abilities.

DISEASE CARRIERM: Every flind is host to a magical disease
to which it is immune. A flind has a 5% chance per round of trans-
mitting its disease to adjacent living creatures except other gnolls. A’
diseased creature is permanently fatigued, and each day it suffers 1d6
vitality damage and 1 wound damage until healed using both Cure
Ailment and Remove Curse.

OVERSIZED DOUBLE FLAIL: A flind is proficient with a
Large double flail, which has 15-ft reach. Also, the flind enjoys;2
attacks as a standard action without penalty using this flail and each
side of the flail delivers 5d6 damage. Finally, a Medium or smaller
foe struck by this flail must resist using Fortitude or fall prone.

POISON BITE AND CLAWS: As a swift action, a foe struck by
the flind’s bite or claws must resist using Fortitude or suffer an addi-
tional 1d4 vile wound damage.




GOLEM

These animated humanoid constructs act as strong servants.

FLESH GOLEM APPEARANCE & CULTURE

Flesh golems are ghoulish reanimated humanoids, sometimes from
a single cadaver but usually stitched together from the body parts of
multiple humanoids. Some are small or medium, usually the result of
a desperate attempt to restore a loved one to life. More often, pow-
erful spellcasters craft large flesh golems to act as guards, servants,
and warriors. Such monsters are made from donors to craft 2 legs,
2 arms, a head with a brain, and a torso. The donors must have died
within the past 24 hours. Flesh golems are typically clothed to suit
their task, whether overalls or armor, and tend to stand with unnerv-
ing stillness when not tasked by their creator.

Unlike other unliving creatures, a flesh golem is more construct
than undead, and although it lacks an undead creature’s hunger
pangs, it is prone to fits of anger and fear from what dim memories
it has of its former life or lives.

Crafting a flesh golem requires at least 6 human-sized corpses,
2,500 gp in special unguents and bindings, inscribing of magical
runes using rare alchemical inks, the application of electrical
energy equal to its maximum normal hit points delivered in a
single round (overshooting by up to 10% is okay), and suc-
cessful DC 13 Craft and Heal checks.

FLESH GOLEM (LVL 8)
Flesh golems have the following statistics.
TYPE Construct
SIZE Large
ALIGNMENT Neutral, lawful neutral or

chaotic neutral

DC 26

SENSES Low-light vision, darkvision

PERCEPTION +0 ; STEALTH -3

LANGUAGES Understands Common or 1 other
language of the creator's choice

NITIATIVE -1

SPEED 30 ft

ATTACK d20+14 (10-ft reach) ; MA
WEAPONS 2 slams (6d6 each)
DAMAGE +6

SPECIAL If 2 slams hit, apply +1d6 wound

damage

ARMOR Thick skin, leather armor, and magic
runes ; DR 6 (or 11 in breastplate, but breastplate
blocks its Fast Healing ability)

\ WOUNDS 18
VITALITY 61
FORTITUDE 27, REFLEX 18, WILL 21
SPECIAL Fast Healing 2, Immunity to Magic, Special
Energy Effects

Q&D Damage +14 ; Vitality 45

STR 22, CON 20, DEX 8, INT 4, WIS 10, CHA 4

PRIME Strength and Constitution

SKILLS Athletics +21, Endurance +20, Intimidate
+16

FP 4 ; DEITY Mithrais, Nefriti or Rorax

MULTICLASSING Barbarian,
blackguard, fighter or warlock
TREASURE Weapon worth 50 gp

ISy ¢

BASE ABILITIES
Flesh golems have the following abilities.

CONSTRUCT TRAITS: A flesh golem does not bleed
and is immune to discase, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and cannot
be raised from death if slain. It gains only 2 the benefit of cure spells.
However, once daily, it may attempt a DC 15 Mechanics check to
regain a number of wound points equal to the check result minus 15.

CONTROL PEARL: Each flesh golem is keyed to its creator
using a magical pearl that is placed within its brain case during cre-
ation. So long as the pearl is present and intact, the flesh golem only
obeys the master and no one else.

However, whenever the flesh golem suffers wound damage, there
is 10% chance that it will go berserk for 2 minutes, during which
time it seeks to attack and kill its master, after which it cries and
moans remorsefully.

FAST HEALING: A flesh golem automatically heals 2 wound
points at the start of each turn. This occurs even if it is unconscious.

GREAT CARRY CAPACITY: A flesh golem can carry 750
pounds, or 3 Medium or 6 Small creatures, in addition to any other

weight normally allowed, and not be overloaded,

and can drag up to 3,750 pounds or support

+25 slots. This is equivalent to a warhorse.

Thus, a flesh golem carries 47 slots nor-
mally.

GREATER RAGE: Once daily as a
swift action, a flesh golem can fly into a rage
for 2 minutes. In a rage, it temporarily gains

a *+2 bonus on Will and attack rolls, deliv-
ers T10 damage, and enjoys +10 vitality. The
bonus vitality goes away when the rage ends.
While raging, the flesh golem cannot use any

Charisma-, Dexterity- or Intelligence-based

skills except Acrobatics. It cannot use abili-

ties that require concentration, activate craft
abilities or magic abilities except boons from
its deity, or activate magic items except armor
and weapons. It may prematurely end the rage
as a swift action. After raging, it loses the rage
modifiers and restrictions and might normally
be fatigued for 5 minutes (but as a construct is
it immune to fatigue).

IMMUNITY TO MAGIC: A flesh
golem is immune to all magic attacks and
effects—beneficial, baleful or otherwise—
that allow a save to resist. Moreover, even
attacks that allow no save have a 50% chance
to fail against a flesh golem.

SPECIAL ENERGY EFFECTS: A
flesh golem has certain weaknesses and resis-
tances. Whenever it suffers cold or fire dam-
age, it is slowed to "> speed for 2 minutes.

Acid delivers 2x normal damage. Fi_nlally,
electrical energy causes it no harm and
instead heals it a number of wound points
equal to the damage normally
dealt.

TRACKLESS

STEP: A flesh golem

leaves no trail in natural

surroundings and cannot
be tracked. It may choose to
leave a trail.
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GUARD GOLEM APPEARANCE & CULTURE

A guard golem is a 10-ft tall humanoid statue made of basic materi-
als of the earth and then inscribed with a sigil of animating power as
part of a ritual. Typically, the guard golem’s creator commands it by
placing a written message up to 10 words in length into its mouth,
upon its head or heart, or in some other emblematic location. Some,
however, can be commanded by an amulet instead.

As a construct, a guard golem is impervious to most mortal needs
and assaults, and a powerful magic user can improve it in various
ways. While useful as a supernatural creature, it can also be quite
dangerous. It is dumb, uncivilized, slow, and fundamentally aimless
unless commanded. Even when commanded, a guard golem will
perform an instruction literally, which may give the appearance that
it is uncooperative. Worse, a golem predictably reacts with violence
against a master that yells at it, criticizes it, or treats it poorly. The
casiest, most reliable command is to defend a place, object or person
from intrusion or harm.

A guard golem’s strength and defenses depend on the materi-
als that comprise it. A basic guard golem is made from clay. When
clay is animated, it is highly flexible and impervious. Weapons seem
to just sink right into it. More potent guard golems include wood
and metal in their making. They enjoy the equivalent of breastplate.
However, these added materials block their fast healing, which may
be a liability.

Greatest of all is the shield guardian. This golem usually acts to
protect nobility. It can absorb damage meant for another, teleport,
erect a protective force mantle, and much more. Its charge need not
even be next to it to benefit from many of its abilities.

Rarely, a guard golem can be transformed into a flesh-and-blood
person or giant through the use of a Miracle or Wish spell.

GUARD GOLEM (LVL 15)
Guard golems have the following statistics.
TYPE Construct
SIZE Large
ALIGNMENT Lawful good, lawful neutral or lawful evil
DC 40

SENSES Low-light vision, darkvision

PERCEPTION +5 ; STEALTH +7

LANGUAGES Understands Common or 1 other language of the
creator’s choice

INITIATIVE -1

SPEED 20 ft

ATTACK d20+17 (10-ft reach) ; MA

WEAPONS 2 slams (12d6 each)

DAMAGE +8

SPECIAL If both slam attacks hit, apply +6d4 wound damage

ARMOR Clay and magic runes ; DR 15 (or 20 in breastplate,
but breastplate blocks its Fast Healing ability)

WOUNDS 20

VITALITY 110

FORTITUDE 34, REFLEX 16, WILL 26

SPECIAL Fast Healing 2, Immunity to Magic, Special Energy
Effects

Q&D Damage +23 ; Vitality 80

STR 26, CON 20, DEX 8, INT 4, WIS 10, CHA 1
PRIME Strength and Constitution
SKILLS Athletics +23, Endurance +20, Intimidate +23

FP 8 ; DEITY Asmodius, Mithrais, Palendine, Phane, Rorax or
Solari

MULTICLASSING Barbarian, blackguard, fighter or shifter

TREASURE Weapon worth 350 gp
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BASE ABILITIES
Guard golems have the following abilities.

CONSTRUCT TRAITS: A guard golem does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and cannot
be raised from death if slain. It gains only %2 the benefit of cure spells.
However, once daily, it may attempt a DC 15 Mechanics check to
regain a number of wound points equal to the check result minus 15.

FAST HEALING: A flesh golem automatically heals 2 wound
points at the start of each turn. This occurs even if it is unconscious.

GREAT CARRY CAPACITY: A flesh golem can carry 750
pounds, or 3 Medium or 6 Small creatures, in addition to any other
weight normally allowed, and not be overloaded, and can drag up to
3,750 pounds or support +25 slots. This is equivalent to a warhorse.
Thus, a flesh golem carries 51 slots normally.

IMMUNITY TO MAGIC: A flesh golem is immune to all
magic attacks and effects—beneficial, baleful or otherwise—that
allow a save to resist. Moreover, even attacks that allow no save have
a 50% chance to fail against a guard golem.

OBEY COMMANDS: A guard golem obeys literal commands
given by its master, who is its creator or another creature designated
by the creator at the time of forging. Commands may be up to 10
words and require a DC 5 Literacy to be communicated accurately.
Typical commands include, “Attack anyone who enters this chamber
except your master” and “Kill all orcs within 150 ft of this location.”
Disguises to appear as like master do not fool the golem, as its link to
its master is magical. If the guard golem’s master is slain or abondons
it, it carries out its last command and an artificer might control it.

SPECIAL SPELL EFFECTS: A guard golem has certain weak-
nesses and resistances. A Move Earth spell inflicts 3d4 wound dam-
age and a Stone Shape spell inflicts 1d4 wound damage. Finally,
electrical energy causes it no harm and instead heals a number of
wound points equal to the damage normally dealt.

TRACKLESS STEP: A flesh golem leaves no trail in natural
surroundings and cannot be tracked. It may choose to leave a trail.

SHIELD GUARDIAN (LVL 20)
Apply +35 vitality, +3 saves, +3 attacks, +3 DR, and the following
abilities.

DEFENSIVE BLOCK: As an immediate action, the shield guard-
ian hampers 1 adjacent foe that is physically moving, If the shield
guardian beats its foe’s Reflex, the foe cannot willingly move (or
keep moving) that round though it may take other actions as normal.

DIMENSION STEP™: The shield guardian vanishes and reappears
up to 30 ft away in an open space of its choice within line of sight. After it
arrives, it is dazed for the rest of its turn. It can take with it gear or an ally
weighing up to 250 pounds. Costs 2 vitality.

ORCE MANTLE™: As an immediate action, the shield guard-
ian erects a 15-ft-square invisible field directly in front of, behind,
above or below it. The field blocks movement and attacks from both-
sides and lasts until the start of its next turn. Costs 5 vitality.

LOCATE OBJECT OR PERSON™: The shield guardian con-
centrates as a standard action to locate a specific familiar creature
or object, or type of creature or objct, within 500 ft. If the target is
present, it learns the target’s distance and direction. Costs 5 vitality. ¥

PROTECTIVE AURA: For the purpose of adjudicating a shield

uardian’s abilities, treat allies within 15 ft as adjacent allies.

SHIELD OTHERM: When an adjacent ally suffers damage, the
shield guardian may choose as an immediate action to lessen its damage
by 50% and transfer the same amount to itself as if it were the target.

SPELL STORAGE: A shield guardian can store within itself 1
advanced magic ability—or 2 basic magic abilities and 1 intermedi-
ate magic ability—of its creator’s choice that the creator knows. The :
creator still maintains access to these abilities and the golem spends |
any vitality as usual to use the abilities. Resolve attacks using the cre |
ator’s attack bonus. Adding or replacing abilities takes 1 round cachm i

STAND TALLM: A guard golem cannot be knocked prone.




GREMLIN

This tiny pesky creature lurks in caves, hovels, and homes.

APPEARANCE AND CULTURE

Gremlins are tiny monstrous humanoids that lurk in dark nooks
such as attics, basements, caverns, sewers, trees hallows, and tun-
nels. Sometimes they are mistakenly described as evil fey. However,
they are accursed people—naughty children, misguided do-gooders,
corrupt officials, vain courtiers, and others—who were caught and
hideously transformed.

The most common gremlin is known as a midge, measle or mite.
It stands 9 to 12 inches high, has grayish vermin-like features, and
wears stinky rags. It has a rat’s keen sense of smell and is incredibly
adept at crafting traps, rigging machines, using poison, and moving
about quietly in shadows. Gremlins are nocturnal, dazzled by light,
and most comfortable in darkness.

Gremlins tend to operate in loose packs and rely on traps to waylay,
torment, and rob. They often build snares in and around their lairs
and wait until potential victims are alone, asleep or distracted before
pouncing as a group. They aim to insult, maim, and denigrate. Slaying
a few gremlins will often cause the others to flee (after which they
usually regroup and return for vengeance). They are quick at strip-
ping foes of their gear. They delight to daze foes, strip them naked, tie
them up, and leave them helpless to be found in a humiliating state.
If a hungry monster happens upon a hapless victim, all the more fun
as the gremlins watch and snicker. Gremlins frequently damage prop-
erty and carry disease, and are thus unfit for civilization. There are no
tame or kind gremlins.

There are terrible gremlins of obscene power. The bloodwort
gremlin can brew poisons, climb walls, move magically past barri-
ers, and devastate unsuspecting foes.

GREMLIN (LVL 1)
Gremlins have the following statistics.
TYPE Mutant
SIZE Tiny
ALIGNMENT Usually neutral evil
DC 12

SENSES Darkvision, low-light vision, scent

PERCEPTION +21 ; STEALTH +24

LANGUAGES Undercommon, Common, Sylvan, and Terran
INITIATIVE +9

SPEED 40 ft

ATTACK d20+4 (+5 with dart)

WEAPONS Bite (1d2) or dagger (1d4, 10 ft)
or 3 darts (2d4 each)

DAMAGE -4

ARMOR Cloth and thick hide ;
DR 2

WOUNDS 1

VITALITY 6

FORTITUDE 10, REFLEX 16,
WILL 12

Q&D Damage -3 ; Vitality 4

STR 3, CON 8, DEX 18, INT
8, WIS 12, CHA 5

PRIME Dexterity and Wisdom

SKILLS Acrobatics +14,
Appraise +4, Athletics +1, Craft
+4, Handle Animal +11, Mechan-
ics +14, Survival +11, Trick +14
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FP 1 ; DEITY Rorax, Corvis, Lilith or Tiamat
MULTICLASSING Druid, elementalist, rogue or shaman
TREASURE Coins and shiny items worth 100 gp on itself

BASE ABILITIES
All gremlins have the following abilities.

LIGHT BLINDNESS: Abrupt exposure to bright light (such as
sunlight or a Daylight spell) blinds gremlins for 1 round and leaves
them dazzled as long as they remain in the lit area. A dazzled gremlin
suffers a -1 penalty on dice rolls and saves.

POISON USE: A gremlin never risks accidentally poisoning
itself when applying poison to a blade, and it may apply poison as a
move action (rather than the usual standard action).

QUICK STRIP: Five or more gremlins working together can
strip a dazed or helpless adjacent target of its gear—perhaps to total
nakedness—after 1 full round, from the start of their turn to the
start of their next turn. A dazed target can resist using Reflex. If the
number of gremlins is reduced to 4 or fewer during the round then
the attempt fails. Success indicates each gremlin carries away 20% of
the person’s gear to a maximum of 30 pounds each. This ability costs
each gremlin 1 vitality.

SCENT:A gremlin can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

SET TRAP: A gremlin can craft and set a single-use nonmagical
trap such as a deadfall after 2 minutes of work. The trap activates
when a creature steps into a designated 5-ft space. The trap has Per-
ception and Mechanics DCs of 15. When triggered, the trap dazes
the creature for 1 round (no save). Adjacent creatures must also
resist using Reflex or be dazed for 1 round. The trap does not reset
itself. The gremlin can maintain a number of traps at once equal to
4x its level.

SNATCH: A gremlin can target an item held by an adjacent foe
that is Tiny, Small or prone. If the gremlin beats the target’s Reflex,
it takes the item for itself. It must have at least 1 free hand and the
object must weigh 5 pounds or less (or 3 pounds if it is Small or Tiny,
which is typical, or 10 pounds if it is Large or Huge).

BLOODWORT GREMLIN (LVL 3)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.
APOTHECARY®: A bloodwort gremlin can brew drugs and poi-
sons (RPG, pg 162) for ¥ their listed market price. One dose requires
1 hour of work, though it can prepare 10 doses in a day. Also, it can
identify a drug or ingested poison after 1 minute of careful visual and
olfactory inspection with an accuracy of 70% + 1% per level.
ASSASSINATION: Once daily as a swift action, the next adja-
cent target that the gremlin hits with a weapon that same
round that is surprised, helpless or defenseless suffers +15
damage. Costs 5 vitality.
BLINK™: As a move action the gremlin briefly
vanishes and then reappears up to 15 ft away in a spot of its
choice. Costs 2 vitality.

ignores 1 melee weapon attack before it knows whether it
is hit. Costs 2 vitality.

POISON™: As a move action, the gremlin can
poison 1 weapon or cup of liquid in its possession. Wheng,
a creature is struck by the weapon or ingests the liquid,
it immediately suffers 1d10 vile wound damage plus an
additional 1d10 vile wound damage 5 minutes later if the
gremlin beats its Fortitude. Unused poison dissipates after
5 minutes. Costs 5 vitality.

SPIDER CLIMB™: The gremlin gains a climb
speed of 30 ft for 5 minutes. While climbing, it is not
defenseless and it enjoys a +10 bonus to Athletics and Acro-
batics checks. Costs 1 vitality.

DODGE: As an immediate action, the gremlin\




GRIFFON

This powerful mount is a majestic blend of lion and eagle.

APPEARANCE & CULTURE

Griffons make fine mounts and aerial defenders, and they
blend many of the best qualities of lions and eagles. An
adult is about 8 ft long with a 25-ft wingspan and weighs
500 pounds. While they lack a lion’s mane, they sport a
lion’s tail, claws, and fur along with an cagle’s beak, eye-
sight, and wings. Griffons are predators with keen percep-
tion, fearlessness, acrobatic flight skills, and a basic sense
of warcraft.

Griffons are fairly intelligent and can be trained to handle arider’s
instructions even in the thick of
battle. Training a friendly griffon
takes 6 weeks of work (at least
1 hour per day) and a DC 28
Handle Animal check at the end of
the training period (or use DC 23
when you provide 10 pounds of horse
meat per day). Training a griffon at any
age is dangerous work.You can hire a skilled
trainer for 15 gp per day, or 600 gp for the 6
weeks. This includes all food and supplies.

An untrained adult griffon fetches 1,800 gp. A trained
adult, juvenile or egg fetches 1,600 gp.

GRIFFON (LVL 6)
Griffons have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually neutral
DC 22

SENSES Darkvision, low-light vision, scent
PERCEPTION +6 ; STEALTH +1
LANGUAGES Understand Common and Auran
INITIATIVE +3

SPEED 30 ft; FLY 80 ft

ATTACK d20+7 ; MA

WEAPONS Bite (2d6) or 2 claws (1d4 each)

DAMAGE +4

SPECIAL When both claws hit, rake adds 1d6 wound damage

ARMOR Thick hide ; DR 5

WOUNDS 15

VITALITY 44

FORTITUDE 17, REFLEX 18, WILL 16

Q&D Damage +10 ; Vitality 32

STR 18, CON 14, DEX 16, INT 5, WIS 12, CHA 8

PRIME Strength and Dexterity

SKILLS Acrobatics +13, Athletics +14, Endurance +5, Intimi-
date +12, Survival +4, Warcraft +0

FP 3 ; DEITY Corvis, Greenwyrm or Iris
MULTICLASSING Barbarian, Druid, Ranger or Shifter
TREASURE Items worth 600 gp scattered in and below its nest

BASE ABILITIES
Griffons have the following abilities.
FEARLESSNESS: Griffons are immune to fear effects.
HOVER: While flying, a griffon can halt its forward motion
and hover in place as a move action. It can then fly in any direction
including straight up or straight down at %2 speed. If it begins its turn

-_”v Iy t’—@ﬁq T -

°F &14 Chapter 4. Creatures

ALPHON GRIFFON (LVL 8)

JUVENILE GRIFFON (LVL 4)

hovering, it can use its entire turn to engage in other
actions.

IMPROVED CARRY CAPACITY: A grif-
fon can carry 250 pounds, or 1 Medium or 2 Small
creatures, in addition to any other weight nor-
mally allowed, and not be overloaded, and can
drag up to 1,250 pounds or support +8 encum-
brance slots. This bonus is equivalent to a don-

key.

LIMITED FLYBY ATTACK: While flying and attacking with
its bite or claws, a griffon can move both before and after the attack,
provided that the total distance moved is not greater than %2 its fly
speed (45 ft).

CHARGE: As a swift action, apply +5 damage to the griffon’s
next bite or claw attack that round. The griffon must move at least
10 ft just prior to using this ability.

SCENT: Griffons can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

This lordly griffon, called an alphon, often heads a pride of a half-
dozen adult and juvenile griffons. Apply +14 vitality, +1 saves, +1
attacks, +1 DR, and the following abilities.

GREAT RALLYING CRY: This griffon can summon 1d4 grif-
fons within a 2-mile radius. The griffons arrive in 1 minute to sup
port the alphon to the best of their ability and remain for up to 1
hour or until the alphon is dead or dismisses them.

MAJESTIC AURA: Creatures within 30 ft with fewer levels
than the alphon suffer a -5 penalty on their initiative roll as they
hesitate in awe of the alphon.

A juvenile griffon or griffonette is a formidable and fearless defender
or mount for Small riders. Apply -14 vitality, -1 saves, -1 attack
and -1 DR. Also, it loses the adult griffon’s Hover, Improved Carry =
Capacity, and Limited Flyby Attack abilities.




GRUB

These flesh-cating parasites make you infect others before they eat you.

APPEARANCE & CULTURE

Grubs are nauseating whitish-brown parasites. They vary from 1 inch
to 2 ft in length, survive on flesh and soft wood, and typically nest
in corpses, though they will shelter in discarded food and rubbish if
needed, and some are known to den in fettid swamp water or in rot-
ting wood and rusting iron as typical of old doors and walls.

Wherever they nest, several grubs typically infest the same area.
Sometimes, they make wheezing noises that draw the foolish to inves-
tigate. When a living creature draws adjacent to a corpse or other
infected site, the grubs burst forth to attack. Due to the anesthetic
they produce, a victim may not feel the attack. Also, water, darkness,
and other impediments may slow discovery of an infestation.

An active DC 15 Perception check notices a grub infestation from
10 ft away, as does a DC 12 Heal check, with an unobscured view.
The DC is 20 in shadowy conditions, 25 in water, and 30 in darkness.
Elves enjoy a +5 bonus on their check due to their innate revulsion
to these creatures.

Sages believe grubs are the base creature used to create the first
symbionts. In fact, a grub can be transmuted into a functioning sym-
biont using the medicant abilities Grow Symbiont and Rebirthing
(RPG, pg 71). The chance of success equals 70% + 1% per level.
Working with grubs is dangerous and more than a few careless medi-
cants and their assistants have met untimely ends.

Across the multiverse, there are many kinds of grubs including
transparent etheric parasites that feed on magical energy, black grave
grubs that seem to never die, red bloodworms that provide a medici-
nal benefit, and so forth. A DC 12 Nature check helps distinguish
what kind of grub one is dealing with.

GRUB (LVL 1)
Grubs have the following statistics.
TYPE Animal
SIZE Tiny
ALIGNMENT Usually neutral
DC 12

SENSES Tremorsense

PERCEPTION +5 ; STEALTH
+19

LANGUAGES None

INITIATIVE +9

SPEED 10 ft ; BURROW
10 ft ; CLIMB 10 ft ; SWIM
10 ft

ATTACK d20+7

WEAPONS Bite (1d6)

DAMAGE -4

ARMOR Tough rubbery skin ;
DR 2

WOUNDS 1

VITALITY 14

FORTITUDE 19, REFLEX 16, WILL 10

Q&D Damage -3 ; Vitality 12

STR 2, CON 24, DEX 18, INT 1, WIS 10, CHA 1
PRIME Constitution and Dexterity
SKILLS Acrobatics +5, Athletics +5, Endurance +5, Survival +5

FP 1; DEITY Greenwyrm, Nefriti, Thulzuur or Tiamat
MULTICLASSING Psion, shaman, shifter or warlock
TREASURE Items worth 1d4 x 5 gp in its nest
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BASE ABILITIES
Rot grubs have the following abilities.

ANESTHETIC: A grub secretes a potent anesthetic when it
bites. Thus, a host only knows it is infested on a DC 15 Heal or Per-
ception check. If successful, the host and/or adjacent creatures spot
rippling beneath the host’s skin. Otherwise, the grub does unnotied
for 1d4 rounds.

FLESH BURROWING: A burrowing grub deals 1d2 wound
damage per round. During the first 2 rounds, it is killed by apply-
ing fire damage or cutting open the infested host with any slashing
weapon. Either method deals 1d2 wound damage to the victim in
addition to harming the grub, though the attacker only fails his attack
roll against the grub on a natural 1. From round 3 onward, the grub
is killed by Cure Ailment or a successful DC 25 Heal check that also
inflicts 1d6 wound damage to the host. Although Cure Ailment kills
a grub, resistance to disease or poison is no prophylactic.

TREMORSENSE™: As a swift action, a grub detects and pin-
points any creature or object within 60 ft that is in contact with the
ground or a shared support such as webbing,

BLOODWORM (LVL 1)

This varient grub halts its attack on round 3 and stays attached to the
host to provide a mixed blessing,

BLOOD LETTING: At the start of each day, the bloodworm’s
host suffers 1d4 vitality damage and 1 wound damage as the blood-
worm nourishes itself on the host’s blood.

DELAY AILMENTS™: At the start of each day, the bloodworm
automatically delays for 24 hours 1 ailment afflicting its host. Ail-
ments include blindness, confusion, deafness, disease, exhaustion,
fatigue, infertility, insanity, nausea, poison, and taint. This ability
does not remove curses such as lycanthropy. Costs 2 vitality.

ETHERIC PARASITE (LVL 3)
An etheric parasite is a magical beast. It halts its attack on round 3 and
stays attached to its host. Apply +14 vitality, +1 saves, +1 attacks, +1
& % DR, and the following abilities.
‘ BLOOD LETTING: At the start of each day,
the host suffers 1d6 vitality damage per level (typ-
ically 3d6 damage) as the etheric parasite nour-
ishes itself on the host’s mental energy. When the
host has O vitality for 3+ days, the parasite exits
the host in search of a replacement.

DETECT LIFE: The etheric parasite
detects the presence of living creatures within
30 ft. After concentrating for a second
round, it learns the direction and dis-
tance to move to locate which creature

has the highest vitali@r.
% INVISIBILITY™: An etheric para-
site can turn invisible for 5 minutes _
or until it attacks, whichever comes first. {
, Invisibility boosts Stealth checks by +10 .
|~ and refuses line of sight. Costs 2 vitality. I

\MrL
7" GRAVE GRUB (LVL 4) _
A grave grub is undead. Apply +21 vitality, +2
saves, 12 attacks, +-2 DR, and the following abilities.
TAINT™: An adjacent person must resist using Will or gain 1 point
of taint. When a person’s taint exceeds his Wisdom score, he goes insane. 4
UNDEAD CURSE: A person slain by a grave grub rises after 1d4
rounds as an undead of equal level, and a character may keep excess
levels as class levels. For example, a 4th-level wizard might become a
vampire while a 5th-level wizard will retain 1 level of the wizard class.
NDEAD TRAITS: Grave grubs are immune to all ailments
including poison, necrosis, and disease. They do not need to breathe,
eat or sleep and have no need to make Endurance checks. They regain«_
hit points from necrotic or vile energy and are harmed by holy and cure
energy. They are immortal and cannot be raised from death if slain.
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HARPY

These foul, bitter creatures sing to lure prey to their doom.

APPEARANCE & CULTURE

Harpies are cursed creatures with a humanoid bust on the body of
a winged bird. Their coloring is usually dull except for the face and
hair, which they decorate with makeup and baubles. Almost all har-
pies are female. Harpies with male heads reproduce as females and
behave in all ways as the females do.

Harpies easily entrance travelers with their magical songs and lead
these hapless folk to unspeakable torments. They prefer males with
15+ Comeliness or Charisma, particularly those who can play a musi-
cal instrument, and they keep these victims around the longest. A
harpy often blinds its victims so they perceive its beautiful voice but
not its hideous body. Only when a harpy has finished playing with its
new “toys” will it release them from suffering by killing and
consuming them. Harpies occasionally mate with their
doomed prey. The offspring is always a harpy.

Harpies tend to roost in small covens, and the
most powerful among them act as witches who
can take humanoid form and walk amongst
their prey with ease. Harpies are susceptible
to music and enjoy hearing stories of abuse.
Legends claim that the first harpy formed
from a venal woman who died due to
abuse by her lover.

HARPY (LVL 4)
Harpies have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually

chaotic evil

DC 18

SENSES Darkvision
PERCEPTION +6 ;
STEALTH +2
LANGUAGES Common, Abyssal
and Sylvan ; they prefer to sing or remain quiet
rather than speak
INITIATIVE +0

SPEED 20 ft ; FLY 50 ft.

ATTACK d20+5

WEAPONS Club (1d6) or
claws (2d4)

DAMAGE +0

ARMOR Thick feathers; DR 2

WOUNDS 10

VITALITY 28

FORTITUDE 14, REFLEX 14, WILL 15

SPECIAL Dodge ; suffers a -5 penalty to resist sonic attacks

Q&D Damage +4 ; Vitality 20

STR 10, CON 10, DEX 15, INT 12, WIS 6, CHA 17

PRIME Dexterity and Intelligence

SKILLS Appraise +6 (+11 jewelry), Athletics +5 (+10 when fly-
ing), Bluff +13, Intimidate +5, Music +13

FP2; DEITY Lilith or Tiamat. A harpy’s Deity will almost always
be female.

MULTICLASSING Bard, rogue, warlock or witch

TREASURE Jewels worth 400 gp scattered in and below its nest
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BASE ABILITIES
Harpies have the following abilities.
APTIVATING SONGM: A harpy’s most insidious ability is its
song. Once daily, when a harpy sings, all persons within 240 ft must
resist using Will or become captivated. The harpy may sing this way
for up to 10 minutes. A person who successfully resists cannot be
affected again by the same harpy’s song for 24 hours. A captivated
victim walks toward the harpy, taking the most direct route available.
If the path leads into a dangerous area (through flames, off a cliff,
etc), the creature gets a second opportunity to resist. Captivated
persons can take no actions except to defend themselves. Thus, they
cannot run away or attack. A victim within 5 ft of the harpy stands
still and offers no resistance to the monster’s attacks. The effect con-
tinues for as long as the harpy sings and for 1 round thereafter. Per-
sons who are immune to charm are also immune to this ability.
DODGE: As an immediate action, a harpy can ignore 1 melee
weapon attack before it knows whether the attack hits. Requires 15+
Dexterity and only works in light or no armor. Costs
2 vitality.

EYE GOUGE™: One adjacent foe
permanently loses an eye, suffers 1d4
wound damage, and endures a permanent
-2 penalty to Perception checks if the
harpy beats the foe’s Reflex. Regen-

erate or Heal restores the eye.
Costs 2 vitality.

FIENDISH RITUALM:
Once daily a harpy and 2 of
her allies (usually also harpies,
but possibly lesser minions)
can conduct a 1-minute ritual

to tap fiendish powers. The
harpy may select any 1 basic
or intermediate warlock magic ability.
She must use the ability within 1 hour
or lose it. After using it, the harpy is
fatigued.
FLYBY ATTACK: While flying
and attacking with natural weapons,
a harpy can move both before and after
the attack, provided that the total distance
moved is not greater than her fly speed.
SUSCEPTIBILITIES: Harpies are discouraged
from attacking by several means, namely through flattery,

offers of jewelry, beautiful music to accompany their lovely voices,

and sob stories of abuse at the hands of men. Harpies also suffer a -5
penalty on Will saves to resist sound-based attacks.

HARPY WITCH (LVL 7)
Apply +21 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities. 3

MORTAL FORMM: A harpy witch can alter its appearance for
1 hour to blend amongst mortals. In this form, apply a +10 bonus on
Bluff and Disguise checks to appear as a Medium or Small humanoid.
Costs 1 vitality.

VENAL DESCENT™: Once daily for 5 minutes, the harpy witch
gains DR 10, fast healing 5, Multi-Attack, immunity to fire and poi-
son, and black claws that each inflict 4d6 damage. Costs 25 vitality.

WRETCHED APOTHEOSISM: A harpy witch can target the
adjacent corpse of a person who has died in the past 3 days, provided
that person died due to suicide or physical harm. After 1 minute, the
target undergoes a startling transformation and returns to life as a
harpy of equal level. It retains the likeness of its original face and can
be recognized as its previous self, though it has only vague memories
of its prior life. If the target was above 4th level, then it retains the
difference. For example, an elf wizard 7 becomes a harpy wizard 3.

WOUNDING CLAWS: As a move action, the harpy witch’s
next claw attack that round inflicts +1d4 wound damage.




HEIRIAN

This heir of ancient titans is a flying hero or villain of the people.

APPEARANCE & CULTURE

Every heirian has a unique story that explains the source of the
powers he gained from a primordial titan of yore.

Sages believe that when the multiverse was new, the gods created
powerful servants called titans. There was a titan for each class from
artificer to wizard. A titan could appear as a vortex of raw energy or
a towering humanoid. In time, the titans rebelled against their mak-
ers. The gods captured and imprisoned them in soul traps deep in the
ageless wastes of the Astral Realm. Each soul trap offered a different
punishment befitting the titan within. The titans are said to float and
suffer until the end of time. However, sometimes these imprisoned
beings find a way to reach out to the Mortal Realm and infuse a per-
son with a bit of their power and purpose.

Each heirian has a unique story. For example, a warlock titan’s
spirit might appear as a spider that bites an unsuspecting person,
transforming him into an oddity that can climb like a spider and
cast webs. Or the elementalist titan might appear as a sacred coral
branch that, when consumed, grants the person the ability to swim
like a fish and breathe water. There are no reliable ways to conjure a
titan or gain its power, though several heirians might be born around
the same time. What is certain is that a heirian always starts life as
a young adult townie. All other creatures and characters are too
tainted already with a particular life path to receive a titan’s power.

The transformation begins randomly and unfolds over 1d4 days. The
affected youth first falls gravely ill, vanishes into thin air, goes insane or
otherwise suffers a bizarre condition. However, he soon returns to full
health and presence and he suddenly commands new
abilities, extraordinary attributes, incredible vitality,
and a gift for self-repair. Most strikingly, he gains the
power of magical flight at will. At any time, if the hei-
rian desires, he may regain the appearance and manner
of his original self and townie abilities, though he cannot
function as both a townie and a heirian at the same time.

Some heirians become quiet protectors of their origi-
nal community while others acquire a taste for travel or
conquest as their temperament and conscience affords
to become notable heroes or villains.

The term heirian refers to being an heir, or
inheritor of power. However, most heirians are
unfamiliar with titans or origin of their powers.

HEIRIAN (LVL 13)
Heirians have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Any (often chaotic)
DC 34

SENSES Darkvision

PERCEPTION +14 ; STEALTH +14

LANGUAGES Common plus any 4
additional languages

INITIATIVE +9

SPEED 40 ft ; FLY 50 ft

ATTACK d20+10 (+12 slam)

WEAPONS Slam (3d6+knock back) or by
weapon (usually 1d8)

DAMAGE +9

ARMOR Leather and magic skin ; DR 8
WOUNDS 12

VITALITY 95

FORTITUDE 28, REFLEX 28, WILL 28
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SPECIAL Fast Healing 1, Magic Resistance

Q&D Damage +22 ; Vitality 69

STR 18, CON 18, DEX 18, INT 18, W15 18, CHA 18

PRIME Strength and Charisma

SKILLS Acrobatics +9, Athletics +14, Diplomacy +14, Endurance
+9, Intimidate +14

FP 0 ; DEITY None
MULTICLASSING The class linked to their unique abilities
TREASURE Gear, jewelry, and property worth 3,000 gp

BASE ABILITIES

Heirians have the following abilities.

ENDURE ELEMENTS™: A heirian ignores effects of extreme
temperature. He can exist comfortably in conditions between -40° and
140° F without harm. His gear is also protected. This ability is continu-
ously in effect even when the heirian is unconscious.

ENERGY BLAST™: A heirian can inflict 1d6 damage per level
(typically 13d6) to all creatures in a 120-ft line or 30-ft cone. For-
titude, Reflex or Will resists for %2 damage. The damage type and
defense to resist are decided when creating the heirian and cannot be
changed thereafter. Costs 5 vitality.

ETERNAL RETURN: When an hierian is slain, he reappears
after 2d20 years, alive and well, at his homebase or place of birth.

GREAT WEAKNESS: Every heirian suffers a weakness to or
dependence on a very rare substance. Finding a meaningful quantity
of this substance requires a successful DC 34 Dungeoneering check
after 1d6 days of mining or similar work. The search automatically
fails if the miner or others have tried the same locale before. When a

heirian wears or holds the object made of the substance, or is adjacent |

to at least 1 pound of the substance, then he suffers a -5 penalty on all
d20 rolls, is limited to a single move or standard action each round,
and has DR 3 (rather than DR 8).
KNOCK BACK™: As amove action, the hierian augments his
next slam attack that round. If his slam hits, the target is knocked
back 1d4 x 5 ft, or 2x the distance if either the hierian or foe is
flying, in addition to any damage dealt. Costs 2 vitality.
MAGIC RESISTANCE: A heirian enjoys a +5
bonus on saves to resist magic abilities. Also, when tar-
geted by a magic ability that does not allow a save, the
heirian’s foe must beat his Fortitude anyway, and if
he saves then the magic has no effect.

RAPID DISGUISE™: As a swift action, the
heirian appears as a normal townie with his origi-
nal looks, gear, and profession before he trans-
formed into a heirian. In this form, he enjoys a

+20 bonus on Bluff and Disguise checks to go
unrecognized for his alter ego. Moreover, all forms
of magic that target him such as Detect Thoughts fail to
discern his true identity. The heirian may shift from his
townie disguise back to his heirian form as a swift action.
While in disguise, the heirian uses his usual statistics.
Each change costs 1 Vitality. o
TITAN POWERS: Every heirian has either
1 advanced ability, 2 intermediate abilities, or 1
intermediate and 2 basic abilities from 1 class. For
example, a heirian might have Detect Thoughts an:
Id Insinuation from the psion class, or Mindsight from
the sage class, or Darkness and Shadow Step from the
shadowcaster class, or Swim and Water Breathing from
the elementalist class, or Web and Spider Climb from
the warlock class. See the options at right for details.
UNIVERSAL POWER: A titan’s magic abili-
ties work as normal in antimagic zones, within realms
of existence with modified magic, and similar locations
including mundane versions of the Mortal Realm.




FAMOUS / INFAMOUS HEIRIANS

Here are 8 specific heirians, each of a different alignment.

ARIBA SHOAL, “"WHITE GLOVE" (CE)

Ariba's townie disguise is as an eccentric healer who loves alchemical
experiments involving blood. Her titan heritage is the medicant and
her alignment is chaotic evil. Her energy blast is a cruel glance that
assaults Will to inflict pain damage. Her weakness is the bloodstone
gem which must be bathed in warm blood.

APOTHECARYS: Ariba can brew drugs and poisons (RPG, pg
144) for 2 their listed market price. One dose requires 1 hour of
work, though she can prepare 10 doses in a day. Also, she can identify
a drug or ingested poison after 1 minute of careful visual and olfac-
tory inspection with an accuracy of 70% + 1% per level.

BUBBLING BLOOD™: One living target within 30 ft suffers
1d6 acid damage per level, or %2 damage if Fortitude resists. Costs 2
vitality.

KNITTING SALVE™: Ariba transmutes 1 vial of fresh blood
into a potent salve. One minute after applying the salve, the patient
heals 1 wound point per round for 1d8 rounds + 1 round per level.
Any ailments within the blood infect the patient. Costs 1 vitality.

CALICO VRITIK, "THE PIPER" (CN)

Calico's townie disguise is as a playful minstrel who loves romantic
trysts. His titan heritage is the bard and his alignment is chaotic neu-
tral. His energy blast is a shout that assaults Fortitude to inflict sonic
damage. His weakness is the harvest-white flower, which blooms
under a moonless night sk%.\

ALLURING MUSIC":When Calico plays or sings as a standard
action, foes within 120 ft that hear him and fail to resist using Will
suffer a -2 penalty on Perception checks and spend a move action on
their next turn moving toward him. Costs 2 vitality.

LUCKY: As a move action, apply a +1d6 bonus to his next d20
roll that round. Costs 2 vitality.

ROMANTIC: Apply a +5 bonus on Diplomacy checks, or +10

in romantic situations.

GALIS GLORM, "LORD GENERAL" (LN)

Galis’s townie disguise is as a self-important aristocrat who loves
fine food. His titan heritage is the fighter and his alignment is lawful
neutral. His energy blast is a wave of invisible weapons that assaults
Reflex to inflict force damage. Galis’s weakness is electrum washed
with a virgin’s tears.

RAPID ATTACK: Galis may make 2 attacks with the same
melee weapon in rapid succession as a standard action. He may direct
attacks to the same foe or different foes. Apply a -2 penalty on both
attack rolls.

RESPECT: Boost Intimidate and Nobility checks by +5.

WARLORD: As a move action, Galis directs allies to act with
tactical coherence. All allies within hearing range or line of sight out
to a distance of 60 ft enjoy a +2 bonus on attack and damage rolls
until the start of his next turn. Costs 2 vitality.

" HAYN EMBLER, "POISONBLADE" (NE)

Hayn’s townie disguise is as an obnoxious ruffian who loves poison
blades. His titan heritage is the blackguard and his alignment is neu-
tral evil. His energy blast is a mass of green tendrils that assaults
Reflex to deliver vile damage. Hayn’s weakness is a rare form of jade.

AURA OF DESPAIRM: Adjacent foes suffer a -2 penalty on
saves due to his malign aura. The aura persists even if he is uncon-
scious.

INFERNAL WOUND™: Whenever Hayn inflicts damage with
amelee weapon, the wound persists and the injured foe loses 1d6 hit
points each round after the first until a DC 15 Heal check or cure
magic is applied to the wound.

§OI SON USE: Hayn never risks accidentally poisoning himself
when applying poison to a blade, and he may apply poison as a move
action (rather than the usual standard action).

L
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JETH NEPTRUN, "WAVEGLIDER” (NG)

T

Jeth’s townie disguise is as a sailor who loves the ocean and mer-
maids. His titan heritage is the elementalist and his alignment is neu-
tral good. His energy blast is a storm of lightning bolts that assaults
Fortitude to inflict electrical damage. His weakness is a rare coral
that grows in the ocean’s depths.

CREATE WATERM: Jeth conjures up to 10 gallons per level of
fresh water. One person requires 1 gallon of water to survive for a
day. Costs 1 vitality.

SWIM SPELL™: For 5 minutes, he gains a Swim speed of 30 ft.
This grants a +10 bonus on Athletics checks in water. Costs 1 vitality.

ATER BREATHING™: Jeth can breathe in water as easily
as in air for up to 4 hours + 1 hour per level per day. He can use
the hours nonconsecutively and may expend hours to grant touched
allies the ability to breathe water too. Costs 2 vitality.

KARA LYS, "SOLARIS” (LG)

Kara’s disguise is a bumbling investigator who loves aiding the inno-
cent. Her titan heritage is the paladin and her alignment is lawful
good. Her energy blast is a red-hot solar ray that assaults Fortitude
to inflict fire damage. Her weakness is copper that has been exposed
to a vacuum environment.

AURA OF COURAGE: Kara is totally immune to fear and all
allies within 30 ft enjoy a +5 bonus on saves to resist fear.

DETECT EVIL™: Kara immediately learns whether fiends and/
or undead are present within a 30-ft cone.

HOLY SMITE™: When Kara successfully strikes an evil foe, add
+1 holy damage per level to her damage roll.

NISSA LIONQUEST, "MYSTERIA” (CG)

Nissa’s townie disguise is as a sensual courtesan who loves jewelry
and gems. Her titan heritage is the witch and her alignment is chaotic
good. Her energy blast is a phantasm of hunting cats that assaults Will
to deliver psychic damage. Her weakness is anything woven from a
mage-bred lamb.

ISGUISE SELF™: Nissa’s surface traits—hair color, garment
style, gender, voice pitch, etc—transmute to grant her a +10 bonus
on Disguise checks for 1 hour. She can grow or shrink 1 ft and mod-
ify her Comeliness by +/- 5 points. Costs 1 vitality.

INVISIBLE STEP™:Nissa is invisible for the rest of her turn. She
enjoys a +10 bonus on Stealth checks while invisible. Any attack by
her ends the effect. Costs 1 vitality.

SUGGESTIONM: If Nissa beats the Will of a person within 30
ft, that person does his best over a 1-hour period to complete a task
that she phrases in 10 words or less. The person will not deliberately
harm himself and the effect has a 50% chance to end each round that
his life or any of his allies’ lives are in danger. Costs 2 vitality.

SHARNI PLITH, “SNOw WIDOW” (LE)

Sharni's townie disguise is as a heartless barrister who loves to quote
law and etiquette. Her titan heritage is the warlock and her align--
ment is lawful evil. Her energy blast of ice crystals assaults Fortitude
to inflict cold damage. Her weakness is silk spun from a rare mage-
bred silk worm.

SPIDER CLIMB™: Sharni gains a climb speed of 30 ft for 5 min-
utes. While climbing, she is not defenseless and she enjoys a £10¥
bonus to Athletics and Acrobatics checks. Costs 1 vitality. ’

STOLEN VISAGE™: Sharni acquires the appearance of 1
touched corpse of a person, granting her a +15 bonus to Disguise
checks to look like that person (when alive) for 1 hour. Costs 1
vitality.

WEB™: Sharni shoots a sticky web that covers a 10-ft-square area
out to 60 ft. Creatures in the webbed area are instantly held fast.
Each round beginning on its turn, a stuck creature can attempt a DC
20 Athletics check or DC 20 Acrobatics check to free itself and move
out of the web. The web remains for 5 minutes, until dismissed, o L4
it if suffers 40 points of fire damage (10 fire damage destroys 1 5-&} ke
square space). Costs 2 vitality.




HOMUNCULUS

These tiny artificial creatures make ideal laboratory helpers.

APPEARANCE & CULTURE

Homunculi are common magical companions of artificers, wizards,
and other spellcasters. They are tiny, stealthy, and intelligent con-
structs crafted from leather, tin, and so forth. They make wonderful
scouts and spies. Unfortunately, homunculi are weak and a careless
newling is prone to be slain from a single blow.

Homunculi are brought to life by magic. A character with the
Summon Familiar ability may purchase materials that he knits into
a puppet and then conducts the proper ritual to animate it. A newl-
ing homunculus can see in darkness, sneak around, deliver a poison-
ous bite, survive heat and cold with ease, and assist its master in the
repair and creation of items in his laboratory.

As the homunculus gains confidence and stability, its master can
augment it with wings and other features in a few weeks time. A
crafty master can augment a homunculus in order to “see” and “hear”
through its senses.

Upon reaching maturity, a homunculus takes up a magical pro-
fession, though it always remains behind its master (its level never
equals or exceeds its master’s level).

HOMUNCULUS (LVL 2)
Homunculi have the following statistics.
TYPE Construct
SIZE Tiny
ALIGNMENT Usually lawful

neutral

DC 14

SENSES Darkvision
PERCEPTION +5 ; STEALTH
+23
LANGUAGES Common
(or other language of its creator)

INITIATIVE +0

SPEED 20 ft ; FLY 30 ft

ATTACK d20+4

WEAPONS Bite (1d3 + poi-
son, no reach)

DAMAGE -1

ARMOR Light metal skin ; DR 3
WOUNDS 8

VITALITY 15

FORTITUDE 11, REFLEX 15, WILL 12
SPECIAL Construct Taits, Evasion

Q&D Damage +1 ; Vitality 11

STR 8, CON 12, DEX 17, INT 13, WIS 10, CHA 6

PRIME Dexterity and Intelligence

SKILLS Acrobatics +13, Appraise +11, Arcana +11, Craft +11,
Literacy +11, Mechanics +13, Technics +18, Trick +11

FP 1 ; DEITY Maiya, Mithrais or Rorax
MULTICLASSING Artificer, rogue, sage or wizard
TREASURE Items worth 200 gp in its lair

BASE ABILITIES
Homunculi have the following abilities.

CONSTRUCT TRAITS: A homunculus does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, cat or sleep and enjoys a +5 bonus on Endurance checks. It

9 must sleep (power-down) to regain vitality. It is immortal and can-

,?;@’W

not be raised from death if slain. It gains only 5 the benefit of cure
spells. However, once daily, it may attempt a DC 15 Mechanics check
to regain a number of wound points equal to the check result minus 15.

ENDURE ELEMENTS: A homunculus ignores the effects of
extreme temperature. It can exist comfortably in conditions between
-40° and 140° F without harm. Its gear is also protected. This ability
is continuously in effect even when it is unconscious.

EVASION:When a homunculus attempts a Reflex save that deliv-
ers partial damage even on a successful save, the homunculus instead
takes no damage. It still takes full damage on a failed save. A homun-
culus does not gain this benefit when it is helpless or overloaded.

MORTAL BOND: A homunculus enjoys a special bond with its
master, the creature that created it. It is completely loyal and does its
best to provide aid. The homunculus and master always know each
other’s general health and disposition.

SOMNOLENT BITE: Whenever a homunculus successfully
bites a foe, it may add a mild poison to the bite as a swift action. The
foe must resist using Fortitude or fall asleep for 2 minutes or for 1d4
rounds if the target is above 5th level. Costs 1 vitality.

ADVANCED HOMUNCULUS (LVL 4)
An advanced homunculus is highly useful. Apply +14 vitality, +1
saves, t1 attacks, +1 DR, and the following abilities.

IDENTIFY: The homunculus enjoys a +5 bonus on Appraise
checks. Also, after expending 1 hour of study and 1 vitality, it
determines all properties of an adjacent magic item within view.
It doesn’t need to touch the item when doing so.

INVISIBILITY™: The homunculus or its adjacent master

turns invisible for 5 minutes or until the subject attacks, whichever

comes first. Invisibility boosts Stealth checks by +10 and refuses

line of sight. Costs 2 vitality.

MAGIC RESISTANCE: A homunculus enjoys a +5 bonus

on saves to resist magic abilities. Also, when it is targeted by *
a magic ability that does not allow a save, the homunculus’s
foe must beat its Fortitude anyway, and if the homunculus
successfully resists then the magic has no effect.

SENSE LINK™:A homunculus can establish a per-
ceptual bond with its master for 5 minutes. The master
must be within 30 ft to form the bond. Each round, the
master can see and hear through the homunculus’s

eyes and ears as if the master were in its place.
The master is defenseless while using this abil-
ity. Once the bond forms, it persists out to any
‘ distance. The master or homunculus can dismiss
v/ the bond as a swift action. Costs 1 vitality.
TRAPFINDING: Apply a +5 bonus to

Perception checks, or +10 to notice traps.

ARCANE HOMUNCULUS (LVL 5)

This homunculus has access to a wide range of spells. Apply +5 vital-
ity and the following abilities. {

MNEMONIC ENHANCER: Each day, an arcane homunculus
can select and use 2 basic artificer, wizard or sage abilities and 1
intermediate artificer, wizard or sage ability of its choice for which it
qualifies in addition to abilities normally available to it.

MESSAGE™: At any time, an arcane homunculus can whisper a\
message that is clearly audible to a target within 90 ft. It doesn’t need g -
line of sight, only line of effect.

TECHNIC HOMUNCULUS (LVL 5)
The technic homunculus is adept with steam gear and electrotech.
Apply +5 vitality and the following abilities.

LECTROTECH: A homunculus is familiar with invisible mun-
dane forces of nature. It can make checks using the Technics skill and
enjoys a +2 bonus on Mechanics and Technics checks. See RPG, page
177 for details.

TECHNICAL SKILLS: Apply a +10 bonus on Mechanics and\“

Technics checks.




HYDRA

These mindless multi-headed reptiles are difficult to defeat.

APPEARANCE & CULTURE

Hydras are multi-headed reptilian swamp monsters. A typical hydra
is gray-brown to dark brown with a light yellow or tan underbelly.
The eyes are amber and the teeth are yellow-white. It is about 20 ft
long and weighs about 4,000 pounds. Hydras are voracious, tem-
peramental, and usually too stupid to speak.

Hydras are known for their many nasty serpentine heads. In com-
bat, they can easily attack with all their heads, even when they move
or charge. A hydra can be killed either by severing all its heads or by
slaying its body. Cauterization by acid, cold or fire works well.

Hydras reproduce magically. A severed head slowly transforms
over 1d4 weeks into an adult. During this time, the budding creature
is entirely defenseless and is treated as a stationary object with DR 5
and 5 wound points. Typically, buds survive only when submerged or
otherwise far from a predator’s detection.

The standard hydra has 5 heads. Older hydras sport up to 12

heads. Also, some hydras can breathe acid, cold or fire.

HYDRA (LVL 7)
Hydras have the following statistics.
TYPE Magical beast
SIZE Huge
ALIGNMENT Usually neutral or chaotic evil
DC 24

SENSES Darkvision, low-light vision, scent
PERCEPTION +6 ; STEALTH -5
LANGUAGES None

INITIATIVE +0

SPEED 20 ft ; SWIM 20 ft

ATTACK d20+9 ; MA

WEAPONS 5 Bite (each 3d6, 15-ft reach)
DAMAGE +6

ARN\ORTough magical hide ; DR 5
WOUNDS 20

VITALITY 55

FORTITUDE 21, REFLEX 14, WILL 16
SPECIAL Fast Healing 10, Magic Resistance

Q&D Damage +13 ; Vitality 41

STR 22, CON 22, DEX 12, INT 3, WIS 12, CHA 8
PRIME Strength and Constitution
SKILLS Athletics +21, Endurance +21, Intimidate +21, Survival +11.

FP4; DEITY Greenwyrm or Tiamat

MULTICLASSING Druid, elementalist, shifter or sorcerer. A
hydra with magical abilities is limited to using 1 magic ability per
round regardless of its number of heads.

TREASURE Items worth 700 gp scattered in its lair.

BASE ABILITIES
Hydras have the following abilities.

FAST HEALING: As a swift action, a hydra heals 10 wound
damage. Damage dealt by acid, cold, and fire does not heal this way.

HEAD REGROWTH: Each time a head is severed, 2 new heads
spring from the stump in 1d4 rounds, though a hydra can never have
more than 2x its original number of heads at once and extra heads
it gains beyond its original number wither and die within a day. To
prevent a severed head from growing back into 2 heads, at least 5
points of acid, cold or fire damage must be dealt to the stump before
the new heads appear. A hydra does not die from losing its heads until
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all its heads have been cut off and the stumps are cauterized.

A character can attempt this by making a regular attack (using a
torch, Burning Hands, or such) and forfeiting the attack’s usual effect
if he succeds to cauterize the stump instead. Damage from an area
effect such as a Fireball spell can cauterize multiple stumps in addi-
tion to dealing damage to the hydra’s body.

MAGIC |%ES|STANCE: A hydra enjoys a +5 bonus on saves to
resist magic abilities. Also, when it is targeted by a magic ability that
does not allow a save, the hydra’s foe must beat its Fortitude anyway,
and if the hydra successfully resists then the magic has no effect.

OPPORTUNITY ATTACK: When a foe within 15 ft attempts
an attack against the hydra, the hydra enjoys a single free bite attack
as an immediate action. A hydra is limited to using this ability a num-
ber of times per round equal to its number of heads. Costs 1 vitality.

SCENT: A hydra can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

SEVERING WEAKNESS: To sever a hydra’s head, a foe within
15 ft must beat the hydra’s Fortitude using a slashing weapon. A foe
can strike at a hydra’s heads from any position in which he could
strike at the hydra itself, because the hydra’s heads writhe and whip
about in combat. A character can ready an action to attempt to sever
a head when it bites at him.

This severing attack is made at a -5 penalty. If the attack succeeds,
the hydra suffers 2 wound damage and 5 vitality damage rather than
the usual damage dealt by the weapon. Once severed, the neck seals
shut to prevent further blood loss. A hydra can no longer attack with
a severed head but suffers no other penalties.

PRIMORDIAL HYDRA (LVL 9)

This hydra can breathe acid, cold or fire. Add +14 vitality, +1
attacks, +1 saves, +1 DR, and the following abilities.

BREATH WEAPON: Each of a hydras heads can breathe a 30-ft
cone of acid, cold, or fire (pick 1). Each breath weapon inflicts 3d8
damage of that energy type, or %2 damage if Reflex resists. The hydra
must wait 1d4 rounds between each use. Costs 2 vitality per head.

ENERGY IMMUNITY: A hydra is immune to the energy type
corresponding to its breath weapon. Thus, a hydra that breathes fire
or acid enjoys immunity to fire or acid, respectively.

DEMONIC HYDRA (LVL 11)

This hydra is a fiend. It hails from the realm of Abyss and its incred-
ibly sharp teeth deal wound damage. Add +28 vitality, +2 attacks,
+2 saves, +2 DR, and the following abilities.

ABYSSAL RESISTANCES: The demonic hydra enjoys +5 DR
against acid, cold, and fire.

IMMORTALM: This hydra does not age, has no need to breathe,
eat or sleep, and can only be raised from death using Miracle or Wish.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
score exceeds its Wisdom score, its goes insane.

WOUNDING BITES: Each bite from the demonic hydra’s:
heads deals 1d4 wound damage in addition to any other damage dealt.

BONUS HEADS

A hydra can host up to 12 heads. For each additional head beyond the
usual 5, boost its statistics as shown in the table below. .

Attack Saves DR Int*

Lvl Heads Vitality

8 6 62 +10 22/15/17 6 4
9 7 69 +10 22/15/17 6 4
10 8 76 +11 23/16/18 7 5
11 9 83 +11 23/16/18 7 5
12 10 90 +12 24/17/19 8 6
13 11 97 +12 24/17/19 8 6
14 12 104 +13 25/18/20 9 7

* A hydra 8+ heads knows Common or any 1 other language.




ILLITHRIX

These aberrations of nature devour brains to gain mental power.

APPEARANCE & CULTURE

An illithrix is a bizarre squid-like humanoid that surely hails from
another dimension or suffers a horrifying curse. It stands about 6 ft
high and sports a squid-like head with huge black pools for eyes and
a cluster of 4 tentacles around its beak-like mouth. Its slick mauve
skin is rubbery and hairless, and the creature’s delicate fingers and
long nails belie its dexterity.

An illithrix requires brains to survive and humanoid bodies to
reproduce. Thought it can nourish itself minimally from any warm
brain, it prefers highly intelligent victims such as psions, sages, and
wizards. It deteriorates mentally and hibernates if it fails to feed.
An illithrix is asexual and reproduces by implanting tiny eggs in the
brains of helpless victims. The eggs hatch after a few days, replace the
victim’s brain, and transform the person into an illithrix. For some
reason, only humans are suitable hosts.

Ilithrixes tend to work in small groups
called clutches, and clutches tend to gather in
enclaves around a central super-brain called
a ulortix. Most illithrixes specialize in pow-
ers of the mind and magic, and enjoy dominating
lesser creatures to function as their slaves. f

ILLITHRIX (LVL 8)
Hlithrixes have the following statistics.
TYPE Aberration
S1ZE Medium
ALIGNMENT Usually lawful evil
DC 26

SENSES Darkvision
PERCEPTION +2 ; STEALTH +2
LANGUAGES Common, Aquan,

Undercommon, and telepathy 120 ft
INITIATIVE +7

SPEED 30 ft

ATTACK d20+10 (+15 grapple) ; MA

WEAPONS 4 tentacles (1d3 wounds
each)

DAMAGE +1

ARMOR Psychic shield over
leathery skin ; DR 6

WOUNDS 8

VITALITY 57

FORTITUDE 14, REFLEX 18, WILL 20

SPECIAL Immune to charm and sleep magic ; Magic Resistance

Q&D Damage +9 ; Vitality 41

STR 12, CON 12, DEX 14, INT 21, WIS 14, CHA 17

PRIME Intelligence and Charisma

SKILLS Arcana +15, Disguise +13, Heal +7, History +15,
Insight +7, Literacy +15, Mechanics +4, Technics +12, Trick +7

FP 4 ; DEITY Beyos, Maurob, Voktra or Ymuri
MULTICLASSING Medicant, psion, sage or wizard
TREASURE Items worth 800 gp on itself and in its lair

BASE ABILITIES
Hlithrixes have the following abilities.
BRAIN DEPENDENCY: An illithrix hungers for intelligent

V brains. It must consume 21 Intelligence points worth of brains each
»

month. Otherwise, its mental attributes decrease to match the total
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Intelligence points consumed, to a minimum score of 5. If it fails to
consume any brains, it hibernates until a sentient creature comes
within 120 ft, at which time it wakes to feed.

DETECT THOUGHTS™: An illithrix notes the presence or
absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and Intelligence of cach one. After concen-
trating for a third round, it learns the current surface thoughts of 1
creature of its choice within range for 2 minutes if the illithrix beats its
Will. Costs 2 vitality.

ELECTROTECH: An illithrix is familiar with invisible mundane
forces of nature. It can make checks using the Technics skill and enjoys
a +2 bonus on Mechanics and Technics checks (already in the statis-
tics block). See RPG, page 177 for details.

EXTRACT BRAIN: An illithrix that hits a foe with all 4 of its
tentacles extracts the foe’s brain as a swift action, killing that crea-
ture. This ability has no effect on constructs, undead, and creatures
without a brain, and is not fatal to those with multiple brains.

FIREARMS PROFICIENCY: An illithrix knows firearms.

ID INSINUATION™: One sentient foe within 30 ft is stunned
for 1d4 rounds. Will resists. Costs 2 vitality.

IMPLANT EGGS: An illithrix can implant a tiny egg in a helpless
person’s brain. The egg hatches after 1d4 days, whereupon it inflicts
1d6 wound points as it consumes the person’s brain and grows
to fill in the missing space. This causes the victim to immediately
transform into an illithrix that possesses no memory or care regard-
ing its prior allies or goals. Typically, its first act is to feed. An illithrix
produces a clutch of 1d4+1 eggs per month.

IMPROVED %RAP PLE: The illithrix grapples
an adjacent foe up to 1 size larger than itself when it has
1 hand free and beats the foe’s Fortitude. The illithrix =
enjoys a +5 bonus to initiate or resist grappling. A /(7 &
grappled creature cannot move and can only use a Light £
melee weapon already in hand. Each round, the illi-

thrix must expend a move action to maintain the
grapple, and the foe can try to beat the illithrix’s
Fortitude as a standard action to break the grapple.
If the illithrix desires, it can block a grappled foe’s
mouth with 1 hand to prevent speech.

JACK OF ALL TRADES: Due to its
exposure to a diversity of brains, an illi-
thrix can mimic many skills. As a move
action, the illithrix can apply a +2 bonus to any
1 skill roll it makes that round.

MAGIC RESISTANCE: Anillithrix enjoys a +5 bonus
on saves to resist magic abilities. Also, when it is targeted by
a magic ability that does not allow a save, its foe must beat

its Will anyway, and if it successfully resists then the magic
has no effect.

PSIONIC BLAST™: Sentient creatures within a 30-ft cone are
stunned for 1d4 rounds. Will resists. Costs 5 vitality.

TELEPATHY™: An illithrix can wordlessly hear and speak with
one, some or all sentient beings within 120 ft. Communication is as
natural and quick as normal speech but requires no shared language.
Affected creatures cannot telepathically communicate with each
other. Costs 1 vitality per round.

ETHERLIX (LVL 10)
This illithrix interacts with incorporeal creatures. Apply +14 vitalit
+1 saves, +1 attacks, +1 DR, and the following abilities.
ETHERIC ECHO™: For 2 minutes, the etherlix perceives and
interacts with incorporeal creatures as if they were corporeal. When
doing so, however, it can be struck by incorporeal creatures (that
haven’t materialized) and has DR 0 against such attacks. Its abilities
and magic items work normally and its nonmagical gear only affects
corgoreal tarﬁets. Costs 5 vitality. 4
HOST LORE:The etherlix enjoys a +5 bonus on Arcana, His-
tory, Perception, and Religion checks.

7




LAST SUGGESTION™: When the etherlix falls unconscious, it
instantly and automatically influences an adjacent sentient foe. If the
target fails to resist using Will, it does its best over a 1-hour period
to complete a task that the etherlix phrased earlier in 5 words or
less. The target understands it is compelled but cannot seem to act
otherwise, as if possessed, though it will not deliberately harm itself.
Typically, the target is compelled to protect and heal the etherlix. An
Exorcism spell ends the effect. Costs 2 vitality.

SEE INVISIBILITY™: As a standard action, the etherlix clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

MASTERMIND |LLITHRIX (L\/L 1 1)
Apply +21 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

FAR DREAMING™: The illithrix targets a sleeping creature
within 5 miles and phrases a task for it in 10 words or less. It doesn’t
need line of sight but it must know the target’s name and approximate
locale. Once affected, the target immediately wakes, performs the
task for up to 1 hour, and returns to sleep (if possible). The target will
not deliberately harm itself and the effect has a 50% chance to end
each round that it or its allies’ lives come in danger. Costs 2 vitality.

PHRENIC MARK-MASTERM: One foe within 30 ft must
resist using Will or be marked: the illithrix learns its common name
and knows its approximate locale for up to 1 day per level. This helps
it to use Far Dreaming on it. The illithrix can maintain up to 1 mark
per level. Costs 2 vitality.

MINDBLANK™: For 5 minutes, the illithrix ignores all attacks
that allow it to resist using Will or that affect its mind. Costs 5 vitality.

ASTRALORIX (LVL 12)
This illithrix travels the Astral Realm. Apply +28 vitality, +2 saves, +2
attacks, +2 DR, and the following abilities.

ASTRAL LORE: Boost Arcana, History, Insight, and Religion
checks by +5, or by +10 on checks regarding the Astral Realm.

ASTRAL SHIFT™: An astralorix can move itself to the Mortal
Realm from the Astral Realm, or vice versa, as a standard action.
The astralorix must have a specific destination in mind, and it must
succeed on an Arcana check to arrive there. The DC equals 5 for a
familiar location, 10 for a visited location, 20 for a described loca-
tion, and 30 for a location known in name only. A failed check means
the astralorix arrives 1d6 miles away from its desired destination,
possibly in a dangerous locale. If the astralorix wishes, it may take 1
person or 250 pounds of gear with it. Costs 10 vitality.

ASTRAL WEB™: An astralorix can create an invisible 5-ft-wide,
10-ft-high portal into an extra-dimensional space. Wisps of translu-
cent webs swirl and grab willing and helpless creatures within 30
ft of the portal, moving them into a 15-ft-cube extradimensional
chamber (the chamber exists in the Astral Realm). Only creatures
(not unattended objects or natural phenomena such as wind) can pass
through the portal. The chamber holds comfortably up to 8 Medium
creatures and lasts for 4 hours + 1 hour per level. Creatures in the
chamber cannot exit, and when the magic ends they are dumped at its

+ entrance. The astralorix can freely move into or out of the chamber
and can only maintain 1 such chamber at a time. Costs 2 vitality.

DIMENSION STEP™: The astralorix vanishes and reappears
up to 30 ft away in an open space of its choice within line of sight.
After it arrives, it is dazed for the rest of its turn. It can take gear
weighing up to 250 pounds. Costs 2 vitality.

SECRET CHEST™:The astralorix can crafta magic chest costing
a minimum of 5,000 gp. The chest holds up to 1 cubic ft of material
per level. When not in use, the chest resides safely in an extradimen-
sional space (in the Astral Realm) that the astralorix can call from
anywhere. Summoning or stowing the chest is a standard action.

ULORTIX (LVL 20)
An ulortix has the following statistics.
TYPE Aberration
SIZE Large

L

u *$< C]ﬁaPter 4. Creatures

ALIGNMENT Always lawful evil
DC 26

SENSES Mindsight

PERCEPTION +2 ; STEALTH -2
LANGUAGES All plus telepathy 120 ft
INITIATIVE -2

SPEED 5 ft

ATTACK d20+18 ; MA

WEAPONS 4 tentacles (2d4 each + paralysis) plus 16 tentacles
(1d4 each)

DAMAGE -2

O e
oy

ARMOR Psychic shield ; DR 12
WOUNDS 15

VITALITY 141

FORTITUDE 23, REFLEX 28, WILL 36

SPECIAL Immune to charm and sleep magic ; Magic Resistance

Q&D Damage +18 ; Vitality 101

STR6, CON 12, DEX 6, INT 26, WIS 14, CHA 19

PRIME Intelligence and Charisma

SKILLS Arcana +23, Bluff +19, Craft +18, Disguise +14, Dun-
geoneering +18, Heal +7, History +23, Insight +12, Intimidate +8,
Literacy +23, Nature +18, Religion +7, Trick +3, Warcraft +18.
Also, +5 any 1 other skill.

FP 10 ; DEITY Beyos, Maurob, Voktra or Ymuri
MULTICLASSING Psion, sage, witch or wizard
TREASURE Items from worth 2,500 gp in its lair

ULORTIX BASE ABILITIES

An ulortix is a collection of illithrix brains. It has the standard illi-
thrix abilities plus the following additional abilities.

DIVERSE ABILITIES: A ulortix learns abilities from the brains
it collects. It knows 10 points worth of magic abilities from any class.
Typically, it knows 1 advanced, 2 intermediate, and 2 basic abilities.

DOMINATE MONSTERM: The ulortix can utterly subjugate
the mind of 1 sentient creature within 60 ft for 5 minutes, such that
the subject obeys the ulortix even to its own death. The ulortix must
beat the target’s Will to dominate it. Costs 5 vitality against persons,
or 10 vitality against all other creature types.

MINDSIGHT™: The ulorix perceives its environment normally
regardless of perceptual impairment (such as blindness or deafness)
or natural environmental effects (such as darkness or mist).

PARALYZING TOUCH: As a swift action when successfully
striking a target with 1 of its tentacles, the ulortix causes the target
to be frozen in place for 2 minutes. While paralyzed, the creature
cannot move from its space on its own though it can use magic abili-_
ties normally. Costs 2 vitality. .

PSYCHIC REBOUND: As an immediate action, when an attack
against the ulortix’s Will fails, the attacker must resist using Will or
enter a hypnotic trance for 2 minutes. Each round of trance, it has a
50% chance to be defenseless and a 50% chance to be limited to aj#
single move action. Costs 5 vitality. ‘

UADRIC MIND™: As a swift action, the ulortix splits its mind
into multiple parts for 1 round. During this time, it can use either 2
or 4 of its magic abilities as a single standard action and ignore attacks
that allow it to resist using Will. Costs 5 vitality to create 2 parts or 10
vitality to create 4 parts.

REPLETION™:The ulortix does not need to eat or drink for 24
hours. Costs 1 vitality.

TAP HIDDEN POTENTIALM: Once daily an ulortix can focus
as a move action and select any 1 psion magic ability of any tier excep
paragon. It can and must immediately use the ability or it loses it.




These tiny poisonous fiends teach mortals vile magic.

APPEARANCE & CULTURE

Imps look like tiny fiends with black, green or red leathery skin,
bat-like wings, and leering eyes. They enjoy snickering and harmful
pranks. Sages believe they are formed from the souls of evil children.
An imp stands about 18 inches high and weighs around 8 pounds.
Although imps thirst for power like other fiends, they are cowards
in practice. They typically attack from ambush, using their alternate
form and invisibility to get within reach to use the wicked stinger on
their tail. Then they quickly fly out of reach if a foe man-
ages to strike back effectively.

IMP (LVL 2)
Imps have the following statistics.
TYPE Fiend
SIZE Tiny
ALIGNMENT Always evil
DC 14

SENSES Nethersight

PERCEPTION +6 ; STEALTH +10

LANGUAGES Common, Abyssal,
Celestial, and Infernal

INITIATIVE +6

SPEED 20 ft ; FLY 50 ft.

ATTACK d20+4

WEAPONS Bite (1d3 + poison, no reach)
or 2 claws (1d2 each)

DAMAGE -1

ARMOR Vile leathery skin ; DR 3
WOUNDS 2

VITALITY 14

FORTITUDE 13, REFLEX 16, WILL 13
SPECIAL Dodge ; immune to fire and poison

Q&D Damage +1 ; Vitality 10

STR 8, CON 10, DEX 17, INT 15, WIS 12, CHA 10
PRIME Dexterity and Intelligence
SKILLS Arcana +12, Bluff +5, Religion +6, Trick +13

FP 1; DEITY Any evil deity such as Asmodius (LE), Phane (LE),
Lilith (NG), Voktra (NE) or Tiamat (CE).

MULTICLASSING Bard, blackguard, warlock or witch

TREASURE Items worth 200 gp in its lair

BASE ABILITIES
Imps have the following abilities.

ALTERNATE FORM: Imps rarely show their true form.
Instead, each imp has a unique disguise such as a bat, cat, monstrous
centipede, toad or wolf. The disguise is selected when the imp is cre-
ated and cannot be changed. An imp enjoys a +20 bonus on Disguise
checks to be confused with a normal animal of the kind selected.
Changing to or from its disguise is a standard action that costs 1 vital-
ity. While disguised, an imp can use its usual attacks and abilities.

CLOSE WOUNDS: Once daily as a move action, an imp may heal
2d6 wound points. It may heal itself, another fiend, or the person selected
for the Mortal Bound ability.

DETECT GOOD™: An imp immediately learns whether celes-
tials and/or clerics and paladins are present within a 30-ft cone.

DODGE: As an immediate action, the imp ignores 1 melee
weapon attack before it knows whether it has been hit. Requires
Dexterity 15+ and works only in light or no armor. Costs 2 vitality.
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INVISIBILITY™: The imp, an allied adjacent fiend, or the imp’s
adjacent master turns invisible for 5 minutes or until the subject
attacks, whichever comes first. Invisibility boosts Stealth checks by
+10 and refuses line of sight. Costs 2 vitality.

MORTAL BOND: An imp may enter into a special bond with an
evil mortal. It can maintain only 1 such bond at a time. When bonded,
it is completely loyal and does its best to provide aid. The imp and its
master always know each other’s general health and disposition.

POISONOUS: A creature bitten by an imp must resist using
Fortitude or suffer 1d4 vile wound damage with a 50% chance of
suffering an additional 1d4 vile wound damage 5 minutes later. Mul-
tiple bites against the same foe do not stack. Costs 1 vitality.

HELLFIRE IMP (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

DETECT MAGICM: A hellfire imp immediately learns whether
magic is present or absent within a 15-ft cone. The next time it scans
the same area, it learns the exact location (within 5 ft) and name of
1 magic ability present. This ability cannot locate invisible creatures
or detect illusions.

MINOR PACTM: Once daily after a 10-minute ritual, a
hellfire imp can call into itself a fiendish spirit to empower it.
While bound, it enjoys a +2 bonus on Arcana checks and may
select for the day any 1 basic magic ability for which it quali-
ties from any class. The binding lasts 24 hours or until the imp
fails to resist the Exorcism ability.
RINGS OF FIREM:This imp can project 1 ring of magi-
cal flames per 2 levels. Each ring hits a foe of its choice within A
90 ft for 4d6 fire damage. Reflex negates. Costs 5 vitality.
SUGGESTION™: If the imp beats the Will of a person within 30
ft, the person does his best over a 1-hour period to complete a task . e
that the imp phrases in 10 words or less. The person will not deliber- *
ately harm himself and the effect has a 50% chance to end each round
that his life or any of his allies’ lives are in danger. Costs 2 vitality.

VILELORE IMP (LVL 6)
Apply +28 vitality, +2 saves, +2 attacks, and +2 DR. A vilelore imp
has all the abilities of a hellfire imp plus the following abilities.

FEAR AURAM: As a swift action, adjacent foes must resist using
Will or be shaken for 2 minutes. Costs 2 vitality.

SECRET TEACHING™: A vilelore imp can teach others its abili-
ties. An evil-aligned person who spends at least 1 month in daily contact
with the imp may add any 1 of the imp’s abilities except Mortal Bond
to his list of class abilities. The person may learn the ability any time
later in his career in licu of a same-tier class ability. The imp’s Poison
Bite, Rings of Fire, and Weekly Commune abilities are advanced tier. Its
Alternate Form, Close Wounds, Invisibility, Minor Pact, and Sugges-
tion abilities are intermediate tier. All others are basic tier abilities.

WEEKLY COMMUNE™: Once weekly after a 1-hour ritual, a
hellfire imp receives a response (yes/no/maybe/irrelevant) from a i
fiendish master regarding a number of questions up to its level. Ques-
tions must be 10 words or less. Costs 10 vitality.

CACODEM IMP (LVL 8) _
Apply +42 vitality, +3 saves, +3 attacks, and +3 DR. A cacodem
imp has all the abilities of a vilelore imp plus the following abilities.

EAS HM: An adjacent person suffers 6d6 vile damage. Costs 5 vitality.

SUMMON FIENDS™: The imp performs a 1-minute ritual tog
summon 1 or more fiends such as demons or devils. Their total levels
cannot exceed the cacodem imp’s level. These fiends immediately
obey commands the imp communicates to them in Abyssal or Infer-
nal but will seck to pervert the instructions whenever possible. They
serve for 1 hour and then vanish. Costs 10 vitality.

THAUMATURGIC SPECIALTY: Select 1 specific creature
such as a devil. Boost the imp’s effective level by +8 when using thc\
Summon Fiend ability to summon that specific creature, or +2 when
summoning creature of the same type (such as fiend).

L

I



KITSUNE

These magical fox spirits are wise and crafty.

APPEARANCE & CULTURE

A kitsune is a magical, fey fox with 1 to 9 tails. The number of tails
indicates its power, age, and wisdom. Mischievous by nature and
talented at shapeshifting, kitsune often live among people as they
assume humanoid forms of any gender, race or appearance.

A kitsune may come to mortals to serve as a guardian, friend or
lover, though it is as likely to pursue selfish desires as it is to lend aid.
The youngest kitsune, with 1 tail, is the most arrogant, unreliable,
and likely to dwell with mortals, flaunting its charms on the unwary.
It is also the most likely to show its tail. In contrast, older, wiser, and
more powerful kitsune tend to hold to fey wisdom, avoid mortal
concerns, and rarely show their tails.

While generally non-combative, kitsune are skilled manipulators
and powerful magic users. They are hard to capture or subdue. With
age as no concern, they are patient and cunning, spending years on
what they view as a clever prank. Woe to
those who underestimate them.

KITSUNE (LEVEL 5)
TYPE Fey
S1ZE Medium
ALIGNMENT Usually chaotic neutral
DC 20

SENSES Darkvision

PERCEPTION +9; STEALTH +1

LANGUAGES Common, Sylvan,
plus any 1 other language

INITIATIVE +6

SPEED 30 ft

ATTACK d20 + 8 (+9 using magic
or +12 attacks vs Will)

WEAPONS Dagger (1d3 +
sleep, 10 ft)

DAMAGE -1

ARMOR Magical fur with
enchanted silk clothes or leather
armor ; DR 4 (0 vs iron weapons)

WOUNDS 7

VITALITY 38

FORTITUDE 12, REFLEX 12, WILL 23

Q&D Damage +4 ; Vitality 25

STR 8, CON 10, DEX 12, INT 12, WIS 18, CHA 22
PRIME Wisdom and Charisma
SKILLS Bluff +16

FP 3; DEITY Corvis, Maiya, Tanish

MULTICLASSING Bard, elementalist, psion or witch

TREASURE Gems, jewelry and magical items such as potions
worth 500 gp on itself or in its lair

BASE ABILITIES
Kitsune have the following abilities.

ALTER MEMORY™: One sentient creature within 30 ft for-
gets events of the past 5 minutes and “recalls” memories planted by
the kitsune. If Will resists, the creature is dazed for 1 round instead.
The effect lasts 5 minutes, or is permanent if the kitsune beats its
Will a second time. Costs 5 vitality.

DETECT THOUGHTS™: The kitsune notes the presence or

absence of thoughts (from conscious, sentient creatures) within a
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60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and the Intelligence of each. After con-
centrating for a third round, it “hears” the current surface thoughts
of 1 creature of its choice within range for 2 minutes if it beats the
target’s Will. Costs 2 vitality.

LLUSIONIST™: A kitsune can conjure 4 torch-like orbs, 1
humanoid apparition, 4 voices, 1 loud animal or machine noise, or
a series of amusing stage tricks. The effects last 5 minutes, remain
within 30 ft, and do not cause damage or require a save, though they
might fool the unwary.

MMORTALM: Kitsune do not age like mortals. They maintain
a youthful appearance and do not die unless slain. However, age is
linked to power. As years pass, they grow more tails. Each tail takes
1 century to grow. Also, due to their fey nature, they do not require
food, water or sleep, though they may choose to indulge if they wish.

KITSUNE BLESSING™: Once daily as an immediate action,
the kitsune may ignore 1 attack as if it never happened.

MORTAL FORM™: A kitsune can alter its appearance for 1

hour to blend amongst mortals. In this form, it enjoys a +10 bonus
on Bluff and Disguise checks to appear as a Medium or Small human-
oid. Costs 1 vitality.
SLEEP DAGGER™: As a swift action, the next person struck
that round with the kitsune’s dagger must resist using Will or fall
asleep for 5 minutes, or be dazed for 1 round if Will resists.
Apply -5 on the attack if the target is above 5th level. A sleep-
er’s allies can use a standard action to wake him. Costs 1
vitality.

SUGGESTIONM™: If the kitsune beats the Will of a
person within 30 ft, he does his best over a 1-hour period
to complete a task that the kitsune phrases in 10 words or

less. The person will not deliberately harm himself and
the effect has a 50% chance to end each round
that his life or any of his allies’ lives are in dan-
ger. Costs 2 vitality.

MATURE KITSUNE

(LVL 10)

This kitsune has 5 tails. Apply +35 vital-
ity, +3 saves, +3 attacks, +3 DR, and
the following abilities:

FEY ESCAPEM™: Once daily, the kit-
sune may teleport itself and 1 adjacent
person or held object weighing up to
250 pounds out to 500 ft as an immedi-
¥ ate action. If the destination space is occu-

pied, the kitsune is shunted to the nearest
open space and suffers 1d6 damage.

LOVE SPELL™: A person within 30 ft
who fails to resist using Will falls madly in love
with the kitsune or another person within 30 ft.
The love-struck target is friendly with overt gestures o_f
passion. The effect lasts until the love is consummated or the target™%
of desire is slain. If the kitsune has a belonging or piece of the target,
apply a +2 bonus to the attack. This is a curse. Costs 2 vitality.

STORM OF THE FOX™: The kitsune projects 1 ray per level
out to 60 ft. Each ray can target the same foe or different foes, hits
unerringly, and inflicts 1d6 damage with an energy type of the kit-
sune’s choice. Will resists for > damage. Rays aimed at the same tar-
get count as 1 rﬁaz for purposes of adjudicating DR. Costs 5 vitality.

TONGUES™: The kitsune can understand and fluently use any 1
language for 10 minutes. Costs 2 vitality.

WISE BEAUTY: A five-tails kitsune enjoys a +2 bonus on all
Wisdom-based and Charisma-based skill checks.

YOU BELONG TO MEM: An adjacent creature must resist
using Will or be reduced to 0 vitality and enter a deep sleep for 1 hour.
Sleeping or helpless targets cannot resist. An attack against the target
automatically wakes it, ready to act that round. Otherwise, after
hour, the target wakes with 1 vitality and is exhausted. Remove Curse
ends this effect but does not restore lost vitality. Costs 10 vitality.




KRAKAN

These huge, brilliant creatures are cruel lords of the deep ocean.

APPEARANCE & CULTURE

A kraken is a massive squid of great age and keen intellect. It tends
to stay in the deep ocean where it hunts for prey large and small,
including ships full of tasty humanoid morsels to feed its prodigious
appetite. A kraken’s body is a huge blubbery mass. Six of the beast’s
tentacle arms are 30 ft long. The other 2 tentacles are 60 ft long and
covered with barbs. The creature’s beak-like mouth is located where
the tentacles meet the lower portion of its body.

KRAKEN (LVL 14)
Krakens have the following statistics.
TYPE Animal
SIZE Huge
ALIGNMENT Usually neutral evil
DC 38

SENSES Darkvision, low-light vision

PERCEPTION +10; STEALTH +0

LANGUAGES Speaks Aquan and understands Common
INITIATIVE +5

SPEED 5 ft ; SWIM 20 ft.
ATTACK d20+17 ; MA
WEAPONS Bite (4d6), 2 tentacles (2d6, 60-ft reach) or 6 arms
(1d6, 30-ft reach)
DAMAGE +10

ARMOR Vile leathery skin ; DR 9 (14 vs cold)

WOUNDS 20

VITALITY 103

FORTITUDE 27, REFLEX 20, WILL 22

SPECIALThe body has 10 wounds and 35 vitality ; each tentacle
has 2 wounds and 5 vitality ; each arm has 1 wound and 5 vitality ;
reducing the body to negative wounds knocks in unconscious

Q&D Damage +24 ; Vitality 75

STR 30, CON 20, DEX 10, INT 16, WIS 16, CHA 16

PRIME Strength and Intelligence

SKILLS Arcana +13, Athletics +20, Diplomacy +8, Intimidate
+20, History +13, Insight +8, Handle Animal +8 (+13 with sea ani-
mals), Nature +8, Survival +8

FP7; DEITY Beyos, Lilith or Tiamat
MULTICLASSING Druid, elementalist, psion or witch
TREASURE Items worth 4,000 gp scattered in its lair

BASE ABILITIES
Krakens have the following abilities.
CONSTRICT: As a swift action against a grappled foe, a kraken
delivers 4d6 damage using a tentacle or 2d6 damage using an arm.
INK CLOUD: While in water, a kraken can emit a 90-ft-cube
cloud of black ink every 1 minute as a swift action. The cloud remains
for 1 minute, obscures all vision, and provides total concealment.
JET: Move 240 ft backward as a standard action. Costs 5 vitality.
KEEN SCENT: A kraken notices creatures by scent in a 180-ft
radius and detects blood in the air or water at ranges of up to a mile.
POWER GRAPPLE: The kraken grapples an adjacent foe up to
1 size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the kraken must expend a move action to maintain the grapple, and
the foe can try to beat the kraken’s Fortitude as a standard action to

break the grapple. The kraken may block a grappled foe’s mouth with
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1 tentacle to prevent speech. As a standard action, the kraken may
move the grappled foe 5 ft, either moving at the same time with the
foe or repositioning the foe.

REGROW: A kraken regrows a lost tentacle or limb after
1d10+10 days.

RIP TIDE: A kraken can move 1 foe immersed in water within
30 ft up to 120 ft in any direction so long as the foe remains in or
adjacent to water. Only foes with a Swim speed can resist using For-
titude to negate the effect. Costs 1 vitality.

NAUTILUS (LVL 16)
A nautilus is a construct. Apply +14 vitality, +1 saves, +1 attacks,
+1 DR, and the following abilities.

CONSTRUCT TRAITS:A nautilus does not bleed and is immune
to disease, nausea, and poison. It does not need to breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It must sleep
(power-down) to regain vitality. It is immortal and cannot be raised
from death if slain. It gains only %5 the benefit of cure spells. How-
ever, once daily, it may attempt a DC 15 Mechanics check to regain
a number of wound points equal to the check result minus 15.

FAST HEALING: As a swift action up to once per round, a nau-
tilus heals 2 wound points.

MAGIC RESISTANCE: A nautilus enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic ability
that does not allow a save, its foe must beat its Fortitude anyway, and
if the nautilus successfully resists then the magic has no effect.

THRALKEN (LVL 19)
A thralken is an aberration. Apply +35 vitality, +2 saves, +2 attacks,
+2 DR, and the following abilities.

MINDLINK™: A thralken can form a telepathic bond for 5 min-
utes with a sentient ally within 30 ft. Once the bond is formed, it
works over any distance. A thralken can maintain only 1 bond at a time. £

PSIONIC BLASTM: Sentient creatures within a 30-ft cone are
stunned 1d4 rounds. Will resists. Costs 5 vitality. )

DOMINATE CREATURE™: A thralken can utterly subjugate
the mind of 1 creature within 60 ft for 5 minutes that fails to resist
using Will, such that it obeys the thralken even to its own death.
Costs 10 vitality.

MENTAL EARRl ER: Apply a permanent +5 bonus to Will.

MINDSIGHT™: A thralken perceives its environment normally
regardless of perceptual impairment (such as blindness or deafness)
or natural environmental effects (such as darkness or mist).

MINDBARM: As an immediate action, the thralken ignores 1
attack that allows it to resist using Will. Costs 5 vitality.

REPLETION™: By expending 1 vitality point, the thralken does

not need to eat or drink for 24 hours.

LEVIATHAN (LVL 20)
A leviathan is a magical beast. Apply +42 vitality, +3 saves, +3
attacks, +3 DR, and the following abilities.
CONTROL WEATHERM: After 1 minute of concentration, a
leviathan directs the weather in a 5-square-mile area to shift 1 grade to
become clearer or stormier, hotter or colder, calmer or windier. The

new weather takes effect after 10 minutes and lasts while the leviathan.
concentrates + 1d4 hours before reverting to normal. See RPG, page\.ﬁ.\
237 regarding weather. Costs 10 vitality.

ETHERIC LIMBS™: For 2 minutes, the leviathan can strike
incorporeal creatures without a miss chance. Costs 1 vitality.

GRAB: When a leviathan hits using its arms or tentacles, it ca
attempt to use Power Grapple as a swift action.

MAGIC RESISTANCE: A leviathan enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic ability
that does not allow a save, the attacker must beat the leviathan’s For-
titude anyway, and if the leviathan saves then the magic has no effect.

SEE INVISIBILITY™: As a standard action, a leviathan clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft. %,

WHIRLPOOL:This improves RipTide to target 1 immersed foe
per level within 120 ft. Costs 10 vitality.

-_””r‘




MANTICORE

These bizarre creatures lurk in ruins, swamps, and moist underground caves.

APPEARANCE AND CULTURE

A manticore is a magically-bred beast with a lion’s body and mane,
a person’s face, a scorpion-like tale, and draconic wings. A typical
manticore is about 10 ft long and weighs about 1,000 pounds.

Manticores are stupid, brutish, covetous, and often hungry. They
are just smart enough to speak, recognize their monstrous nature,
and know the value of treasure. Their keen senses allow them to
notice and track down foes, particularly ones with gold. A manticore
typically begins encounters with a volley of spikes, then closes for
melee combat.

When facing a mix of foes, it knows enough to first pick-off spell-
casters or other powerful opponents. In the outdoors, it often uses
its powerful wings to stay aloft during battle. A manticore will hap-
pily prolong a hunt to instill fear in its prey, and it enjoys hearing the
screams of its victims as it eats them alive. Against particularly strong
foes, it will flee, only to quietly stalk in the shadows or from the air
and reappear later when its prey’s guard is down.

There are many manticore breeds. Devils often keep infernal manti-
cores, and xill often keep ghostly manticores as hunting pets. Manticores
are known to even turn against these powerful masters.

MANTICORE (LVL 5)
Manticores have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually lawful evil
DC20

VISION Darkvision, low-light vision, scent
PERCEPTION +6 ;
STEALTH +5
LANGUAGES Common
INITIATIVE +2

SPEED 30 ft ; FLY 50 ft

ATTACK d20+7 ; MA

WEAPONS Bite (1d4) or 2
claws (2d6 each) or 6 spikes (2d4
each, 120 ft)

DAMAGE +5

ARMORTough furry hide ; DR 4
WOUNDS 10
VITALITY 39
FORTITUDE 19, REFLEX 15, WILL 14

SPECIAL Immune to its own poison

Q&D Damage +10 ; Vitality 29

STR 20, CON 18, DEX 14, INT 7,
WIS 12, CHA 5

PRIME Strength and Constitution

SKILLS Acrobatics +7,
Athletics +15, Intimidate +15,
Survival +6 (+11 when
tracking)

FP 3 ; DEITY Asmo-
dius, Mithrais, Phane or
Lilith

MULTICLASSING
Barbarian, druid, shifter or sorcerer

TREASURE Items worth 500 gp in its lair

—r—<E

‘-‘$f< C]’laptcr 4. Creatures

BASE ABILITIES
Manticores have the following abilities.

BULL RUSH:The manticore shoves an adjacent target. If it beats
the foe’s Fortitude, the foe is pushed back 1d4 x 5 ft. The manticore
must move at least 10 ft just prior to using this ability.

ENDURE ELEMENTS: A manticore ignores the effects of
extreme temperature. It can exist comfortably in conditions between
-40° and 140° F without harm. Its gear is also protected. This ability is
continuously in effect even when it is unconscious.

FLY-BY ATTACK: While flying and attacking with natural weap-
ons, a manticore can move both before and after it attacks, provided
the total distance moved is not greater than its fly speed.

SCENT: The manticore can detect creatures’ presence within 30 ft
by sense of smell. If a creature is upwind, the range increases to 60 ft.
If it is downwind, the range drops to 15 ft.

ETHERIC MANTICORE (LVL 7)

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following

abilities.

INCORPOREAL SHIFT™: This manticore is naturally incor-
poreal. Mundane attacks against incorporeal creatures have a 90%
miss chance and magic attacks have a 50% miss chance. Incorporeal

creatures can pass through solid objects such as walls, may
choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls.
Materializing is a move action that costs 5 vitality.
Dematerializing take 2 rounds, during which
time the manticore is immobile and dazed.
As it fades, it becomes harder to hit with
a 20% miss chance the first round and
a 50% miss chance the second round.
A manticore can shift with 1 will-
ing, grappled or helpless creature,

which remains incorporeal for 72
hours thereafter.

SEE INVISIBILITY™: As a
standard action, the manticore
clearly notices for 1 round any
invisible or incorporeal crea-
tures within 30 ft.

INFERNAL
MANTICORE (LVL 8)

This manticore is a fiend.
Apply +21 vitality, +2 saves,
+2 attacks, +2 DR, and the
following abilities.
INFERNAL
RESISTANCES: Apply +5
DR against cold and fire.
POISON SPIKES™: As ~
move action, the manticore
poisons its tail spikes. For each
spike that strikes, the
target immediately
suffers 1d2 vile
wound damage wi ]
a 50% chance to suf-
fer an additional 1d2
vile wound damage 5
minutes later. Unused
poison dissipates after 5
minutes. Costs 5 vitality.
WOUNDING BITE:
As a move action, the man-
ticore’s next bite attack
that round inflicts +1d4
wound damage.




These tyrannical insectoids possess strange mental powers.

APPEARANCE AND CULTURE
According to legend, the first mantis manifested itself as a complex,
diabolical thought drifting in the Astral Realm. In time, the thoughts
took physical form, and the mantis race now spreads across the mul-
tiverse. Few claim to understand their purpose, and fewer have an
accurate inkling, A mantis’s maze-like mind plans nothing less than
consumption of all other creatures.

Mantises are unnerving, if not hideous, by
human standards, with 6 limbs, hard chitin,
mandibles, and multi-faceted eyes. They come
in many varieties, each with different append-
ages and abilities that fill roles decided by their
hive at birth. Some have wings. Others are
telepathic, highly learned, skilled with sigils,
or able to entrance foes with hypnotic sounds
they produce by using their limbs as fiddles and
their lungs as pipe organ chambers.

Mantises rely on live hosts to nurture their young, and sentient
hosts produce mantises with mental and musical powers.

A few members of the mantis race are highly adept with symbi-
onts, electrotech, and even stranger items. These mantises are valued
above all others besides a queen mantis.

MANTIS (LVL 4)
Mantises have the following statistics.
TYPE Aberration
S1ZE Medium
ALIGNMENT Lawful evil
DC 18

L

VI1SION Darkvision, blindsense
PERCEPTION +2 ; STEALTH +2
LANGUAGES Common, Infernal, and Mantis
INITIATIVE +7

SPEED 30 ft

ATTACK d20+4

WEAPONS Bite (1d4), 4 claws (1d2 each), 2 longspears (1d8
each), 2 longswords (1d8 each) or 2 revolvers (2d6 each, 30 ft)

DAMAGE +2

ARMOR Chitin ; DR 4

WOUNDS 10

VITALITY 30

FORTITUDE 15, REFLEX 16, WILL 20
SPECIAL Apply +5 save to resist disease and poison

Q&D Damage +6 ; Vitality 22

STR 14, CON 15, DEX 14, INT 15, WIS 14, CHA 5

PRIME Constitution and Intelligence

SKILLS Acrobatics +2, Athletics +35, Craft +10, Mechanics +6 (+9
for firearms), Technics +9

FP 2; DEITY Asmodius or Phane
MULTICLASSING Bard, mageblade, psion or sage
TREASURE Armaments and items worth 300 gp on itself

BASE ABILITIES
Mantises have the following abilities.
BLINDSENSE: A mantis has bat-like echolocation. It emits odd
noises that allow it to notice and locate creatures within 30 ft from
all directions.

DETECT ASTRAL PORTAL™: The mantis instantly learns
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whether an extra-dimensional portal that leads to the Astral Realm
is present within a 30-ft cone. If the mantis scans the area again, it
learns the exact space the portal lies. It cannot detect portals to any
other realms.

ELECTROTECH: A mantis is familiar with invisible mundane
forces of nature. It can make checks using the Technics skill and
enjoys a +2 bonus on Mechanics and Technics checks (already in the
statistics block). See RPG, page 172 for details.

FIREARMS PROFICIENCY: A mantis is proficient with fire-
arms and enjoys a +2 bonus on Mechanics checks, or +5 to make
and repair firearms.

INSECT MIND: A mantis’s insectile mind is inscrutable. It
enjoys a +5 bonus on Will (already in the statistics block).

MEDITATIVE TRANCE: Mantises need more rest than
humanoids (12 hours rather than 6) but they do not fully sleep.
Instead, they enter a meditative trance during which they suffer no
penalty to Perception checks though it still requires a standard action
to rise from prone to act in combat.

BONUS ABILITIES
A mantis possesses 1 ability from the following list.
AERIAL SCOUT: This mantis has a fly speed of 30 ft. Its lan
speed is V2 normal. Also, boost Perception and Stealth checks by +5.
DREAM SINGER: This mantis enjoys a +10 bonus on Music
checks. Moreover, after 1 minute of listening to the mantis’s music,
people and animals within 60 ft must resist using Will or fall asleep
for 2 minutes. Sleeping creatures can be awakened by an adjacent ally
who expends a standard action.

HIVE TEN DER:This mantis enjoys a +5 bonus on Dungeoneer- “

ing and Heal checks. Moreover, it can shoot a 10-ft-square sticky gob
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out to 60 ft. Creatures in the arca are instantly held fast. Each round
beginning on its turn, a caught creature can attempt a DC 20 Acrobatics
check or DC 20 Athletics check to free itself and move out of the web.
The web remains for 5 minutes or until it suffers 40 points of acid or
fire damage (10 damage destroys a single 5-ft-square area).

MONITOR MIND™: This mantis enjoys telepathic communi-
cation with none, some or all sentient creatures (including mantises)
within 100 ft. The communication is as natural and quick as normal
speech but does not require a shared language. This is a continuous
effect. Other creatures can speak with the mantis but not with each
other.

SCIENTIST: Boost Craft, Heal, Literacy, Mechanics, and Pilot
checks by +3. Also, boost Mechanics and Technics checks by +5, or
by +10 each once per day.

WARRIOR DRONE:This mantis enjoys a +5 bonus on Percep-
tion and Warcraft checks. Also, it has a poison bite: An adjacent foe
must resist using Reflex to avoid 1d4 bite damage and, if bitten, also
resist using Fortitude or suffer 1d4+1 wound damage plus an addi-
tional 1d4+1 wound damage 1 minute later.

MANTIS MEDICANT (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

CURE WOUNDS™: One touched ally heals 1d6 wound dam-
age per 2 levels (maximum 5d6) as the mantis magically knits its
flesh and bones. A creature can benefit only once daily from this abil-
ity. Costs 1 vitality.

FIRST AID: Apply a +5 bonus on Heal checks, or +10 to halt
bleeding. Normally, a DC 15 Heal check stabilizes a bleeding character.

GRAFT SYMBIONTS: A mantis medicant enjoys a +5 bonus
on Heal checks. Also, it can place a symbiont into a patient after
spending 10 minutes and 250 gp worth of materials. The process
inflicts 1 wound damage on the patient.

GROW SYMBIONTS: A mantis medicant can grow a symbiont
from freshly harvested organs. The process take 1 day and costs 1,000
gp- The market price is 2,000 gp. Growing a symbiont requires fresh
water, a surgical bay, and the body part specified in the symbiont’s
description. See RPG, page 190 for details.

LABORATORY:: A mantis medicant has 1,000 gp worth of per-
sonal scientific laboratory items including toolkits, alchemical items,
and/or symbionts weighing 80 pounds that is stores on its body in a
silk and metal backpack.

SIMULACRUME: A mantis medicant can grow a replicant
townie (RPG, pg 269) or a duplicate of a living creature with 5 Intel-
ligence or less from a vial of its fresh blood. Per level of the simu-
lacrum, creation takes 1 week and costs 1,000 gp. The process fails
if its level exceeds the mantis’s level. The simulacrum starts with no
memories, follows the mantis’s verbal commands, and gains free will
if the mantis dies.

MANTIS TECHNICIAN (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
. abilities.

LABORATORY: A mantis technician has 1,000 gp worth of
personal scientific laboratory items including toolkits, alchemical
items, and/or steamgear and electrotech. It normally stores these
items in its Secret Chest (see below).

MENDING™: The mantis’s touch repairs minor breaks and
tears in an unattended mundane adjacent object up to 5 pounds in
weight or 2 square-ft in size, whichever is greater. This ability does
not affect living creatures, including constructs.

RECHARGING TOUCH™: A mantis technician can emit elec-
trical energy in a skillful way that recharges or even directly moti-
vates (activates and runs) an electrotech device within 15 ft. Once
daily, it may build up in itself a reserve of 2 energy points per level.
It may expend the points all at once or release them gradually over
the course of the day. The mantis cannot target creatures with this
ability. Costs 2 vitality.
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MANTIS QUEEN (LVL 14)
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SECRET CHEST™: The mantis can craft a magic chest costing a
minimum of 5,000 gp. The chest holds up to 1 cubic ft of material
per level. When not in use, it resides safely in an extradimensional
space (in the Astral Realm) that the mantis can call from anywhere.
The mantis can summon or stow the chest as a standard action.

RESIST ELECTRICITY™: A mantis technician enjoys 5 DR
versus electrical attacks.

ZAP GUN:The mantis technician owns a zap gun or equivalent
electrotech weapon with a 2,000 gp price (RPG, pg 177). Unlike a
standard zap gun, this is keyed to the mantis and only works for it.

This mantis is size Large. Apply +70 vitality, +5 saves, +5 attacks, +5
DR, and the following abilities.

ALL-KNOWING QUEEN™: A mantis queen enjoys a 15
bonus on Arcana, Heal, History, Intimidate, Music, Nobility, Reli-
gion and Warcraft checks.

ASTRAL SHIFT™: A mantis queen and up to 5 allies or 1,000
pounds of gear move from her current realm to the Astral Realm, or
from the Astral Realm to the Mortal Realm. The trip is 1 way. She
must have a specific destination in mind, and she must succeed on an
Arcana check to arrive there. The DC equals 5 for a familiar loca-
tion, 10 for a visited location, 20 for a described location, and 30 for
a location known in name only. Costs 10 vitality + 2 vitality for each
ally or 200 pounds of gear to a maximum of 20 vitality. A failed check
means she arrives 1d6 miles away from her desired destination, pos-
sibly in a dangerous locale.

5ETECT HOUGHTS™: A mantis queen notes the presence or
absence of thoughts (from conscious, sentient creatures) within a 60-ft
cone. After concentrating for a second round, she learns the number
of thinking minds and the Intelligence of each one. After concentrating
for a third round, she can “hear” the current surface thoughts of 1 crea-
ture of her choice within range for 2 minutes if she beats its Will. Costs
2 vitality.

DOMINATE PERSON™: A mantis queen can utterly subjugate
the mind of 1 person within 60 ft for 5 minutes, such that the person
obeys the queen even to its own death. Will negates. Costs 5 vitality.

gOMl NATE MONSTERM: This improves Dominate Person,
except the mantis queen may affect any kind of sentient creature.
Costs 10 vitality.

Eca LAYING™: A mantis queen can implant an adjacent living
creature with an egg cluster. The eggs are magically held fast. After 3
days, the eggs hatch, inflicting 3d6 wound damage on the host and pro-
ducing 3d6 tiny helpless mantis larva. Remove Curse removes the eggs
harmlessly. Other attempts inflict 3d6 wound damage on the host, and
kill the host if the eggs are removed.

ID INSINUATIONM™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

LARGE SIZE: A queen mantis is size Large. She has 2x height
and experiences a -2 penalty to Reflex, a +2 bonus to damage rolls,

a +5 bonus on Athletics checks, +3 wound points, +10 ft speed,a
+5 bonus to resist Bull Rush, Grapple, and Trip attacks, a -5 penalty
on Stealth checks, and a 8x weight increase.

MASS DOMINATE PERSON: This improves Dominate Per-
son to target persons within 30 ft. Costs 20 vitality. 2

MULTIPLE LASTING SENSE LINKS™: The mantis queen
can establish a perceptual bond with a touched or mindlinked ally for
4 hours + 1 hour per level. Each round, she sees and hears through
the ally’s senses as if she were in its place. The queen is defenseless
while using this ability. Once the bond forms, it persists out to any
distance. The queen can end the bond as a swift action and can main-
tain a number of bonds at once equal to her level. Costs 1 vitality.

PSIONIC BLASTM: Sentient creatures within a 30-ft cone are
stunned 1d4 rounds. Will resists. Costs 5 vitality.

SPLIT MIND™: As a swift action, a mantis queen can split her |
mind into 2 parts for 1 round. During this time, she can use 2 magi Il
abilities as a single standard action and ignore attacks that allow her th. ;
resist using Will. Costs 5 vitality.




Marauders are burrowing pack animals that hunt for warm flesh.

APPEARANCE AND CULTURE

Marauders are hunters. The common version of this creature is nasty
while its ghostly cousin is far worse. A savvy observer differentiates
them by color. Common marauders are sandy brown, brown or
taupe in color while ghostly marauders vary from bright blue to deep
violet. The ghostly version is not undead. Both types stand about 4 ft
tall with an overall length of about 7 ft and weigh about 200 pounds.

Marauders tend to quietly lie in wait for passersby and then dart
out to attack. Although modestly intelligent, they speak no known
languages. Survivors of their attacks say they emit an eerie, high
whine that varies in pitch depending on the creature’s speed and
health. This is similar to a bat, and betrays their blindsense in action.

The ghostly marauder relies on an ingenious tactic. It hunts while
incorporeal. Once it locates prey, it materializes to attack, attempt-
ing to catch its victim by surprise. The creature bites its victim, then
quickly returns to incorporeal form.

Marauders rarely fight to the death. Once they suffer wound dam-
age, they seck to escape by either burrowing underground or turning
incorporeal. That said, they are patient and tenacious and will often
resume tracking the same prey.

Marauders lay eggs in small clutches, ecither a few feet beneath
the surface or in an incorporeal state, which keeps the eggs safe. A
marauder can be trained from birth to act as a hunter or attacker. In
some places, these creatures are used in arena combat.

MARAUDER (LVL 3)
Marauders have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Always neutral
DC 16

SENSES Darkvision, blindsense
PERCEPTION +11 ; STEALTH +6
LANGUAGES Understand Terran
INITIATIVE +5

SPEED 40 ft ; BURROW 30 ft

ATTACK d20+3 ; MA

WEAPONS Bite (1d6), 2 claws (1d4 each), barbed tail (1d3) or
barbed tongue (1d6, 10 ft)

DAMAGE +2

ARMORTough hide ; DR 3

WOUNDS 10

VITALITY 22

FORTITUDE 14, REFLEX 13, WILL 13

Q&D Damage +5 ; Vitality 16

STR 14, CON 12, DEX 12, INT 5, WIS 12, CHA 10

PRIME Strength and Wisdom

SKILLS Athletics +12, Endurance +6, Intimidate +12, Survival
+11

FP2; DEITY Greenwyrm, Lilith or Stolgar
MULTICLASSING Barbarian, druid, elementalist or shifter
TREASURE None

BASE ABILITIES
All marauders have the following abilities.

BLINDSENSE: A marauder has bat-like echolocation. It emits
odd noises that allow it to notice and locate creatures within 30 ft
from all directions.
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HOSTLY MARAUDER (LVL 5)
This creature is a magical beast. Apply +14 vitality, +1 saves, +1
attacks, +1 DR, and the following abilities.

FINAL ESCAPE: Once daily, a ghostly marauder can become
incorporeal without expending vitality.

INCORPOREAL TRAITS™: A ghostly marauder is naturally
incorporeal. Mundane attacks against incorporeal creatures have a
90% miss chance and magic attacks have a 50% miss chance. Incor-
poreal creatures cannot handle solid objects, can pass through solid
objects such as walls, may choose to be invisible to enjoy a +10 bonus
on Stealth checks, and must materialize to make attack rolls. Materi-
alizing and dematerializing are swift actions that cost 5 vitality each.

STEALTHY:These marauders are extremely quiet, hard to spot,
and observant. Apply a +5 bonus on Perception and Stealth checks.

RAZORMAW MARAUDER (LVL 5)

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

HORRID BITEM: Apply +15 damage to the beast’s bite attack.

POISON™: As a move action, the marauder can poison its barbed
tongue. When a creature is struck by the tongue, it immediately suf-
fers 1d10 wound damage with a 50% chance to suffer an additional
1d10 wound damage 5 minutes later. Unused poison dissipates after
5 minutes. Costs 5 vitality.

GHOUL MARAUDER (LVL 6)

This creature is undead. Apply +21 vitality, +2 saves, +2 attacks, +4
DR, and the following abilities.

DAYLIGHT DAMAGE: While in natural daylight or a Daylight
spell’s area, a ghoul marauder is blinded and suffers 2 wound points
per round (no save). Also, it is dazed for 1 round when first exposed
to such light. ".ft‘

GHOUL SPAWNM: A living person slain by a ghoul marauder *
rises as a ghoul (page 86) on the first midnight after its death but no
earlier than 24 hours after death. Similarly, a living animal so slain
rises as a ghoul marauder instead.

PARALYZING TONGUEM: As a swift action, the next liv-
ing creature struck that round by the ghoul marauder’s tongue is
paralyzed for 2 minutes when its Fortitude fails to resist. A paralyzed
creature is frozen in place, unable to move or take physical actions
though it can take purely mental actions. Each round on its turn, the
target has a 50% chance to briefly recover and take a single move or
standard action that round. A creature can be affected once by this
ability in a 24-hour period. Costs 5 vitality.

STENCH: As a standard action, the ghoul marauder blasts crea-
tures within a 15-ft cone with the stench of its horrid undead breath.
Living targets are sickened for 2 minutes if they fail to resist using
Fortitude. Sickened characters suffer a -2 penalty on all dice rolls and
saves. Costs 2 vitality.

TAINT AURA™: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
score exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A ghoul marauder is immune to all ail-
ments including disease and poison. It need not breathe, eat _or
sleep and enjoys a +5 bonus on Endurance checks. It regains wound
points from necrotic energy, regains no wound points from rest, and
is harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

UNHOLY FORM™: The ghoul marauder enjoys +2 DR bu
suffers 1d8 holy damage from a direct hit by holy water. The DR
bonus is already reflected in its modified statistics, above.

A marauder newt is a hungry juvenile. Apply -14 vitality, -1 saves,
-1 attacks, and -1 DR. Also remove their skill boosts, 2 claws, and
barbed tail attacks. All other features are the same.
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MECHANITE

These small insectoid constructs tend to wreck havoc.

APPEARANCE & CULTURE

Mechanites are small, spider-like clockwork creatures made of
wood, metal, leather, glass, and similar materials. Magic animates
their limbs while an enchanted gem that contains fragments of their
creator’s psyche animates their minds. Although first created as use-
ful aids, they quickly formed their own society with an inflexible
ethic: to build, repair, and reproduce without end.

MECHANITE (LVL 2)
Mechanites have the following
statistics.

TYPE Construct
S1ZE Small
ALIGNMENT Usually

lawful evil

DC 14

SENSES Darkvision,
low-light vision
PERCEPTION +4 ;
STEALTH +18
LANGUAGES Common and Mechan
INITIATIVE +6

SPEED 30 ft ; CLIMB 30 ft

ATTACK d20+7

WEAPONS Stinger (1d4) or spike (1d4+1, 30 ft)
DAMAGE -2

ARMOR Platemail chassis ; DR 5

WOUNDS 5

VITALITY 17

FORTITUDE 16, REFLEX 19, WILL 15

SPECIAL ConstructTraits ; mmune to disease and poison ; suffer
2x damage from electrical and psychic attacks

Q&D Damage +0 ; Vitality 13

STR 6, CON 16, DEX 22, INT 10, WIs 8, CHA 4

PRIME Dexterity and Intelligence

SKILLS Acrobatics +16, Appraise +10, Arcana +10, Craft +10,
Diplomacy -8, Insight -6, Mechanics +16 (+21 using a toolkit or
laboratory), Pilot +4, Warcraft +10

FP 1; DEITY Asmodius, Mithrais or Phane
MULTICLASSING Artificer, mageblade, rogue or savant
TREASURE One 200 gp gem (or a 400 gp gem for a level 4
mechanite)
A
ASE ABILITIES
Mechanites have the following abilities.

CONSTRUCT TRAITS: A mechanite does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and can-
not be raised from death if slain. It gains only %2 the benefit of cure
spells. However, once daily, it may attempt a DC 15 Mechanics check
to regain a number of wound points equal to the check result minus 15.

MAKE WHOLEM: As Mending (below), but completely
repairs 1 mundane object of up to 10 cubic ft per level regardless
of damage so long as at least 75% of the original material is present.
Body parts mend into a whole corpse. This ability reattaches a con-
struct’s severed limbs and can mend a broken magic item at a cost
equal to ¥4 the item’s original creation cost. Costs 2 vitality.
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CRAFTER MECHANITE (LVL 4)

D

MESSAGE™: A mechanite can whisper a message that is clearly
audible to 1 target within 90 ft. Typically, it whispers in Mechan to its
own kind. It does not need to have line of sight, only line of effect.

MENDING™: A mechanite’s touch repairs minor breaks and tears
in an unattended mundane object up to 5 pounds in weight or 2 square
ft in size, whichever is greater. This ability does not affect creatures.

SCATTER SPRAY™: The mechanite conjures a mass of sharp
baubles that fly from its mouth to slice and bruise creatures in a 15-ft
cone. Targets suffer 1d4 damage per 2 levels (max 5d4), or %2 dam-
age when Reflex resists. Costs 1 vitality.

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the
following abilities.
FORGE CONSTRUCTS: This mechanite can
create a construct type creature. The construct’s
level must be equal to or less than the mechanite’s
level. Typically, the mechanite makes more of its
own kind. Each level costs 10,000 gp and 10
days of uninterrupted work or 160 hours of
nonconsecutive work. The new construct
begins as loyal to the mechanite and obedi-
ent to its verbal com-mands.

MINOR CREATION™: After 1 minute of work, the mechanite
conjures up to 1 cubic ft per level of nonmagical, nonliving, unat-
tended plant matter (typically, furniture and clothing). The item or
items last 4 hours + 1 hour per level or until dismissed by the mecha-
nite. Costs 2 vitality plus 1 cubic ft of any raw material.

MAJOR CREATION™: This improves Minor Creation such
that the mechanite can create nonvegetable material (such as metal
armor). It is limited to 1 pound per level when conjuring precious
metals and gems. Costs 5 vitality.

SEEKER MECHANITE (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

EXTENDED INVISIBILITY™: The mechanite turns invisible
for 1 hour or until it attacks, whichever comes first. Invisibility boosts
Stealth checks by +10 and refuses line of sight. Costs 2 vitality.

JUMP: A secker mechanite can leap outward, downward or
upward up to 30 ft as a standard action without a running start or
Athletics check or fear of harm on impact. Costs 1 vitality.

NONDETECTION™: For 1 hour the mechanite ignores the
following abilities. Detect Alignment, Detect Magic User, Detect
Thoughts, Far Sight, Forced Sense Link, Learn True Name, Locate
Creature, Probe Thoughts, and Scrying. When targeted by such abili-
ties, the caster detects nothingness. This ability works even when the
mechanite is unconscious. Costs 2 vitality.

SEE INVISIBILITY™: As a standard action, the mechanite clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

TRACK: Apply a +5 bonus on Survival checks, or a +10 bonus__,

when tracking in natural environments.

WARRIOR MECHANITE (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

LIGHTNING BOLTS™: The warrior mechanite inflicts 1d6'
electrical damage per level to all creatures in either a 15-ft cone
or along a 60-ft line, as it desires. Apply ¥2 damage if Reflex resists.
Targets that don’t resist are also dazed for 1 round. Costs 2 vitality.

|§E PAIR CONSTRUCTS: The mechanite can repair 1d4 wound
points per level to itself or an adjacent construct. Costs 2 vitality.

STEAM BLAST™: The mechanite projects a 30-ft-cone of bil- -
lowing steam. Creatures in the area suffer 1d6 fire damage per level At/
(max 10d6), or > damage when Reflex resists. Costs 2 vitality.

WOUNDING STRIKE: As a swift action, the mechanite’s nex: ‘
successful stinger or spike attack that round deals +1d6 wound damﬁ.
age. Costs 5 vitality. |

4|
I

=




MEDUSA

These cursed creatures ensnare prey with their serpentine gaze.

APPEARANCE & CULTURE

A medusa is a spiteful monstrosity—usually female but not always—
who is cursed with serpents for hair and serpentine eyes that turn
foes to stone. From a distance of 30 ft or more, a medusa appears
human or human-like assuming she takes pains to paint her eyes and
cover her hair.

Medusae prize fine art, jewelry, and luxuries of all kinds except
mirrors, which remind them of their curse. Legends claim that the
first medusa was a stunningly beautiful woman who prided herself
above even a goddess. The gods punished her with a hideous form,
which drove her mad. Since then, more medusae have spread by
magic, divine curse, or the spiteful hand of medusae themselves.

A medusa can, when she wishes, pass on her curse to the beauti-
ful and vain. She targets a comely person, preferably a young girl to
raise as her own. Rarely, a medusa transforms an adult male to act as
a consort and lover. More often, medusae take lovers while disguised
and then turn them to stone when the romance proves unsatistying,

Medusae are often skilled artisans, gardeners or musicians and place
themselves in these roles to meet people outside their lair. Medusae
also relish raw meat, especially human flesh, and cannot abide the
bland taste of normal food. A medusa will break a petrified captive
into parts, then reverse the curse and consume the broken bits of flesh.

Due to their particular cravings, medusae often reside in urban
areas, keeping a manse above a secret lair. Some study magic to
enhance their lair with enchanting music, hypnotizing lights, and lush
plant-life in addition to beautiful statues of their victims.

MEDUSA (LVL 5)
Medusae have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually chaotic evil
DcC 20

SENSES Darkvision, low-light vision
PERCEPTION +6 ; STEALTH +8
LANGUAGES Common
INITIATIVE +3

SPEED 30 ft

ATTACK d20+5 (+10 grapple)

WEAPONS Dagger (1d4, 10 ft) or short-
bow (1d6, 60 ft) or snakes (1d4 + poison)

DAMAGE +0

ARMOR Stony skin ; DR 2

WOUNDS 6

VITALITY 36

FORTITUDE 12, REFLEX 17, WILL 17
SPECIAL Immune to poison and sleep magic

Q&D Damage +5 ;Vitality 26

STR 10, CON 12, DEX 17, INT 12, WIS 12,
CHA 17

PRIME Dexterity and Charisma

SKILLS Bluff +18, Craft (stoneworking) +6,
Diplomacy +13 (+18 romance), Disguise +18,
Handle Animal +6 (411 with snakes), Music +13,
Trick +13

FP 3 ; DEITY Lilith or
Tiamat. A medusa’s deity is usually female.

MULTICLASSING Bard, elemen-

talist, warlock or witch
TREASURE Weapons plus artwork, gems, jewels, musical
instruments, and magic items worth 1,000 gp on itself and in its lair

BASE ABILITIES
Medusae have the following abilities.

ALLURING FORMM: A medusa can alter its appearance at any
time to blend comfortably amongst mortals. In this form, a medusa
applies a +20 bonus on Bluff and Disguise checks to appear as her-
self without monstrous features. However, a medusa cannot use her
magical abilities while in this form.

MPROVED GRAPPLE: The medusa grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the medusa must expend a move action to maintain the
grapple, and the foe can try to beat the medusa’s Fortitude as a stan-
dard action to break the grapple. If the medusa desires, it can block a
grappled foe’s mouth with 1 hand to prevent speech.

MEDUSA CURSE: A medusa can save up her snakes’ venom for
1 week and release the venom against a single target, who must resist
using Will or fall into a coma for 10 minutes and transform into a
medusa. The poison fails against a creature with a Comeliness below
13. Good creatures enjoy a +5 bonus to resist, while evil creatures
suffer a -5 penalty to resist. The curse is so powerful that removing
it requires the death of the original medusa plus the spells Cure Ail-
ment, Remove Curse, and Atonement. Miracle or Wish work too.

PETRIFYING GAZEM: A target within 30 ft and line of sight
must resist using Will or begin turning into stone. Each round, it has
a 25% chance to end the effect. The save assumes the target wishes to
resist the medusa’s allure and avoid its gaze. On the first failed try, it
is limited to a single move or standard action. On the second failed

try, it cannot act but it can still defend itself. On the third failed try £

it turns to stone. Three successful tries ends the magic. Dispel Magic
halts the progress. Remove Curse, Miracle or Wish reverses the final
effect. The medusa may reverse the effect at any time. Costs 5 vitality.
POISON: As a swift action, the medusa evokes poison in her
snaky hair. If she succeeds on a bite attack that same round usin
her snakes, the target must resist using Fortitude or suffer 1d10
vile wound damage with a 50% chance of suffering an additional
1d10 vile wound damage 5 minutes later. Costs 5 vitality.
WEAPON TRAINING: Medusae are proficient with light
blades, bows, and the whip.

MEDUSA QUEEN (LVL 10)

Apply +35 vitality, +3 saves, +3 attacks, +3 DR, and the fol-
lowing abilities.
COURTLY RUSE: Boost Bluff and Nobility checks by +5.

HORRID BITE:The medusa’s bite inflicts 3d4 wound dam-
age against an adjacent foe.

SERPENT FORM™: The medusa acquires the appearance
and statistics of a level 4 snake while retaining her Intelligence,
alignment, vitality, and magic abilities. She can end the effect

as a swift action and regain 1d4 wounds when doing so. If the
medusa falls unconscious or dies, she returns to the form she
possessed before becoming a medusa. Costs 10 vitality.

SLEEPING SIGHT™: A medusa queen cannot be
surprised, and she enjoys a +20 bonus on Bluff checks to

appear awake when sleeping and to appear asleep whe
she is awake.

STONESKIN™: The medusa enjoys DR 10 for 2
minutes or until the spell blocks 10 points of damage
per level, whichever comes first. Costs 5 vitality.

STONE SHAPE™: The medusa can mold adja-
cent stone into new shapes. She can affect up to 10
cubic ft + 1 cubic ft per level. She can form rocks

-

fall, form a hole in a wall, or so forth. Costs 2
vitality.

into a stone bridge, warp a pillar to make it 3




MEPHIT

These small elementals are mischievous servants of genie lords.

APPEARANCE AND CULTURE

Mephits are minor creatures that labor in tempestuous genie courts
and wander across the far, primal corners of supernatural realms.

All mephits appear as small, winged creatures with more or less
humanoid features. While they are often described as impish, their
clemental origins are apparent at first glance. The fire mephit is
wreathed in flames, the ooze mephit drips mud, the dust mephit
exudes a cloud of fine musty grit, and so forth. Mephits are 3 to
4 ft tall, and their weight varies by their heritage. The air mephit
weights a mere 1 pound while the earth mephit weights 80 pounds.
Other mephits lie in between. The rare and enigmatic void mephit is
weightless and represents a complete absence of elements.

Elementalists often summon mephits to act as scouts, guardians,
craftsmen, and troublemakers. Typically, mephits fight by biting and
clawing or by using a breath weapon, the nature of which varies
according to the mephit’s heritage. Mephits also love to snatch tiny
objects from foes and then destroy them with their breath weapon,
because destroying things is as fun for them as forging and building.

Mephits who please their masters improve their skills and often
supervise lesser mephits. Among the boons, they can freely speak
to their genie masters and enjoy immortality. These viziers tend to
quite busy directing their own and fearful of their master’s scorn.
Some sages suggest that mephits are eventually reborn as genies,
though genies consider this theory implausible and insulting.

MEPHIT (LVL 2)
Mephits have the following statistics.
TYPE Elemental
S1ZE Small
ALlGNMENTAny neutral
DC 14

SENSES Darkvision

PERCEPTION +5 ; STEALTH +14

LANGUAGES Common, Aquan, Auran, Ignan, and Terran ; also,
mephits understand but do not speak Genie

INITIATIVE +7

SPEED 30 ft ; FLY 50 ft

ATTACK d20+3

WEAPONS 2 claws (1d3 each) or bite (1d2)
DAMAGE +0

ARMOR Tough skin ; DR 3 (5 against all energy types)
WOUNDS 2

VITALITY 14

FORTITUDE 11, REFLEX 13, WILL 12

SPECIAL Dodge

Q&D Damage +2 ; Vitality 10

STR 10, CON 10, DEX 15, INT 6, WIS 10, CHA 13

PRIME Dexterity and Charisma

SKILLS Acrobatics +12, Arcana +3, Bluff +11, Craft +3, Diplo-
macy +11, Disguise +11, Mechanics +12, Trick +12

FP1; DElTYMaiya
MULTICLASSING Bard, elementalist, rogue or witch
TREASURE None

BASE ABILITIES
All mephits have the following abilities.
DODGE: As an immediate action, a mephit ignores 1 melee
weapon attack before it knows whether the attack hits. Requires
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Dexterity 15+ and works only in light or no armor. Costs 2 vitality.

BREATH WEAPONM: A mephit has a 15-ft cone breath
weapon that inflicts the result indicated in the table below according
to its heritage. Targets can resist for lesser damage, also as indicated.
A mephit can use its breath weapon once every 1d4 rounds as a stan-
dard action. Costs 1 vitality.

ELEMENTAL HEALING SURGE™: Once daily, a mephit
taps into its link to elemental realms and heals 2d4 wound damage.

ELEMENTAL HERITAGE: There are many races of mephits.

See the table below. A mephit’s race determines his breath weapon.

Breath
Effect

Pushed back 10 ft, or
5 ft when Fortitude
resists.

Breath
Weapon

Favored

Mephit
Element/s

Subtype
Air Air

Billowing air

Dust Air + earth Blinded for 5 minutes,
or 1 round when Forti-

tude resists.

Blinding dust

Earth Earth Sharp pebbles Cut for 1d6 damage,

or 1 damage when
Fortitude resists.

Burnt for 1d6 fire dam-
age, or 1 damage when
Fortitude resists.

Chilled for 1d6 cold
damage, or 1 damage
when Fortitude resists.

Burnt for 1d2 fire
wound damage, or 0
damage when Fortitude
resists.

Stung for 1d6 acid
damage, or 1 damage
when Fortitude resists.

Fire Fire Scorching flames

Ice Air + water Icy shards

Magma Earth + fire Broiling coals

Ooze Earth + water Acidic mud

Salt Air + fire Dazed for 1 round due
to intense itching, or
no effect when

Fortitude resists.

Itchy crystals

Burnt for 1d3 fire dam-
age and blinded for 1
round, or 1 fire damage
when Fortitude resists.

Steam Fire + water Boiling steam

Water Water Drenching water ~ Knocked prone, or no
effect when Fortitude

resists.

Deafened and blinded
for 1d4 rounds, and
suffer 1 vitality damage.

Void —

Concussive
vacuum

MEPHIT VIZIER (LVL 4)

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following"
abilities.

BONUS DAMAGE: Apply +2d6 damage from the mephit’s
breath weapon in addition to other effects. The damage is supernatu-
ral and untyped. :

ELEMENTAL LORE: Apply a +5 bonus to Arcana, Bluff, His-
tory, Insight, and Perception checks when dealing with an elemental
or recalling lore about elementals. Also, the mephit speaks Genie.

IMMORTAL BEING™: A vizier mephits does not age, does not
need to breathe, eat or sleep, and cannot be raised from death if slain.

MESSAGE™M: At any time, a vizier mephit can whisper a message
that is clearly audible to 1 target within 90 ft. It does not need to have
line of sight, only line of effect.

SUMMON MEPHITM: This mephit can summon a standard
level 2 mephit of the same variety, but with only a 50% chance of
success. A summoned mephit appears within 15 ft and remains for' 5
minutes before vanishing. Costs 2 vitality.




MIMIC

This shapechanging creature can easily catch explorers unaware.

BACKGROUND & ADVENTURES

A mimic is a supernatural chameleon. Its natural shape is a malleable
blob. It can assume the general shape of any object that fills roughly
125 cubic ft (a 5-ft cube), such as a massive chest, a stout bed, or
an ample frame. Its body is hard and has a rough texture, no mat-
ter what appearance it might present. It cannot substantially alter its
size, and it cannot slink under doors or through crevices. A mimic
weights about 4,000 pounds.

Mimics are intelligent and often present themselves as convinc-
ing lures to entice prey toward them. When prey come close, the
mimic then lashes out with a heavy pseudopod. A mimic does not
necessarily fight to the death if it can succeed in extorting treasure
or food. Because it moves slowly, it tends to place itself in areas that
might take more than a moment to reach or exit.

Mimics reproduce by budding. After it feeds, it buds, and the num-
ber of buds depends on the size of its recent prey. A newling mimic
can be captured and sold for 800 gp to be trained to guard a treasure
room or such. Such mimics are reliable as long as they are fed.

There are many mimic subspecies. Some exude a sticky slime that
adheres well to flesh. Others craft traps or lure prey with songs. A
few elder mimics can do all of the above.

MIMIC (LVL 4)
Mimics have the following statistics.
TYPE Aberration
SIZE Large
ALIGNMENT Usually neutral
DC 18

SENSES Darkvision

PERCEPTION +5 ; STEALTH +6
LANGUAGES Common and Undercommon
INITIATIVE +1

SPEED 10 ft

ATTACK d20+6 (+11 grapple)

WEAPONS Bite (1d4) or slam (2d6, 10-ft reach)
DAMAGE +4

ARMOR Tough rubbery skin ; DR 4
WOUNDS 15

VITALITY 31

FORTITUDE 18, REFLEX 13, WILL 14
SPECIAL Immune to poison and sleep magic

Q&D Damage +38 ; Vitality 23

STR 18, CON 16, DEX 12, INT 12, WIS 10, CHA 10

PRIME Strength and Intelligence

SKILLS Acrobatics +6, Appraise +11, Athletics +14, Bluff +5,
Craft +11, Disguise +10, Dungeoneering +10, Mechanics +11, Sur-
vival +5, Trick +6

FP2; DEITY Maiya or Maurob
MULTICLASSING Barbarian, rogue, sage or shifter
TREASURE Items worth 400 gp scattered in its lair

BASE ABILITIES
Mimics have the following abilities.

BUD OFFSPRING: A mimic can quickly reproduce offspring
after it feeds. The number of newling mimics equals 1 for each Large
prey, 2 Medium prey, or 8 Small prey or 24 Tiny prey. Budding takes
1 minute. The newling is a level 2 Medium creature with the follow-
ing adjustments: -14 vitality, -1 saves, -1 attacks, -1 DR, and only
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standard Grapple without the +5 bonus of Improved Grapple.

IMPROVED GRAPPLE: The mimic grapples an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the mimic must expend a move action to maintain the grapple, and
the foe can try to beat the mimic’s Fortitude as a standard action to
break the grapple. The mimic may block a grappled foe’s mouth with
1 pseudopod to prevent speech.

MIMIC SHAPE™: A mimic can assume the general shape of any
object that fills roughly 125 cubic ft (a 5-ft cube), such as a massive
chest, a stout bed, a bulky statue or an ample frame. The shape can
stand alone or fit into something else and it may consist of multiple
colors and patterns. However, a mimic cannot substantially alter its
size. Anyone who moves adjacent to the mimic and examines it can
detect the ruse with a successful Dungeoneering check opposed by
the mimic’s Disguise check.

GLUE MIMIC (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
additional abilities.

ADHESIVE: The mimic exudes a thick slime that acts as a pow-
erful adhesive, holding fast any creatures or items that touch it.
Grappled foes always fail to escape an ongoing grapple, and a weapon
that strikes an adhesive-coated mimic is stuck fast, though a success-
ful DC 20 Athletics check will pry off the weapon. Strong alcohol
dissolves the adhesive. A mimic can dissolve its adhesive at will, and
the substance breaks down 2 minutes after the creature dies. Costs 5
vitality.

IMPROVED BITE: A glue mimic’s bite inflicts 2d4 damage.

SKILLS BOOST: Apply +5 bonus on Athletics and Dungeoneer-
ing checks in addition to a standard mimic’s skill boosts.

SIREN MIMIC (LVL 6) I
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following -
additional abilities.

CAPTIVATING SONG™: When the mimic sings, all animals
and persons within 240 ft must resist using Will or be captivated.
The mimic may sing this way for up to 10 minutes. A person who
successfully resists cannot be affected again by the same mimic’s song
for 24 hours. A captivated victim walks toward the mimic, taking the
most direct route available. If the path leads into a dangerous area
(through flames, off a cliff, etc), then creatures have a 50% chance
to be immediately free of the effect. Captivated persons can take no
actions except to defend themselves. Thus, they cannot run away or
attack. A victim within 5 ft of the mimic stands there and offers no
resistance to the monster’s attacks. The effect continues for as long as
the mimic sings and for 1 round thereafter. Targets who are immune
to charm are also immune to this ability. Costs 5 vitality.

MASTER SINGER: Boost Literacy and Music checks by +10.

RAPID SILENCE™: When the mimic concentrates as a move
action, it is surrounded by a 15-ft-radius sphere past which no sound
may enter or escape. Costs 1 vitality per round.

TRAPPER MIMIC (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following\\ \
additional abilities.

GREATER TRAP: The mimic can make a single-use nonmagi-
cal trap such as a deadfall after 1 minute of work. The trap activatesy
when a creature steps into a predesignated 5-ft space. The trap has
Perception and Mechanics DCs of 15. When triggered, the trap
either dazes the creature for 1d4+1 rounds, stuns it for 1 round, or
inflicts 3d8 damage (the mimic’s choice). Adjacent creatures must
resist using Reflex or be similarly affected. The mimic can maintain a
number of traps at once equal to 2x its level.

MAGIC TRAPM: This improves Greater Trap, such that craft-
ing a trap only requires a standard action and has a Mechanics and
Perception DC of 20. Costs 5 vitality.
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MINOTAUR

Minotaurs are brutish horned creatures with keen senses.

APPEARANCE & CULTURE
Minotaurs stand 7 to 7 V2 ft tall and weigh 310 to 350 pounds. They
have a bull’s head with horns and the body of a muscular, hairy
humanoid. They bellow when angry or confused.

Minotaurs are aggressive. They make excellent punishers on the
front lines of battle. However, they are undisciplined and tend to
ignore plans and orders. Despite their nature, a maiden (or lad) with
a fair song may quiet their anger for a time.

Minotaurs are generally unpleasant. They bellow and strike first,
then ask questions later. The smell of blood excites them, and they
happily knock down anything in their way.

Minotaurs shun sunlight and tend to work alone or in
pairs in dark, underground areas. A good minotaur is
uncommon, an orderly minotaur even rarer. Good mino-
taurs are gentle with allies and terrible against foes.

MINOTAUR (LVL 5)
Minotaurs have the following statistics.
TYPE Mutant
SIZE Large
ALIGNMENT Usually chaotic evil
DC 18

SENSES Darkvision, light sensitivity, scent
PERCEPTION +5 ; STEALTH +10
LANGUAGES Common and Giant
INITIATIVE +0

SPEED 40 ft
ATTACK d20+8 (+10 battle axe) ;
MA

WEAPONS Bite (2d6), 2 hooves (1d6
each), large battle axe (4d6, 10 ft reach),
large gutter rifle (3d6, 60 ft range; or
1d6 by bayonet)

DAMAGE +6

ARMOR Thick fur ; DR 3

WOUNDS 15

VITALITY 38

FORTITUDE 20, REFLEX 12, WILL 14

SPECIAL Immune to confusion ; never lost or
surprised

Q&D Damage +11 ;Vitality 28

STR 23, CON 17, DEX 10, INT 8, WIS 10, CHA 8

PRIME Strength and Constitution

SKILLS Endurance +13, Insight +5, Intimidate +16, Literacy -6,
Survival +5 (+10 when tracking)

FP 3; DEITY Maurob or Lilith
MULTICLASSING Barbarian, blackguard, monk, or shifter
TREASURE Battle axe and other items worth 500 gp on itself

BASE ABILITIES
All minotaurs have the following abilities.

BULL RUSH: A minotaur can shove an adjacent target. If it beats
the target’s Fortitude, the target is pushed back 1d4 x 5 ft. The mino-
taur must move at least 10 ft just prior to using this ability.

CONFUSION IMMUNITY: Minotaurs are immune to Con-
fusion, Lesser Confusion, Insanity, Maze, Wrong Turns, and simi-
lar magical effects that cause disorientation. Also, minotaurs never
become lost when traveling,
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FIREARMS PROFICIENCY: A minotaur knows fircarms.

GORE: A minotaur uses his horns to gore an adjacent target for
2d6 damage if it beat’s the foe’s Reflex.

LIGHT SENSITIVITY: Minotaurs are dazzled in sunlight or
within the area of Daylight or a similar spell. A dazzled creature takes
a —2 penalty on attack rolls and Perception checks.

REDOUBLE: Twice daily, the minotaur may recover 4d6 vitality
after 1 minute of rest.

SCENT: Detect creatures within 30 ft by sense of smell. If a crea-
ture is upwind, the range increases to 60 ft. If it is downwind, the
range is 15 ft.

UNSURPRISED: A minotaur is never surprised.

WEAKNESS FOR MUSIC: Apply a -2 penalty on saves to resist
musical attacks and effects such as a bard’s lullaby.

WEAPON TRAINING: Minotaurs are proficient with axes.

{ GOLDEN MINOTAUR (LVL 8)
Apply +21 vitality, +2 saves, +2 attacks, +2 DR, and
the following abilities.
BLOODIED FURY: Once daily, apply a +10
bonus to damage rolls for 5 minutes after the
first time the minotaur suffers wound
damage in combat.
CHARGE: As a swift action, apply +5
damage to the minotaur’s next melee
attack. The minotaur must move at least
10 ft just prior to using this ability.
IMPROVED GRAPPLE: The mino-
taur grapples an adjacent foe up to 1 size larger than
itself when it beats the foe’s Fortitude. Apply a +5 bonus
to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already
in hand. Each round, the minotaur must expend a move
\ action to maintain the grapple, and the foe can try to beat
the minotaur’s Fortitude as a standard action to break
. the grapple. The minotaur may block a grappled foe’s
mouth with 1 hand to prevent speech.

GREATER BULL RUSH: This ability improves
Bull Rush, such damage equals 2d6 + 1 per level and
the distance knocked back is 1d6 x 5 ft.

WRONG TURNS™: Once daily as an imme-
diate action, a minotaur may cause all foes within
30 ft to be somewhat confused for 5 minutes. If the

minotaur beats a foe’s Will, that foe suffers a 25%
chance per round of moving in a direction other than
where it believes it’s moving, provided it moves at
least 20 ft.

GORGON MINOTAUR (LVL 9)
Apply +21 vitality, +2 saves, +2 attacks, +2
DR, and the following abilities. -
PETRIFICATION IMMUNITY: A gorgon minotaur cannot
be petrified by any means.

EETRI FYING BREATH™: All creatures within 30 ft must
resist using Will or begin turning into stone. Each round, a creature
has a 25% chance to end the effect. On the first failed try, it is limited
to a single move or standard action. On the second failed try, it can~
not act but it can still defend itself. On the third failed try it turns to
stone. Three successful tries ends the magic for that creature. Dispel
Magic halts the progress, but only Remove Curse, Miracle or Wish
reverses the final effect. The gorgon minotaur may reverse the effect
at any time. Costs 5 vitality.

POISON BITE: As a move action, the minotaur coats its bite and
battle axe with poison. The next creature struck by the bite or axe
immediately suffers 1d10 vile wound damage with a 50% chance to
suffer an additional 1d10 vile wound damage 5 minutes later. The poi:
son has 1 use and diss;fates after 5 minutes in any event. Costs 5 vitality.

WOUNDING AXE:Add +1d4 wound damage to each ax attack.




MISANTHROPE

These aberrant humanoids lurk among mortals for nefarious ends.

APPEARANCE & CULTURE

A misanthrope is a hybrid of a human and an illithrix. It stands
6 ft tall and its human-like head sports a noticeably embiggened
cranium. Its skin is grayish-white, with twisted glistening features.
It wears humanoid clothing that is neat and well-kept, belying its
fastidious mentality and memories of its human life.

Misanthropes are notoriously hard to detect. Though quiet and
drawn to lurk in shadows, they are not invisible per se. Rather, a
misanthrope exudes a subtle psychic aura that causes people to for-
get they saw the misanthrope. All but the most experienced persons
who look away forget its existence. This aura allows misanthropes
to infiltrate settlements for long periods to observe, take prisoners,
and so forth. That said, misanthropes hate human society and only
lurk amongst humans at the behest of their illithrix masters.

Like their illithrix masters, misanthropes do not subsist on nor-
mal food and drink. However, they do not consume brains either.
Instead, they gain sustenance from the psychic energy of people.
Where misanthropes lurk, townsfolk often fall unconscious or
drop dead for little reason. And though a misanthrope has a mouth,
it will starve without psychic nourishment. Thus, a misanthrope is
by its nature a creature that brings suffering and death.

Misanthropes lack sex organs and can transform a captured per-
son into its own kind after a gruesome surgery. After the transfor-
mation, the person is still recognized as himself on a successful DC
18 Perception check. Misanthropes have an unnatural interest in
biological functions and often explore the medicant class.

MISANTHROPE (LVL 5)
Misanthropes have the following statistics.
TYPE Aberration
S1ZE Medium
ALIGNMENT Usually lawful evil
DcC 20

SENSES Darkvision

PERCEPTION +12 ; STEALTH +12

LANGUAGES Common, Aquan, Undercommon
and 1 other language of their choice, typically as
possessed in mortal life

INITIATIVE +2

SPEED 30 ft

ATTACK d20+6
WEAPONS Slam (1d6)
DAMAGE +1

ARMOR Psychic shield over thick skin ; DR 6
WOUNDS 7

VITALITY 36

FORTITUDE 13, REFLEX 16, WILL 21

Q&D Damage +6 ; Vitality 26

STR 12, CON 12, DEX 14, INT 18, WIS 14,
CHAS

PRIME Intelligence and Wisdom

SKILLS Arcana +14, Bluff +4, Disguise +9,
Heal +12, History +14, Insight +12, Literacy
+14, Mechanics +4, Technics +11, Trick +7

FP 3 ; DEITY Ymuri
MULTICLASSING Medicant, monk, psion or sage.
TREASURE Items worth 500 gp on its body and

in its lair

BASE ABILITIES
Misanthropes have the following abilities.

AMNESIAC AURAM: As an immediate action, a misanthrope
can radiate a confusing psychic aura that lasts 1 round. While the aura
is active, any living person within 500 ft who fails to have the mis-
anthrope in his line of sight immediately forgets the misanthrope's
existence. A person may resist using Will only if he has 5 or more
levels than the misanthrope. The amnesia is permanent, and if the
person happens to encounter the misanthrope again, he will believe
it is a first encounter. An affected person cannot target or otherwise
take actions that concern the misanthrope. Costs 5 vitality.

DETECT ABERRATIONS™: The misanthrope detects the
presence or absence of aberration type creatures within a 15-ft cone.
After a second round of concentrating in the same area, the misan-
thrope learns what kind of aberrations are present.

DETECT THOUGHTS™: The misanthrope notes the presence
or absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and the Intelligence of each one. After
concentrating for a third round, it can “hear” the current surface
thoughts of 1 creature of its choice within range for 2 minutes if'it beats
the target’s Will. Costs 2 vitality.

DIMENSION STEP™: The misanthrope vanishes and reap-
pears up to 30 ft away in an open space of its choice within line of
sight. After it arrives, it is dazed for the rest of its turn. It can take
gear weighing up to 250 pounds. Costs 2 vitality.

DIsGUISE EE LF™: The misanthrope's surface traits—hair color,
garment style, gender, voice pitch, etc—transmute to grant it a +10
bonus on Disguise checks for 1 hour. It can grow or shrink 1 ft and
modify its Comeliness by +/- 5 points. Costs 1 vitality.

ELECTROTECH:A misanthrope is familiar with invisible mun-

dane forces of nature. It can make checks using the Technics skill and ,

enjoys a 2 bonus on Mechanics and Technics checks (already in the
statistics block). See RPG, page 172 for details.

ILLITHRIX OBEDIENCE™: A misanthrope suffers a -20
penalty to oppose Intimidate checks, and a -10 penalty on Will
checks when targeted by an illithrix (page 100).

MAGE HAND™: The misanthrope can telekinesis a single
unattended object weighing up to 5 pounds and within 30 ft. It can
telekinesis the object up to 10 ft.

MINDLINK™: The misanthrope forms a telepathic
bond for 5 minutes with a sentient ally within 30 ft. Com-
municating is as natural and quick as normal speech.

Once the bond is formed, it works over any distance.
The misanthrope can maintain only 1 bond at a time.
MISANTHROPIC TRANSFORMA-
TIONM: A misanthrope can transform a helpless or
willing human with a 13+ Intelligence into a misan-
thrope after a 1-hour surgical operation that requires
a DC 17 Heal check and 1d4 wound points worth of
the misanthrope's own brain fluids. A failed Heal check
means the target suffers 3d6 wound damage and no
transformation occurs, through the misanthrope may try
again. A transformed human loses his normal statistics.and
becomes a misanthrope in all ways. However, if the target
is 6th level or higher, he retains the difference in levels in
his former class. A misanthrope recalls most details of its
former life (70% + 1% chance per level) though it now
hates its former allies and loved ones. Miracle or Wis
reverses the effect.

PsYCHIC FEEDING™: An adjacent sentient living
foe suffers 1d6 psychic damage per 2 levels (maximum
10d6), or V2 that amount when Reflex resists. Simultane-
ously, the misanthrope gains temporary wound points for 5
minutes equal to the damage dealt. Such feeding also negates

A misanthrope cannot benefit from more than a single psy-
chic feeding at a time. Costs 5 vitality.

the need for normal food and water sustenance for 24 hours. «_
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MIVIX

These semi-sentient blood-soaked clouds drain the living,

APPEARANCE & CULTURE

This frightening fog resides wherever mundane fogs or mists occur,
such as fens, swamps, and similar moist areas. Often, a mivix nests
in graveyards, battlefields or other sites of great death. Although not
social, mivixes sometimes roam in small gangs.

A mivix is somewhat timid, avoids sunlight, and tends to seck prey
only when fog naturally rolls in, making it hard to detect or fight.
One tell-tale sign is its natural crimson color and, if it has recently
fed, the presence of bloody rain drops hanging in the fogged air.

A mivix’s appearance varies based on its most recent victim. Its
amorphous body forms a rough humanoid outline if it fed on a per-
son. Or it might look like an animal or other creature it recently
tasted. With a humanoid shape, they are often mistaken for vampires.

Little is known of a mivix’s origins. Sages believe they spawn when
fog, magic, evil, and death commingle in the same place, such as after
a deadly battle, where a powerful creature left a quest unfulfilled.

MIVIX (LVL 4)
Mivixes have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENTAny evil
DC 18

SENSES Darkvision, sense blood

PERCEPTION +6 ; STEALTH +18
LANGUAGES Common, Auran, and Undercommon
INITIATIVE +9

SPEED 5 ft ; FLY 30 ft

ATTACK d20+7

WEAPONS Slam (1 wound point + bleed)
DAMAGE -5

ARMORAmorphous body ; DR 3
WOUNDS 5

VITALITY 17

FORTITUDE 15, REFLEX 18, WILL 15
SPECIAL Undead Traits

Q&D Damage -1 ; Vitality 23

STR1,CON 16, DEX 19, INT 12, WIS 13, CHA 5

PRIME Constitution and Dexterity

SKILLS Acrobatics +11 (+19 flying), Arcana +6, Endurance +8,
Religion +6

FP 2 DEITY Any evil deity
- MULTICLASSING Medicant, necromancer, sage or warlock
TREASURE Items worth 200 gp in its lair

{ "BASE ABILITIES
Mivixes have the following abilities.

BLEED: Whenever a mivix strikes a living creature and causes
wound damage, the creature continues to bleed and lose 1 wound
point per round until magical healing or a DC 15 Heal check is applied.

FoOa™: A misty vapor rises from the ground in a 15-ft radius
sphere around a point within 90 ft of the mivix. The vapor obscures
all sight including darkvision beyond 5 ft. Creatures more than 5 ft
from each other have concealment (50% miss chance). The fog is
unnatural and resists normal wind, though Gust of Wind disperses it
immediately. This ability does not work underwater. Costs 2 vitality.

GREATER GASEOUS FORMM: As a move action, the mivix

becomes a dark insubstantial gas and wafts slowly for 1 hour. In this
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form, it has a 10 ft fly speed, can only take move actions, perceives as
normal, has DR 10, enjoys a +5 bonus on Stealth checks, and enjoys
immunity to all ailments. It can pass through cracks but cannot enter
liquids. The Gust of Wind ability affects it normally. Costs 2 vitality.

ILLUSIONIST™: The mivix conjures 4 torch-like orbs, 1
humanoid apparition, 4 voices, 1 loud animal or machine noise, or
a scries of amusing stage tricks. The effects last 5 minutes, remain
within 30 ft, and do not cause damage or require a save, though they
might fool the unwary.

%ENSE WARM BLOOD: A mivix immediately senses the
presence of living creatures in a 60-ft radius as if by scent. Moreover,
it can detect exposed warm blood within a mile.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A mivix is immune to all ailments includ-
ing disease and poison. It need not breathe, eat or sleep and enjoys
a +5 bonus on Endurance checks. It regains wound points from
necrotic energy, regains no wound points from rest, and is harmed
by holy and cure energy on a point-for-point basis. It is immortal and
cannot be raised from death if slain.

VAMPIRIC TOUCH™: An adjacent living creature suffers 1d6
necrotic damage per 2 levels (max 10d6), or /2 damage when Reflex
resists. Simultaneously, the mivix gains temporary wound points for 5
minutes equal to the damage dealt. The mivix can benefit from only 1
use of this ability at a time.

MIVIX INQUISITOR (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

FAST FLYER: Boost the mivix’s fly speed by +20 ft.

INTENSE PAIN™: An adjacent living creature suffers 4d6 pain
damage (no save) and is stunned for 1 round if it fails to resist using
Will. Costs 5 vitality.

PAIN TOUCH™: An adjacent living creature suffers 1d4 pain
damage per 2 levels (max 5d4). Moreover, if its Will fails, it is dazed
for 1 round. The mivix’s touch leaves no markings. Costs 1 vitality.

TRACK: Apply a +5 bonus on Survival checks, or +10 when
tracking in natural environments.

MIVIX NECROMANCER (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

ANIMATE DEAD™: A mivix necromancer can create skeletons
(pg 143) or zombies (pg 173) from humanoid corpses within 60 ft. It
can animate a number of levels of undead up to 2x its level, and it can
maintain a number of levels at once equal to 4x its level. The undead
obey its mental commands and remain for 1 hour per level before
turning to dust. Costs 2 vitality.

FAST FLYER: Boost the mivix’s fly speed by +20 ft.

SPEAK WITH DEAD™: After a 10-minute rite, the mivix nee-__
romancer can ask 1 question per 2 levels over the course of 5 minutes™
from a corpse that it touches. The corpse only knows what the creature
did in life, including languages it spoke. If the creature was good, it can
resist using Will. The corpse must be mostly intact and have a larynx.
The mivix can use this ability up to once weekly on the same corpse.
Costs 2 vitality. 4

MIVIX WARLOCK (LVL 6)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

BLINK™: As a move action, the mivix warlock briefly vanishes
and then reappears up to 15 ft away in an empty space of its choice.
Costs 2 vitality.

FAST FLYER: Boost the mivix’s fly speed by +20 ft.

STUNNING SCREECH™: The mivix warlock’s screech stun
all nonevil creatures within 30 ft for 1 round, or dazes them if Will =
resists. Creatures that cannot hear are unaffected. Costs 5 vitality.
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MOA

Moas are terrible giant flightless birds that enjoy fresh meat.

APPEARANCE & CULTURE

Moas are carnivorous flightless birds. They stand 10 to 12 ft tall with
neck outstretched and weigh about 500 pounds. The females are
taller and heavier than the males. Both reach adulthood at 10 years.
Females hunt during daytime or at night while males tend to the
nest, which hosts 5 to 7 eggs. A moa will fight to the death to protect
its eggs but otherwise will retreat (and try again 10 to 60 minutes
later) if a foe proves too aggressive.

Although moas usually prefer warm arid climates such as plains
or light forests, they are found in all locales such as jungles, beaches,
and rugged mountains. They tend to roam in large packs in open
arcas like plains and wander 1 or 2 at a time in rugged areas such as
caves and mountains.

Sages describe fiendish moas called achaierai. These massive, four-
legged, 15-ft tall moas are avian warriors of the war god, Phane.
They speak infernal and weigh 750 pounds. Among these sentient
monsters, some become hellmount moas.

Some religious sects adopt moas as hatchlings and through the
power of divine coercion, imbue the birds with their god’s power.
These moas act as druids or invokers and, though no less stupid
than their mundane cousins, may be worshiped by ignorant tribes as
demigods in their own right. The feathers of these magical moa are
known to act as potent shamanic implements.

MOA (LVL 2)
Moas have the following statistics.
TYPE Animal
SIZE Large
ALIGNMENT Neutral
DC 14

SENSES Low-light vision
PERCEPTION +11 ; STEALTH +1
LANGUAGES None

INITIATIVE +1

SPEED 50 ft

ATTACK d20+4 (bite +6)

WEAPONS 2 claws (each 2d6, 10-ft reach)
or bite (4d6, 10 ft reach)

DAMAGE +3

ARMOR Thick feathery hide ; DR 3
WOUNDS 13
VITALITY 16
FORTITUDE 16, REFLEX 14,
\ WILL 12
Y SPECIAL Dodge

Q&D Damage +5 ; Vitality 12

STR 16, CON 14, DEX 12, INT 6,
WiIs 12, CHA 8

PRIME Strength and Constitution

SKILLS Acrobatics +7, Athletics +13,
Endurance +12, Survival +6

FP 1; DEITY Corvis, Greenwyrm or Lil-
ith

MULTICLASSING Barbar-
ian, druid, invoker or warlock

TREASURE Items worth
200 gp scattered in its nest

BASE ABILITIES
All moas have the following abilities.

BULL RUSH: The moa shoves an adjacent target. If the moa
beats its foe’s Fortitude, the foe is pushed back 1d4 x 5 ft. The moa
must move at least 10 ft just prior to using this ability.

DODGE: As an immediate action, the moa chooses to ignore 1
impending melee weapon attack before it knows whether the attack
hits. Costs 2 vitality.

FEARFUL SQUAWK: All living creatures in a 30-ft cone are
shaken for 5 minutes or 1 round if Will resists. Foes that are 5+
levels below the moa’s level are frightened instead, flecing as best
they can or cowering if they cannot flee.

;’P RING ATTACK:When attacking with its bite or claws, a moa
can move both before and after it attacks provided its total distance
moved is not greater than its speed. The moa cannot do this if it is
wearing heavy armor. Requires Dodge or Evasion.

BERSERKER MOA (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.
DAZING BLOW: As a swift action when making a melee
attack while using the Rage ability, the berserker
moa’s target must resist using Fortitude or be
dazed for 1 round in addition to any damage the
moa inflicts. Costs 2 vitality.
DIEHARD: When a berserker moa falls below
0 wounds, it is not unconscious. Instead is it conscious
and can continue to take a single move or standard action
each round until it reaches -10 hit points, at which time
it dies.
EXPEDITIOUS STRIDE: As a swift action, a

5 minutes. Costs 1 vitality.
OVERRUN: A berserker moa easily pushes
through a foe’s space. If the moa beats its foe’s
Fortitude as a swift action, it can freely pass
through the foe’s space while maintaining its
speed. If not, it stops adjacent to its foe and
does not pass.

RAGE: Once daily, a berserker moa
can fly into a rage for 2 minutes. In a rage, it
temporarily gains a +1 bonus on attack rolls
and Will, delivers +5 damage, and enjoys +5
vitality points. The bonus vitality points go
away when the rage ends. While raging, the
moa cannot use any Charisma-, Dexterity- or

Intelligence-based skills except for Acrobatics,
or any abilities that require concentration. It
cannot use magical abilities or craft abilities. Nor
can it activate magic items that require a command
word or a trigger to function. The moa may prema-
turely end the rage as a swift action. At the end of
the rage, it loses the rage modifiers and restrictions
and is fatigued for 5 minutes (unless it has Tireless
Rage).
RgAGlNC- ASSAULT: Once per use of Rage,
a berserker moa may inflict +15 damage as a swift
action as part of 1 melee weapon attack. Costs 5 vitality.
SECOND WIND: Once daily after
minute of rest the berserker
moa recovers 4d6 vitality.

berserker moa can boost its land speed by +30 ft for |




MAGEBRED MOA (LVL 4)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

BATTLE TRAINING: A magebred moa enjoys a +5 bonus on
Intimidate and Acrobatics checks.

FAST SWIMMER: Boost Athletics checks by +5. Also, when
swimming, the moa moves at its normal speed (rather than V2 speed)
and it is not defenseless.

FEAR IMMUNITY: A magebred moa is immune to fear.

HI1GH ENDURANCE: Boost Endurance checks by +5. Also, a
magebred moa enjoys a +5 bonus to resist abilities that cause fatigue
or exhaustion, and it can sleep in armor or while carrying gear with-
out experiencing fatigue the next day.

IMPROVED CARRY CAPACITY:A magebred moa can carry
250 pounds, or 1 Medium or 2 Small creatures, in addition to any
other weight normally allowed, and not be overloaded, and can drag
up to 1,250 pounds or support +8 encumbrance slots. This bonus is
equivalent to a donkey.

SPRINT: A magebred moa can move 10x its normal speed. Each
round costs 2 vitality.

TRACK: Boost Survival checks by +5, or by +10 when tracking

in natural envirnments.

CAVE MOA (LVL 5)
Apply +21 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

DARKVISION: A cave moa can see in darkness as easily as in
daylight, though vision is black and white only.

FAST CLIMBER: Boost Athletics checks by +5. Also, when
climbing, a cave moa moves at its normal speed (rather than 2 speed)
and it is not defenseless.

IMPROVED GRAPPLE: The cave moa grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the moa must expend a move action to maintain the grapple,
and the foe can try to beat the moa’s Fortitude as a standard action to
break the grapple. The moa may block a grappled foe’s mouth with 1
claw or wing to prevent speech.

LIGHT %LI NDNESS: Abrupt exposure to bright light (such as
sunlight or a Daylight spell) blinds a cave moa for 1 round and leaves
it dazzled as long as it remains in the lit area. A dazzled moa suffers a
-1 penalty on dice rolls and saves.

REND: When a cave moa hits with both claws, it rends a foe for
+4d6 damage. If a creature is reduced to below O vitality by this attack,
then it loses a limb (roll 1d4: 1=left leg, 2=right leg, 3=left arm,
4=right arm). If rending causes a creature to die, then the moa has
removed the creature’s head. A creature that loses a limb automatically
fails to stabilize until it receives cure magic or a DC 15 Heal check.

SEE INVISIBILITY: As a standard action, a cave moa clearly
notices for 1 round any invisible or incorporeal creatures within 30
ft. This is a nonmagical ability that relies on highly acute senses.

WILDING: An adjacent foe suffers 1d6 damage per 2 levels (no
save). Typically, this inflicts 3d6 damage. Costs 2 vitality.

WOUNDING STRIKE: Up to once per round when the moa
successfully strikes a foe using its bite or claws, it may apply +1d3
wound damage in addition to other damage dealt. Costs 2 vitality.

ACHAIERAI (LVL 7)
Achaierais have the following statistics.
TYPE Fiend
SIZE Large
ALIGNMENT Lawful evil, neutral evil or lawful neutral
DC 24

SENSES Low-light vision, nethersight
PERCEPTION +11 ; STEALTH +1
LANGUAGES Common, Abyssal, and Infernal
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INITIATIVE +1

SPEED 50 ft

ATTACK d20+7 (bite +9)

WEAPONS 4 Claws (each 2d6, 10-ft reach), bite (4d6, 10-ft
reach)

DAMAGE +4

ARMOR Thick feathery hide ; DR 5 (10 vs fire)
WOUNDS 15

VITALITY 51

FORTITUDE 17, REFLEX 16, WILL 15
SPECIAL Dodge, Magic Resistance

Q&D Damage +11 ; Vitality 37

STR 18, CON 14, DEX 12, INT 10, WIS 12, CHA 14

PRIME Strength and Constitution

SKILLS Acrobatics +7, Athletics +14, Endurance +12, Intimi-
date +14, Survival +6, Warcraft +5

FP 4 ; DEITY Asmodius, Lilith or Phane
MULTICLASSING Barbarian, druid, warlock or witch
TREASURE Items worth 700 gp scattered in its nest

BASE ABILITIES

Achaierais have standard moa abilities plus the following additional
abilities.

BLACK CLOUD: An achaierai can release a toxic, choking
black cloud. Living nonfiendish creatures within 15 ft suffer 2d6
vile wound damage and must resist using Fortitude or be confused
for 5 minutes (50% chance each round to terminate the effect). To
resolve a confused creature’s actions on its turn, roll 1d10 to deter-
mine the result: 1) attack allies, 2) act normally, 3-5) do nothing,
6-7) flee the scene at top speed, or 8-0) attack the nearest creature.
Costs 5 vitality.

MAGIC I{ESISTANCE: An achaierai enjoys a +5 bonus on
saves to resist magic abilities (already in the statistics block). Also,
when an achaierai is targeted by a magic ability that does not allow a
save, its foe must beat its Fortitude anyway, and if the achaierai suc-
cessfully resists then the magic has no effect.

PROFANE LORE: An achaierai enjoys a +5 bonus to Arcana,
Bluff, History, Insight, and Perception checks when dealing with
fiends or recalling lore about fiends. Also, it speaks Abyssal and Infer-
nal and has a permanent fiendish sigil on its body that betrays its
allegiance.

RIDER’'S BRAND:The achaierai sports a brand that indicates its

specific owner (rider), which is typically a devil or similar fiend.

HELLMOUNT ACHAIERAI (LVL 9)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, the abilities of the
standard achaierai, plus the following abilities.

BATTLE TRAINING: A hellknight achaierai enjoys a +5 bonus
on Intimidate and Acrobatics checks.

DIEHARD: When the hellknight achaierai falls below 0 wound
points, it is not unconscious. Instead is it conscious and can continue &
to take a single move or standard action each round until it reaches
-10 hit points, at which time it dies.

FEAR IMMUNITY: A hellknight achaierai is immune to fear.

SEE INVISIBILITY: As a standard action, the achaierai clearly
notices for 1 round any invisible or incorporeal creatures within 30
ft. This is a nonmagical ability that relies on highly acute senses.

WILDING: An adjacent foe suffers 1d6 damage per 2 levels (no
save). Typically, this inflicts 4d6 damage. Costs 2 vitality.

WOUNDING STRIKE: Up to once per round when the hellk-
night achaierai successfully strikes a foe using its bite or claws, it ma Il
apply +1d3 wound damage in addition to other damage dealt. Costh. !
2 vitality.




MUMMY

Mummies are undead that protect treasures and tombs.

APPEARANCE & CULTURE

Mummies are preserved corpses animated through the auspices of
dark gods or due to anger at the desecration of their burial place.
Often, they are wrapped in herb-infused bandages and their innards
including their brain have been removed. They are usually
medium sized and weigh about 120 pounds. Mummies can
speak, but seldom bother to do so.

MUMMY (LVL 5)
Mummies have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Always lawful evil
DC20

SENSES Darkvision

PERCEPTION +7 ; STEALTH +5
LANGUAGES Common and Genie
INITIATIVE +0

SPEED 20 ft

ATTACK d20+11

WEAPONS Slam (3d6 + mummy rot)
DAMAGE +7

ARMOR Vile wrappings ; DR 4

WOUNDS 15

VITALITY 35

FORTITUDE 21, REFLEX 12, WILL 16
SPECIAL Undead Traits ; suffer 2x fire damage

Q&D Damage +12 ; Vitality 25

STR 25, CON 10, DEX 10,
INT 6, WIS 14, CHA 15

PRIME Strength and Charisma

SKILLS Appraise +3, Endurance
+5, Intimidate +17, Nobility +12,
Religion +7

FP 3; DEITY Asmodius,
Nefriti or Thulzuur

MULTICLASSING Invoker,
marshal, necromancer, or warlock

TREASURE Items worth 1,000
gp in its burial shroud

"BASE ABILITIES

All mummies have the following abilities.

DESPAIRM: At the mere sight of a mummy, a person must resist
using Will or be paralyzed with fear for 1d4 rounds. A person cannot
be affected again by the same mummy’s despair for 24 hours.

DOOM SCARABS™M: A mummy can exhale a cloud of ghostly
grave beetles. Living foes within a 30-ft cone suffer 1d6 damage per
2 levels and the mummy heals 1d4 wound points. Costs 2 vitality.

MUMMY ROT™: One adjacent foe acquires the mummy rot
curse. After 1 minute, its vitality points drop to 0. After 1 hour, its
wound points drop to 0. After 24 hours, it dies and its body turns to
sand and dust that blows away in the wind. Remove Curse halts the
rot. Costs 5 vitality.

TAINT AURAM: As a swift action, adjacent living creatures
must resist using Will or gain 1 point of taint. When a creature’s taint
score exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A mummy is immune to all ailments

including disease and poison. It need not breathe, ecat or sleep and
enjoys a 5 bonus on Endurance checks. It regains wound points
from necrotic energy, regains no wound points from rest, and is
harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

MUMMY KING (LVL 9)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, +4 Intelligence,
and the following abilities.
GLYPHS OF WARDINGM: A mummy king can conjure a
glyph over a doorway or similar portal. Any creature that passes
through the portal that does not utter the password (selected
by the mummy when conjuring the glyph) suffers 1d6 fire
damage per 2 levels. The glyph lasts 24 hours or until acti-
vated or dispelled. Noticing the glyph is a DC 30 Perception
check. The mummy king can maintain up to 1 glyph per level
at a time. Creating a glyph costs 2 vitality.

LIVING BURIAL™: A targeted foe within 90 ft is
drawn 30 ft down into solid earth into a conjured magi-
cal coffin if the mummy beats the foe’s Will. The target
remains there for 1 day per level or until freed. The cof-
fin holds 1 day of air, and has DR 10 and 30 hit points.
Costs 5 vitality.

LOCATE OBJECT™: The mummy king learns
the distance and direction to locate a specific familiar
object or type of object within 500 ft (if such object

is present). Costs 2 vitality.

LOCATE PERSONM: A mummy king can
concentrate for 1 minute to locate a specific famil-
iar creature or type of creature within 500 ft. If
the creature is present, the mummy king learns its

distance and direction. Costs 5 vitality.
PARCHING DESERT WINDM:Amummy king can
target up to 1 20-ft-cube area per level within 500 ft and
extinguish all nonmagical fires in the area. Alterna-
tively, it can extinguish 1 magical fire effect (such as
aWall of Fire) within 90 ft for 5 minutes, or it can
target a single creature within 90 ft for 1d6 vile
damage per level (half if Fortitude resists).

DREAMWALKER
MUMMY (LVL 13)
Apply +56 vitality, +4 saves, +4 attacks, +4 DR,
the mummy king’s abilities, and the fol-
lowing additional abilities.
REATE MUMMYS: A dream-
walker mummy can create a standard
mummy from a corpse. The process takes
1 hour at night and requires a 250 gp be
placed within the corpse. This ability grants no spe-
cial control over the newly minded mummy. Costs 5 vitality.

ETHERIC SENSES: This mummy is quict, hard to spot, and
observant. It enjoys a +5 bonus on Perception and Stealth checks.

INCORPOREAL TRAITS™: This mummy is naturally incorpo-
real. Mundane attacks against incorporeal creatures have a 90% miss
chance and magic attacks have a 50% miss chance. Incorporeal crea-
tures cannot handle solid objects, can pass through solid objects such
as walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing an
dematerializing are swift actions that cost 5 vitality each.

LORE: Boost Appraise, Arcana, History, and Nobility checks by +5.

MAGE HANDM: A dreamwalker mummy can telekinesis a
single unattended object weighing up to 5 pounds and within 30 ft.
It can telekinesis the object up to 10 ft.

MAGIC RESISTANCE: A dreamwalker mummy enjoys a +5
bonus on saves to resist magic abilities. Also, when it is targeted by a
magic ability that does not allow a save, its foe must beat its Fortitude
anyway, and if it successfully resists then the magic has no effect.
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MUNCHKIN

These fat, irascible mutants enjoy playing games and tricks.

APPEARANCE & CULTURE

Munchkins are small, highly intelligent savage humanoids that enjoy
playing pranks, tricks, and games of chance and choice, including
“playing pretend”, which involves acting as various persons and crea-
tures from adventurers to dragons and zombies. Thusly, encounters
with munchkins can be highly confusing.

Munchkins are familiar with the rules of many games, including
crafty loopholes and stealthy methods of outright cheating. Munch-
kins sometimes craft their own props. When they can’t get what they
want—or what they want soon enough—or when reality becomes
too unpleasant, they draw upon their most fearsome power, granting
wishes. Thus by magical words, fantasy becomes reality.

Sages suspect that munchkins are cursed relatives of gnomes or
perhaps the direct prodigy of the deity Rorax, Merchant of None-
such. Legends say that when Rorax’s imaginary twin tried to steal
the secret of wish-making from the goddess Maiya, she shattered the
twin into a thousand pieces. Each piece sprouted into a munchkin.

Munchkins, male or female, do not reproduce in a typical manner.
Instead, a clutch of them sprouts from a specially prepared cluster of
mushrooms. A wish is then needed to evoke the process.

Although highly intelligent, munchkins cannot coexist with peo-
ple in civilized society or work toward useful ends. Instead, they
neglect bodily needs in favor of play, and their minds quickly stray to
nonsense over practical endeavors. Beware hungry munchkins, who
will seek trade all sorts of things, including what does not belong to
them, to gain a few sweet foodstuffs for the day.

Powerful munchkins, called rouses and gygaxes, can conjure traps,
creatures, weather or illusions thereof to mislead the unwary.

il

MUNCHKIN (LVL 2)
Munchkins have the following statistics.
TYPE Mutant
S1ZE Small
ALIGNMENT Chaotic neutral, lawful neutral or neutral evil
DC 14

SENSES Low-light vision

PERCEPTION +4 ; STEALTH +14
LANGUAGES Arcanum, Common and Munchkin
INITIATIVE +2

SPEED 20 ft
ATTACK d20+4
WEAPONS Bite (1d3)
DAMACGE +0

ARMOR Thick skin and rags ; DR 1

WOUNDS 5

VITALITY 15

FORTITUDE 17, REFLEX 21,
WILL 17

Q&D Damage +2 ; Vitality 11

STR 10, CON 12, DEX 14, INT
16, WIs 8, CHA 6

PRIME Dexterity and Intelli-

ence

SKILLS Appraise +13,
Arcana +13, Bluff +3, Craft
+13, Disguise +3, Dun-
geoneering +13, Literacy +13,
Mechanics +12, Nature +13,
Trick +17, Warcraft +12.

= G$i< C]ﬁapter 4. Creatures

FP 1; DEITY Rorax.
MULTICLASSING Artificer, mageblade, rogue or wizard
TREASURE Items worth 50 gp in its tree hollow

BASE ABILITIES

All munchkins have the following abilities.

BLINK™: As a move action the munchkin briefly vanishes and
then reappears up to 15 ft away in a spot of its choice. Costs 2 vitality.

WISH™: Once daily, a munchkin can verbalize a desire and dupli-
cate the effect of any 1 advanced ability, any 2 intermediate abilities,
any 4 basic abilities (this includes core abilities) or the Raise Dead
spell. It can duplicate the effects of classes, deities, and/or monsters. It
can gain gear or property worth up to 5,000 gp but permanently lose
5 vitality when doing so. The chance of success equals 70% + 1% per
level. Alternatively, it can roll against 70% + a Literacy check. Using a
wish is taxing, The munchkin is fatigued after making a wish. Requires
Words of Magic.

WORDS OF MAGIC™: A munchkin can speak and understand
Arcanum, a purely magical cant that is only understood by others
who know it. No other magic comprehends it.

ROUSE MUNCHKIN (LVL 8)
This munchkin often acts as a “game master”. Apply +42 vitality, +3
saves, 3 attacks, +3 DR, and the following abilities.

ACTOR: Boost Bluff and Disguise checks by +5.

BALEFUL POLYMORPH™M: A target within 30 ft turns into a
harmless Tiny animal. It uses the animal’s statistics except it retains
its Intelligence, alignment, saves, and vitality. On its next turn, the
rouse munchkin assaults the target’s Will. If it resists, it returns to
normal. If it fails, it remains in animal form for 24 hours before the
munchkin tries a final attack. If the target’s Will fails, it permanently
acquires the form and only the munchkin, or a Miracle or Wish, can
end the effect. Costs 10 vitality.

FIGMENT™: As Mirage, but only visual and auditory elements. A
creature that touches the illusion has a 50% chance to notice the ruse.
Costs 5 vitality.

MIRAGEM:The rouse munchkin creates an illusion of 1 creature,
object, corpse or building with full auditory, visual, tactile, olfactory,
and thermal elements. The illusion can be as small as a house fly or as
large as a keep or ancient dragon. The illusion functions as if it were

real. If a creature actively attempts to disbelieve, the munchkin
must beat its Will or the effect ends for that creature. The

z illusion lasts as long as the munchkin concentrates as
a standard action + 1d4 rounds. Requires Figment.
Costs 10 vitality.

ONE THOUSAND FACES™: As a swift
action, the rouse munchkin’s surface traits—hair
color, garment style, gender, voice pitch, etc—
transmute to grant it a +20 bonus on Disguise
checks for 1 hour. It can grow or shrink 1 ft and _
modify its Comeliness by +/- 5 points. Costs 1 %
vitality.

UNCOMMON SELF™: For 5 minutes, the
munchkin acquires the abilities indicated under 1
townie profession chosen at the start of the day.
Costs 5 vitality. 2.

GYGAX MUNCHKIN (LVL 12)
This improves the rouse munchkin.
Apply +28 vitality, +2 saves, +2
attacks, +2 DR, and the following
abilities.

FOUR WISHES: A gygax munch-
kin views itself as a living god and can
use its Wish ability 4 additional time,
daily, for 5 times total. '




NAGA

Nagas are mystical serpents with human faces and voices.

APPEARANCE AND CULTURE

Nagas have long, snakelike bodies covered with glistening scales and
mostly human faces. They range in length from 10 to 20 ft and weigh
from 200 to 500 pounds. The eyes of a naga are bright and intelligent,
burning with an almost hypnotic inner light. Most nagas are female.
Those that look male still have female parts and all nagas reproduce
with humanoid males, whom they either send away, turn into snakes,
or devour after mating, Juvenile nagas has the statistics of giant snakes.

Nagas favor magic over martial combat. Because they are almost
always found in its lairs that they guard and know well, they can
arrange most encounters to suit their wishes. With their power of
beguilement, lesser beings often guard their lairs. To a naga, even a
kind and ethical one, nothing is as beautiful, bold, and powerful as
herself except the vatic naga, which is a matriarch among naga-kind.

NAGA (LVL 10)
Nagas have the following statistics.
YPE Mutant
SIZE Large
ALIGNMENT Usually lawful evil, lawful good, chaotic evil or

chaotic good
DC 30

SENSES Darkvision, low-light vision
PERCEPTION +8 ; STEALTH +1
LANGUAGES Common, Draconic, and Goblin
INITIATIVE +1

SPEED 40 ft ; SWIM 30 ft ; CLIMB 30 ft
ATTACK d20+9 (bite +10)

WEAPONS Slam (2d6) or bite (3d6 + poison)
DAMAGE +4

ARMOR Magic scales ; DR 5
WOUNDS 15

VITALITY 74

FORTITUDE 19, REFLEX 18, WILL 20

SPECIAL Immune to poison ; immune to charm and sleep magic

Q&D Damage +14 ; Vitality 54

STR 18, CON 18, DEX 13, INT 12, WIS 16, CHA 16

PRIME Strength and Charisma

SKILLS Acrobatics +6, Appraise +6, Arcana +6, Athletics +14,
Craft +8, Diplomacy +13, Disguise +13, Dungeoneering +6,
Handle Animal +8, Heal +8, Insight +8, Intimidate +13, Literacy
+6, Music +13, Nature +6, Nobility +13, Survival +8

FP 5; DEITY Esmariah or Iris if good, or Lilith or Tiamat if evil.
MULTICLASSING Bard, druid, elementalist or witch
TREASURE Jewels and other items worth 2,000 gp on itself and

in its lair

BASE ABILITIES
All nagas have the following abilities.

BEGUILE™: As Charm Person (see below,) but lasts 24 hours.
Costs 5 vitality.

BLINDING SPITTLE: A target within 30 ft must resist using
Reflex or be blinded for 5 minutes, after which the target has a 50%
chance to regain normal sight and a 50% chance to be permanently
blinded. Cure Ailment removes the blindness. Costs 2 vitality.

CHARM PERSONM: A targeted person within 15 ft is
friendly to the naga for 5 minutes if she beats the person’s Will.
While charmed, the person will not act in a way that brings harm
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VATIC NAGA (LVL 18)
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to the naga, himself or his allies. Otherwise, he follows the naga and
responds aggressively to creatures that threaten her. He will take
the naga to safety if she is incapacitated. The naga can dismiss the
charm as a swift action. If the naga treats the person well, he may
remain friendly after the charm wears off. This ability does not grant
a shared language or alter a person’s alignment. Costs 1 vitality.

DETECT THOUGHTS™: The naga notes the presence or
absence of thoughts (from conscious, sentient creatures) within a
60-ft cone. After concentrating for a second round, she learns the
number of thinking minds and the Intelligence of each one. After
concentrating for a third round, she “hears” the current surface
thoughts of 1 creature of her choice within range for 2 minutes if she
beats its Will. Costs 2 vitality.

GUARDED MIND: Nagas are immune to Detect Thoughts.

HEALER™: An adjacent ally heals 1d4 wounds. Costs 1 vitality.

MORTAL FORMM: A naga can alter her appearance for 1 hour
to blend amongst mortals. In this form, apply a +10 bonus on Bluff
and Disguise checks to appear as a Medium or Small humanoid.
Costs 1 vitality.

POISON™: As a move action, a naga adds poison to her bite, an
adjacent weapon, or a cup of liquid in her possession. When a crea-
ture is struck by the bite or weapon or ingests the liquid, it imme-
diately suffers 1d10 vile wound damage plus an additional 1d10
vile wound damage 5 minutes later if the naga beats its Fortitude.
Unused poison dissipates after 5 minutes. Costs 5 vitality.

WATER BREATHING™: The naga or a touched ally can breathe
in water as easily as in air for up to 4 hours + 1 hour per level per day.
Hours can be nonconsecutive. Costs 2 vitality.

This eldritch naga wields great magical power. Apply +56 vitality, +4
saves, 14 attacks, +4 DR, and the following abilities. 9 -

CURSE™: A foe within 15 ft suffers a -2 penalty on d20 rolls,‘wk o
damage rolls, and saves. Or it suffers blindness, deafness, impotence,
muteness or an illusory change of appearance (age, race or sex). The +
duration is 2 minutes. The naga cannot curse herself or an ally. Remove
Curse ends the effect. Costs 1 vitality.

ETHERIC REACH™: For 5 minutes, the vatic naga’s attacks
strike incorporeal or invisible creatures without a miss chance. Costs
2 vitality.

HEALM: The vatic naga’s touch cures an adjacent ally of all wound
damage and ailments and restores 4d6 vitality. Also, lost limbs rap-
idly regrow and scars vanish. Each ally can benefit only once daily by
this. Costs 10 vitality.

SEE INVISIBILITY™: As a standard action, the naga clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

SERPENTINE CURSEM: A targeted person within 30 ft must
resist using Will or begin to turn into a snake. Each round, the per-
son has a 50% chance to end the effect. On the first failed try, he is
limited to a single move or standard action as his feet begin to fuse,
arms shrink, and scales cover his body. On the second failed try, he
cannot act but it can still defend itself. On the third failed try, he
loses all of his normal statistics and acquires giant snake statistics (pg
144) as the transformation completes. The new form’s face retains
some of the person’s countenance. The snake starts friendly to the
naga and hostile to her foes (likely the snake’s former allies) though
he retains free will. Dispel Magic or Remove Curse halts the prog-
ress. Three successful tries ends the magic. Only Remove Curse,
Miracle or Wish reverses the final effect. A vatic naga may reverseg
the effect at any time, and may certainly do so to question, play with
or mate with a captured foe. Costs 5 vitality.

VATIC POWERS: A vatic naga knows 4 magic abilities for which
she qualifies drawn from any 1 class. One ability is paragon tier, 1 is
advanced, 1 is intermediate, and 1 is basic.

WOUNDING BITE: As a swift action, the vatic naga’s next suc-
cessful bite attack that round deals +1d6 wound damage in addition _
to any other damage dealt. Costs 5 vitality.
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NYMPH

Nymphs are alluring, elusive fey who live in lakes and rivers.

APPEARANCE AND CULTURE
Nympbhs stand 5 to 5% ft tall and weigh 105 to 145 pounds. They have
blue or green skin, with lithe figures and no body hair. Like dryads
and satyrs, nymphs are noble nature spirits made manifest in human-
oid form. Nymphs are at home in pure fresh water such as crystal
clear streams, lakes, and rivers. Nymphs are fatigued when away from
water too long.

Nympbhs are wild, beautiful, and fun. They enjoy wine, song, ani-
mals, nature, and sex. They can vanish into their fey realm to enjoy
respite and play pranks or offer gifts (either wondrous or cruel) to
those they deem deserving, At their best, they immerse themselves in
the moment and bring love and laughter in dark times. For this rea-
son, it’s not unsurprising to hear of young nymphs captured and sold
for a high price.

Some nymphs are cruel and delight in the suffering of “mere mor-
tals”. These nymphs enjoy tormenting and slaying trespassers and then
reincarnating them as small animals and harmless plants.

NYMPH (LVL 7)
Nymphs have the following statistics.
TYPE Fey
S1ZE Medium
ALIGNMENT Usually chaotic neutral
DC 24

SENSES Low-light vision

PERCEPTION +8; STEALTH +11 (+16 in woodlands)
LANGUAGES Common and Sylvan

INITIATIVE +1

SPEED 30 ft ; SWIM 30 ft
ATTACK d20+8
WEAPONS Slam (1d4)
DAMAGE -1

ARMOR Fey aura ; DR 3 (0 vs cold iron)
WOUNDS 5

VITALITY 49

FORTITUDE 13, REFLEX 18, WILL 18
SPECIAL Immune to charm and sleep magic

Q&D Damage +6 ; Vitality 35

STR 8, CON 10, DEX 12, INT 10, WIS 17, CHA 21

PRIME Wisdom and Charisma

SKILLS Acrobatics +6, Athletics +4, Diplomacy +15, Handle
Animal +13, Heal +13, Insight +13, Music +15, Nature +5, Sur-
vival +13

FP 4; DEITY Corvis, Iris or Tanish
MULTICLASSING Bard, druid, gallant or witch
TREASURE Items worth 700 gp at the bottom of its pool

" BASE ABILITIES

All nymphs have the following abilities.

AQUATIC: A nymph can breathe fresh water as easily as air and
swim at 30 ft. This does not grant the ability to breathe salt water,
and a nymph must immerse herself in water for at least 1 hour daily
or be fatigued for the day.

COMELY DISTRACTION: A nymph’s elegance distracts oth-
ers. When she targets a person within 15 ft, the target suffers a -5
penalty on Perception checks for 1 round. Costs 1 vitality.

LASTING VIGOR: Nymphs ignore the negative effects of aging
although they still die of old age when their time is up.
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MELD INTO WATERM: The nymph vanishes into an adjacent
5-ft-cube volume of water, snow or ice for 5 minutes. The nymph can
see but not hear and can take no actions except to end the effect as a
standard action. The nymph is undetectable from the outside. If the
mass is disturbed naturally, the nymph is unaffected. If it is disturbed
magically, the nymph suffers > the damage dealt. Costs 2 vitality.

NYMPH'S GLAREM: A single nongood foe within 60 ft and line
of sight must resist using Reflex or suffer 1d4 wound damage and be
permanently blinded by the nymph’s breathtaking beauty. Costs 5
vitality.

REPLENISHING ROMANCE: Once daily, the nymph may
spend 1 hour in intimate romance with a person, after which both of
them recover to full vitality.

SEDUCTION: A nymph targets 1 person. If she beats his Will,
the nymph consumes his attention with romance for 4 hours + 1
hour per level, during which time he suffers a -5 penalty to Percep-
tion checks and does not move more than 30 ft from the nymph.
Even if he saves, he is distracted for 1 minute. If the locale is roman-
tic, apply a -2 penalty to the target’s save. The target gets a new
chance to resist whenever he notices an attack roll.

SPEAK WITH ANIMALSM: A nymph can ask questions and
receive answers from animals. The animals are not necessarily coop-
erative or knowledgeable. A friendly animal will perform a single
small favor such as tug on a rope or scout a nearby grove on a suc-
cessful DC 15 Diplomacy check.

NYMPH QUEEN (LVL 15)
This powerful nymph acts as a beauteous inspiration and powerful
protector for her lesser kin. Apply +56 vitality, +4 saves, +4 attacks,
+4 DR, and the following abilities.

AQUATIC HEALING™: Once daily, a nymph queen may
immerse herself in water for 2 minutes to cure all wound damage.

CELEBRATION™: Once daily, a nymph queen can conjure food
and wine to satisfy 3 persons or 1 mount per level, and allies within
60 ft enjoy a +1 bonus on d20 rolls for 4 hours + 1 hour per level.

COMMUNE WITH NATURE™: After 1 hour of meditation,
the nymph queen receives a response (yes/no/maybe/irrelevant) to a
number of questions up to the nymph’s level regarding the local natural
environment (5 square miles) and creatures in it. Questions must be 10
words or less. Costs 10 vitality.

CONTROL WATERM: A nymph queen can raise or lower the
level of water within 500 ft, affecting up to 1 10-ft-square area per
level, raising or lowering it by 2 ft per level. The effect lasts while she
concentrates + 2d6 rounds. Costs 5 vitality.

CREEPING DOOMM: One target within 90 ft suffers 1d10
damage per level (max 10d10) from biting insects that pour forth from
its gear and orifices. Fortitude resists for /> damage. Costs 5 vitality.

EY REINCARNATION™: After a 1 minute ceremony, a
touched corpse of a creature that died in the past 1 day crumples to
dust. Simultaneously, the creature returns to life in a fresh, youthful
body (animal, fey or plant) that emerges nearby from the earth. The
creature’s levels equal 1 less than its previous level. It loses all fea-
tures of its previous race and gains the new race’s features. It recalls
its former life.

NYMPH's DEADLY GAZEM: Nongood foes within 120 ft and
line of sight suffer 1d4 wound damage and are permanently blinded 8
by the nymph queen’s breathtaking beauty (no save). Moreover, all
evil foes within 30 ft must resist using Will or fall to -1 hit points and
begin dying. Those who save still suffer 3d6 damage. Costs 20 vitality.

ATER BREATHING™M: A nymph queen can grant touched
allies the ability to breathe in water as easily as in air for up to 4 hours
+ 1 hour per level per day. She can use the hours nonconsecutively
and may distribute them among multiple allies. Costs 2 vitality.

NYMPHETTE (LVL 4)
This is a young nymph. Apply -21 vitality, -2 saves, -2 attacks, an

-2 DR. Also remove Lasting Vigor, Nymph’s Glare, Replenishing % |/

Romance, and Seduction. All other features are the same.




OGRE

An ogre is a hulking brute that revels in mayhem and madness.

APPEARANCE & CULTURE

Ogres are degenerate savages of the worst kind. They revel in may-
hem, cannibalism, and other atrocities. Adult ogres stand 9 to 10 ft
tall and weigh 600 to 650 pounds. Their skin color ranges from dull
yellow to dull brown. Their clothing consists of poorly cured furs
and hides, which add to their naturally repellent odor.

Ogres favor overwhelming odds, sneak attacks, and ambushes over
a fair fight. Due to their keen noses, they are difficult to hide from.
Woe to anyone caught in an ogre’s grasp. Ogres favorite maneuvers
include ripping off a creature’s limbs and holding up a creature to
snap its spine over its knee for a lethal blow. Ogres also enjoy playing
with their foes, often shoving them back and forth before grabbing
and eating them. Ogres are intelligent enough to fire ranged weap-
ons to soften up their foes before closing in combat, but ogre bands
tend to fight as unorganized individuals.

Ogres are highly feral and their bloodline is unstable resulting in
mongrels and mutations with multiple heads, extra arms, and more.
Ogre-human hybrids often combine the worst of both races. A mix
of insanity and obsession with odd fetishes is common.

Ogre magi are the ancient progenitors of ogrekind and civilized
compared to their degenerate kin. As creatures of the Abyss, these
demons are passionate, bloodthirsty, and unpredictable. An ogre
magi stands about 10 ft tall and weigh up to 700 pounds. Its skin
varies in color from light green to light blue, and its hair is black or
very dark brown. Ogre magi favor loose, comfortable clothing with
lightweight armor.

Ogre magi love to the visit mortal realms to taste a myriad of
sensations of the flesh. In combat, they rely on magic and
resort to physical combat only when necessary. When faced
with superior forces, they prefer to retreat.

OGRE (LVL 4)
Ogres have the following statistics.
YPE Mutant
SIZE Large
ALIGNMENT Usually chaotic evil
DC 18

SENSES Darkvision, low-light vision, scent

PERCEPTION +5 ; STEALTH -1

LANGUAGES Common, Abyssal, Giant,
and Orc

INITIATIVE -1

SPEED 40 ft
ATTACK d20+7 (+9 club, +12 grap-
X le)
' P WEAPONS Dagger (1d6), club
(4d6), javelin (2d8, 30 ft) or large blitz
gun (3d10, 60 ft)
DAMAGE +5

ARMOR Tough skin and broken armor ;
DR 3

WOUNDS 18

VITALITY 31

FORTITUDE 21, REFLEX 11, WILL 12

Q&D Damage +9 ; Vitality 23

STR 21, CON 17, DEX 8, INT 6, WIS 10, CHA 6
PRIME Strength and Constitution
SKILLS Athletics +13, Endurance +18,

Intimidate +13, Survival +3

TR~ T

FP 2; DEITY Tiamat or Thulzuur

MULTICLASSING Barbarian, rogue, shaman or shifter

TREASURE Armaments plus other items worth 400 gp on itself
and in its cave or similar poor lair

BASE ABILITIES

All ogres have the following abilities.

BACK SNAP:When an ogre begins its turn grappling a Medium
or smaller foe and beats its Fortitude, it breaks the foe’s back. The
target is reduced to -1 hit points and begins dying. If the foe lives, its
speed is reduced to O ft and it suffers a -10 penalty on Strength and
Dexterity-based skill checks and attack rolls until it receives magical
healing (rather than mundane healing). The effects are permanent
without magical healing even if the creature regains full vitality.

FIREARMS PROFICIENCY: An ogre knows firearms.

IMPROVED GRAPPLE: The ogre grapples an adjacent foe
up to 1 size larger than itself when it has 1 hand free and beats the
foe’s Fortitude. The ogre enjoys a +5 bonus to initiate or resist grap-
pling. A grappled creature cannot move and can only use a Light
melee weapon already in hand. Each round, the ogre must expend a
move action to maintain the grapple, and the foe can try to beat the
ogre’s Fortitude as a standard action to break the grapple. If the ogre
desires, it can block a grappled foe’s mouth with 1 hand to prevent
speech.

IMPROVED SHOVE: The ogre shoves an adjacent foe. If it

beats the foe’s Fortitude, the foe is pushed back 1d4 x 5 ft.

SCENT:An ogre can detect creatures’ presence within
30 ft by sense of smell. If a creature is upwind, the range ,.IE’;:'-\;\

increases to 60 ft. If it is downwind, the range drops to =
15 ft. ;
SUNDER LIMB:When an ogre beats a grappled | 57 i
foe’s Fortitude, it inflicts 2d6 wound damage as it sev- £ A
ers 1 of its foe’s limbs (1d4: 1 is right arm, 2 is left _f;
arm, 3 is right leg, 4 is left leg). A severed limb can {3
be reattached or regrown using the Heal spell or
Fast Healing. A ogre may cat the limb, drop

it, or use it as an ineffective weapon.
TOSSING GAME: Two or
more ogres can work together
to play a game by tossing a
Medium or smaller foe back
and forth between them.
To play, the ogres must be
within 15 ft of each other
for a Medium foe or
within 30 ft of each other

for a Small or Tiny foe.

When an ogre starts
\ its turn grappling a foe, it
can toss the foe as a stan-
dard action to a second
ogre within range. If the
receiver beats the foe’s

Fortitude, it catches

and automatically

grapples the foe as
an immediate action.

Also, if the receive

succeeds on a DC 15
Acrobatics check, it
can bite the caught
foe for 1d2 wound
damage as a swift
action. If the foe resists
the toss, it lands prone adjacent to
the receiver and suffers 1d6 damage.
Tossing costs 2 vitality.
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DISABILITIES & MUTATIONS

In addition to its soft spot, an ogre suffers a physical limitation
acquired from combat, magical experimentation or some other
source. Apply 1 of the following effects: -10 ft speed penalty, -5 Pen-
alty to 1 save, or -5 penalty to Perception and Stealth checks. Despite
the limitation, the ogre remains strong and aggressive.

HALF-OGRE (LVL 2)

This is an unfortunate cross-breed of ogre and human. Apply -14
vitality, -1 saves, -1 attacks, and -1 DR. Also remove Back Snap,
Improved Shove, and Sunder Limb. All other features are the same.

THREE-ARMED OGRE (LVL 5)

This bizarre ogre sports an extra muscular arm. Apply +5 vitality
and the following abilities.

MULTI-ARMED GRAPPLING: While grappling, either
apply a +5 bonus on Grapple checks or use the extra arm to con-
tinue making attacks as normal against other foes.

MULTI-ATTACK SLAM: This ogre can make slam attacks
with each of its 3 arms as a standard action. Each arm delivers 4d6
damage and attack rolls are made without penalty.

TWO-HEADED OGRE (LVL 6)
These bizarre ogres sport 2 heads. Apply +14 vitality, +1 saves, +1
attacks, +1 DR, and the following abilities.

BABBLING MADNESS™: This ogre’s 2 heads can babble
together insanely. Creatures within 30 ft and hearing range suffer
1d6 psychic damage per level, or V2 damage when Will resists. Costs
2 vitality.

MULTI-HEADED TRAITS: When there are at least 2 heads,
apply a +10 bonus to Perception checks. Also, all heads must be
charmed separately for the creature to be charmed, and death of 1
head does not cause instant death. Moreover, the ogre can expend 5
vitality as a swift action to make 1 physical attack and use 1 magical
in the same round with a -2 penalty on attack rolls that round.

MULTI-EYED OGRE (LVL 6)
This ogre has extra eyes scattered around its body including the back
of its bald head. Apply +14 vitality, +1 saves, +1 attacks, +1 DR,
and the following abilities.
FORESIGHTM™: This ogre cannot be surprised and ignores Sneak
Attack damage. Moreover, once daily it may completely ignore
1 attack against it as an immediate action as if it had foreseen the
moment. This ability does not work while it is blind or unconscious.
SEE INVISIBILITY™: As a standard action, the ogre clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

OGRE MAGI (LVL 10)
Ogre magi have the following statistics.
YPE Fiend
SIZE Large
ALIGNMENT Usually chaotic evil
DcC 30

SENSES Low-light vision, nethersight, scent, see invisibility
PERCEPTION +6 ; STEALTH +10

LANGUAGES Common, Abyssal, Giant, and Orc
INITIATIVE -1

SPEED 40 ft

ATTACK d20+10 (+12 with greatsword, +15 grapple)

WEAPONS Dagger (1d6) or greatsword (4d6) or longbow
(2d8, 120 ft)

DAMAGE +5

ARMOR Scalemail over tough skin ; DR 6
WOUNDS 18
VITALITY 73
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FORTITUDE 23, REFLEX 16, WILL 18

Q&D Damage +15 ; Vitality 53

STR 21, CON 17, DEX 10, INT 12, WIS 12, CHA 14
PRIME Strength and Charisma
SKILLS Athletics +13, Intimidate +13, Survival +3

FP 5; DEITY Tiamat or Thulzuur

MULTICLASSING Barbarian, rogue, shaman or witch

TREASURE Armaments plus other items worth 1,000 gp on
itself and in its castle or similar fine lair

OGRE MAGI BONUS ABILITIES

Ogre magi have all of the abilities of the standard ogre plus the fol-
lowing additional abilities.

CONE OF COLD™:The ogre magi inflicts 1d6 cold damage per
level to all creatures in a 60-ft cone, or %2 damage if Reflex resists.
Costs 5 vitality.

DARKNESS™: The ogre magi creates total darkness in a 15-ft-
radius area around itself or an unattended object within 30 ft. The
darkness lasts 5 minutes and blocks vision including darkvision but
not nethersight. Attacks made against or launched by obscured foes
fail 50% of the time. The ogre magi can maintain only 1 area of dark-
ness at a time. Costs 2 vitality.

DISGUISE SELF™: The ogre magi’s surface traits—hair color,
garment style, gender, voice pitch, etc—transmute to grantita +10
bonus on Disguise checks for 1 hour. It can grow or shrink 1 ft and
modify its Comeliness b%\-i-/ - 5 points. Costs 1 vitality.

GASEOUS FORM™: An ogre magi can become a dark insub-
stantial gas and waft slowly for 5 minutes. In this form, it has a 10 ft
fly speed, can only take move actions, perceives as normal, has DR
10, enjoys a +5 bonus on Stealth checks, and enjoys immunity to
all ailments. It can pass through cracks but cannot enter liquids. The
Gust of Wind ability affects it normally. Costs 2 vitality.

INVISIBILITY": The ogre magi or a touched ally turns invisible
for 5 minutes or until the subject attacks, whichever comes first.
Invisibility boosts Stealth checks by +10 and refuses line of sight.
Costs 2 vitality.

OGRISH OFFSPRING: An ogre magi can mate with an ogre,
half-ogre, orc, half-orc or human to produce an ogre. Intimate
romance with an ogre magi always leads to offspring in these cases.

ROMANTIC: Apply a +5 bonus on Diplomacy checks, ora +10
bonus in romantic situations.

SEE INVISIBILITY™: As a standard action, the ogre clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

SELF-HEALING: Once daily, the ogre heals all vitality damage.

SLEEP™: One foe within 30 ft falls asleep for 5 minutes, or is
dazed for 1 round if Will resists. A sleeping creature’s allies can use
a standard action to wake him. Costs 1 vitality.

OGRE MAGI PRINCE (LVL 14)
Use the ogre magi statistics and apply +28 vitality, +2 saves, +2
attacks, +2 DR, and the following abilities.

GLOBE OF INVULNERABILITY™: For 5 minutes the ogre
magi prince ignores the effects of basic and intermediate magic abili-
ties that target it or activate in an area that includes it. Costs 10 vitality:

MENTAL BARRIER: Apply a permanent +5 bonus to Will.

SUMMON FIENDISH HORDEM: An ogre magi prince can
summon 1 or more fiends to serve for 24 hours, after which the
fiends return to their home realm of existence. The fiends’ total lev-
els cannot exceed the ogre magi prince’s level. The fiends will seek
to pervert the ogre magi prince’s instructions whenever possible.
Costs 10 vitality.

WATER BREATHING™: An ogre magi prince can breathe in |
water as easily as in air for up to 4 hours + 1 hour per level. It can us Il
the hours nonconsecutively and may expend hours to grant toucheh. ;
allies the ability to breathe water too. Costs 2 vitality. q
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OOZE

These huge amorphous creatures devour everything in their path.

APPEARANCE & CULTURE

Oozes inhabit underground areas throughout the world, scouring
caverns, ruins, and dungeons in search of organic matter—living or
dead. They lash out with pseudopods or simply engulf any creatures
they encounter. Oozes secrete acids that help them catch and digest
their prey. Some develop a telepathic sentience, which they use to
track and stun. Adult oozes vary in size from 15-ft cubes to 30-ft-
square carpets. They can live and grow for centuries and some of
them retain the magical abilities of their victims.

OOZE (LVL 6)
Oozes have the following statistics.
TYPE Aberration
SIZE Huge
ALIGNMENT Any neutral
DC 24

SENSES Blindsight

PERCEPTION +1; STEALTH +1 (+11 in shadow or darkness)
LANGUAGES None, but some communicate telepathically
INITIATIVE -4

SPEED 20 ft ; CLIMB 20 ft

ATTACK d20+11 ; MA

WEAPONS 2 slams (2d6 + 2d6 acid each)
DAMAGE +7

ARMOR None ; DR 0

WOUNDS 20

VITALITY 50

FORTITUDE 21, REFLEX 10, WILL 14

SPECIAL Immune to electricity and acid ; suffer 2x cold damage

Q&D Damage +13 ; Vitality 38

STR 24, CON 26, DEX 2, INT 4, WIS 12, CHA 2
PRIME Strength and Constitution
SKILLS Athletics +17, Endurance +17, Survival +11

FP 3; DEITY Thulzuur or Ymuri
MULTICLASSING Barbarian, elementalist, psion or shaman
TREASURE Gems and jewels worth 600 gp within its body

BASE ABILITIES
Oozes have the following abilities.

ACID: An ooze secretes a digestive acid that quickly dissolves
organic material and metal but not stone. When the ooze strikes or
constricts a foe, it deals acid damage. In addition to the hit point
damage, the foe’s armor and clothing dissolve and are made useless
unless Reflex resists. Also, a metal or wooden weapon that strikes an
ooze dissolves immediately unless the wielder resists using Reflex.
Magic items enjoy a +5 bonus on the save to resist.

LINDSIGHT: An ooze notices creatures within 30 ft concealed
by invisibility, darkness or other effects as ecasily as if they stood
unaided in broad daylight. This ability draws upon myriad natural
clues such as scent and vibration.

ENCGULF: An ooze can mow down and engulf a Large or smaller
creatures as a standard action. The ooze merely moves over its foes,
affecting as many spaces as it can cover. Those who fail to resist using
Reflex are engulfed. All others are pushed into adjacent spaces.
Engulfed foes are subject to the cube’s acid, and are considered grap-
pled and trapped within its body.

IMPROVED GRAPPLE: Using a pseudopod, the ooze grapples

an adjacent foe up to 1 size larger than itself when it beats the foe’s
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GREATER OOZE (LVL 8)

PHRENIC OOZE (LVL 12)

£

Fortitude. Apply a +5 bonus to initiate or resist grappling. A grappled
creature cannot move and can only use a Light melee weapon already
in hand. Each round, the ooze must expend a move action to maintain
the grapple, and the foe can try to beat the ooze’s Fortitude as a stan-
dard action to break the grapple. The ooze may block a grappled foe’s
mouth with 1 pseudopod to prevent speech.

SPLIT: Electrical damage causes an ooze to split into 2 identical
oozes, each with % of the original ooze’s current wound and vitality
points (round down). An ooze with 10 wound points or less cannot
be further split and dies if reduced to 0 wound points.

TRANSPARENT: Oozes are hard to see. Creatures that fail on
a Perception check versus the ooze’s Stealth check may walk or fall
into an ooze and are automatically engulfed when doing so.

This ooze has improved combat tactics. Apply +14 vitality, +1 saves,
+1 attacks, +1 DR, and the following abilities.

DISSOLVE: A greater ooze automatically deals 2d6 acid damage
cach round on its turn against grappled foes.

GRAB:When this ooze hits with a pseudopod, it can use Improved
Grapple as a swift action.

PARALYSIS: The ooze secretes an anesthetic. A target hit or
grappled by a greater ooze must resist using Fortitude or be para-
lyzed for 2 minutes. Each round on its turn, a paralyzed creature
has a 50% chance to enjoy a single move or standard action for that
round only. An ooze can automatically engulf an adjacent paralyzed
foe as a move action.

This ooze has mental powers. Apply +42 vitality, +3 saves, +3
attacks, +3 DR, the greater oozc’s abilities, and the following addi-
tional abilities. Also, it has a 5 Intelligence. It comprehends simple
speech and thoughts. :

ABSORB MINDSM: A phrenic ooze gains some of the abilities
of creatures that it kills. One minute after dissolving a creature, the
ooze gains up to 2 basic magic abilities and 1 intermediate magic
ability from the victim (assuming it had magic abilities). The ooze is
limited to 4 basic abilities and 2 intermediate abilities total at a time,
and it can choose to replace (or not) older abilities with newer ones.

ARCANE LORE: Boost Arcana and History checks by +5.

COUNTER SPELL™: As an immediate action, a phrenic ooze
can target 1 person within 30 ft that is activating a magic ability. If the
ooze beats the person’s Will, the magic is negated as the ooze floods
its mind with random thoughts. Costs 1 vitality + the countered
ability’s vitality cost, if any.

DETECT THOUGHTS™: The ooze notes the presence or absence
of thoughts (from conscious, sentient creatures) within a 60-ft cone.
After concentrating for a second round, it learns the number of think-
ing minds and the Intelligence of each. After concentrating for a third
round, it “hears” the current surface thoughts of 1 creature of its choice
within range for 2 minutes if it beats the target’s Will. Costs 2 vitality.

ID INSINUATIONM™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

ILLUSIONIST™: The ooze conjures 4 torch-like orbs, 1 human-
oid apparition, 4 voices, 1 loud animal or machine noise, or a series
of amusing stage tricks. The effects lasts 5 minutes, remain within 30
ft, and do not cause damage or require a save, though they might fool
the unwary.

MINDLINK™: The phrenic ooze can form a telepathic bond fogg
5 minutes with a sentient ally within 30 ft. Once the bond is formed,
it works over any distance. It can maintain only 1 bond at a time.

PSIONIC BLASTM: Sentient creatures within a 30-ft cone are
stunned 1d4 rounds. Will resists. Costs 5 vitality.

TELEPATHY™: The phrenic ooze enjoys telepathic communica-
tion with none, some or all sentient creatures within 120 ft. Com-
munication is as natural and quick as normal speech but does not
require a shared language. Other creatures can “speak” with the coze
but not each other.
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ORB

These floating constructs channel divine energy.

APPEARANCE & CULTURE

Orbs are technomagical creations. A typical orb is 4 ft in diameter and
equipped with periscopes, lightning rods, a voice cone, and flexible
metallic tendrils for fine manipulation. They are inscribed with super-
natural runes and prepared in line with religious rituals appropriate
to the deity they channel. Although they are machines, they serve
as channels to divine power and thus often haunt temples as well as
places under a deity’s auspice such as graveyards for a death goddess.

ORB (LVL 6)
Orbs have the following statistics.
TYPE Construct
S1ZE Medium
ALIGNMENT Neutral or same as Deity
DC 22

SENSES Low-light vision, darkvision

PERCEPTION +14 ; STEALTH +5

LANGUAGES Common plus 1 other language
appropriate to its deity and/or location

INITIATIVE +0

SPEED 5 ft; FLY 30 ft
ATTACK d20+7
WEAPONS Bash (1d6)
DAMAGE -2

ARMOR Metallic plating ; DR 5
WOUNDS 10

VITALITY 46

FORTITUDE 14, REFLEX 14, WILL 20
SPECIAL Construct Traits

Q&D Damage +4 ; Vitality 34

STR7,CON 19, DEX 10, INT 11,
WIS 19, CHA 15

PRIME Constitution and Wisdom

SKILLS Acrobatics +5 (fly +10), Bluff
+5, Diplomacy +5, History +5, Insight
+19, Intimidate +1, Mechanics +5,
Nobility +7, Religion +19

FP3; DEITY Any.
MULTICLASSING Artificer, cleric, druid, invoker, necroman-
cer or warlock (as appropriate to its deity)

TREASURE Chassis worth 600 gp in spare parts

BASE ABILITIES
Orbs have the following abilities.

CONSTRUCT TRAITS: An orb does not bleed and is immune
to disease, nausea, and poison. It does not need to breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It must sleep
(power-down) to regain vitality. It is immortal and cannot be raised
from death if slain. It gains only 2 the benefit of cure spells. How-
ever, once daily, it may attempt a DC 15 Mechanics check to regain
a number of wound points equal to the check result minus 15.

DETECT MATCH™: The orb targets 1 person within 30 ft and
learns whether his deity matches the orb’s deity. Will resists if the
person’s level equals or exceeds the orb’s level.

DIVINE INTERCESSION™: Once daily the orb prays as a
move action and selects a single cleric, druid, invoker or warlock
basic or intermediate ability. Select cleric if the orb’s deity is good
or lawful, druid if it is chaotic or neutral, or warlock if it is evil.
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Alternatively, it may select invoker regardless of its alignment. The
orb must immediately use the ability or lose it. Use costs no vitality.

DIVINE RITUALM: Once daily the orb may conduct a 2-minute
ritual to summon a spirit of its deity and tap its powers. Select cither 2
basic boons or 1 intermediate boon. The boon is available as an ability
to the orb for 24 hours.

ENDURE ELEMENTS: An orb ignores the effects of extreme
temperature. It can exist comfortably in conditions between -40°
and 140° F without harm. Its gear is also protected. This ability is
continuously in effect even when it is unconscious.

LIGHTNING BOLTS™: The orb inflicts 1d6 electrical damage
per level (max 10d6) to all creatures in either a 15-ft cone or along a
60-ft line, as it desires. Apply %2 damage if Reflex resists. Targets that
don’t resist are also dazed for 1 round. Costs 2 vitality.

MOMENT OF CHOICE:The orb retreats for 1 minute to con-
sider an immediate choice that it and its allies face such as whether
to open a chest or enter a room. It receives an answer of weal (good
fortune), woe (bad fortune) or unclear (mixed fortune) if it or the
allies do the action. The chance it receives an answer equals 70% +
1% per level. The answer is based on the likely outcome within the

next 10 minutes. Costs 2 vitality.

ELDER ORB (LVL 14)

Apply +56 vitality, +4 saves, +4 attacks, +4 DR, and the
following abilities.

BESTOW MAGICM: An adjacent ally can use 1
basic ability the orb knows of the orb’s choice for 24

hours. The orb can still use the ability and may grant
multiple abilities to 1 creature. Costs 5 vitality.
BROADCASTM: At any time, the orb can whis-
per a 25-word message that is clearly audible to
1 ally per level within 2 miles. It does not need
line of sight or line of effect. Costs 2 vitality.
FORM OF THE AVATARM: For 2
minutes, the orb knows all boons for its deity
and cannot use any other abilities. It also acquires
its deity’s general likeness and manner. Afterward
the orb is exhausted. Costs 10 vitality.
GEAS™: The orb targets 1 creature within 30 ft.

If the target fails to resist using Will and has levels

less than V2 the orb’s, it is compelled to carry out
a service or refrain from some action or course of
activity, as the orb desires, for up to 1 day per level.
The orb cannot compel a creature to kill itself
or perform acts that would result in certain
death, but it can geas it to complete any other
instructions of 25 words or less. A clever target
can subvert some instructions. Each day that an
affected creature freely chooses to disobey the geas,

it suffers a cumulative -2 penalty to all d20 rolls (max penalty -8).
Obeying the geas again ends the penalty after 24 hours. The orb can
cancel the geas at any time. Remove Curse also ends it. Costs 5 vitality.

GREATER BESTOW MAGICM: As Bestow Magic, but the orb™™
grants either 2 basic or 1 intermediate ability. Costs 10 vitality.

IMPROVED RESISTANCE™: The orb or a touched ally gains
a temporary rune and enjoys a +4 bonus on saves for 5 minutes.
Costs 2 vitality.

MAGIC |{ES|5TANCE:The orb enjoys a +5 bonus on saves to
resist magic abilities. Also, when it is targeted by a magic ability that
does not allow a save, its foe must beat its Will anyway, and if it saves
then the magic has no effect.

PONTIFICATE: Once daily, after 1 minute spent speaking and
praying with up to 5 ad/\];\acent allies, everyone each heals 1d6 vitality.

EFRESHMENT™: As a move action, all allies within 30 ft
immediately recover from fatigue and fear effects, and exhaustion
and nausea become fatigue. Costs 2 vitality.

SPIRITUAL ENHANCER: Each day, for 24 hours, the orb
knows 4 basic boons listed under its deity. Alternatively, it receives 21

intermediate boons, 2 basic and 1 intermediate boon, or 1 advanced
boon, as the situation suggests.
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ORC

These rude mutants relentlessly roam in search of deadly fun.

APPEARANCE & CULTURE

Orcs are savage humanoids, tall and burly with green or gray skin,
small upward-jutting tusks, and black hair and eyes. They are brutal,
chaotic, and pugnacious. Drops of demonic blood flow in their veins.

Orecs are bloodthirsty and lazy. They avoid work and like to pillage,
torment, and raid. They organize into tribes with names like Bone
Crushers, Skull Smashers, and Blood Suckers. Only the strongest
manage to maintain some semblance of order.

As chaotic creatures, orcs inhabit varied terrain, come in many fla-
vors, and are highly unpredictable (often to the point of foolishness).
Grungar orcs deliver powerful blows and keep standing when they
should be dead. Delver orcs have gray skin and live underground.
They can meld into stone and make excellent assassins. Slayer orcs
walk amongst the undead. They eschew armor and instead weave
bones into their skin. They wield bones to deliver terrible wounds
that don’t heal. Screamer orcs regenerate wounds and can enter a
terrifying frenzy. Finally, shaman orcs keep horrid secrets, heal
their kin, and pluck out eyes with ease. Orcs are fascinated with
gouging and eating eyes, particularly those of elves.

Legends describe ancient days when orcs were close to
the earth and wise in its ways, eager to protect nature
and friendly with plants and animals. Given their love
of fire, self-scarification and death, those days are
long passed. Some sages blasphemously suggest that
orcs are cursed elves born from the earth.

Aquatic orcs, called sea orcs or sligs, hunt
along beaches and shallow seas.

ORC (LVL 3)
Orcs have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually chaotic evil
DC 16

SENSES Darkvision, light blindness
PERCEPTION +5 ; STEALTH +0
LANGUAGES Common and Orc
INITIATIVE +0

SPEED 30 ft ; CLIMB 30 ft

ATTACK d20+4 (+5 falchion)

WEAPONS Dagger (1d4, 10 ft), falchion
(2d6), battle axe (1d8), spear (1d8, 30 ft, 10 ft
reach)

DAMAGE +3

ARMOR Tough skin and broken armor
;DR 2

WOUNDS 12

VITALITY 24

FORTITUDE 16, REFLEX 11,
WILL 11

Q&D Damage +6 ;Vitality 18

STR 17, CON 17, DEX 10, INT 8, WIs 10, CHA 6
PRIME Strength and Constitution
SKILLS Athletics +13, Intimidate +13, Survival +5

FP 2; DEITY Tiamat or Thulzuur

MULTICLASSING Barbarian, rogue, shaman or warlock

TREASURE Armaments, mundane items, and random trophies
worth 300 gp on itself and in its hovel or other poor lair

I
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BASE ABILITIES
All ores have the following abilities.

FIREARMS PROFICIENCY: An orc knows firearms.

IMPROVED BULL RUSH: An orc can shove an adjacent target.
If it beats the target’s Fortitude, the target is pushed back 1d4 x 5 ft.
The orc must move at least 10 ft just prior to using this ability. The orc
enjoys a +5 bonus on attack rolls and saves involving this ability.

IMPROVED GRAPPLE: The orc grapples an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply a
+5 bonus to initiate or resist grappling. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the orc must expend a move action to maintain the grapple,
and the foe can try to beat the orc’s Fortitude as a standard action to
break the grapple. The orc may block a grappled foe’s mouth with 1
hand to prevent speech.

LIGHT BLINDNESS: Abrupt exposure to bright light (such as
sunlight or a Daylight spell) blinds orcs for 1 round and leaves them
dazzled as long as they remain in the lit area. A dazzled character suf-

fers a -1 penalty on dice rolls and saves.

ORCISH BLOOD FURY: Once daily, when an orc first
suffers wound damage, it gains a +2 bonus on attack rolls
and +2d6 damage for 5 minutes, after which it is fatigued.

RACIAL HATRED: Orcs receive special martial
training against ancient foes. Apply a +1 bonus
on attack rolls and +1d6 damage against elves
and half-elves.

REDOUBLE:Twice daily, an orc can recover
4d6 vitality after 1 minute of rest.

DELVER (LVL 3)
These cave-dwelling orcs have the following
additional abilities.

ASSASSINATION: Once daily, a
delver orc can direct a deadly assault against
a surprised, helpless or defense-
less adjacent foe with its

weapon. It delivers
+15 damage, or +5

if Will resists.
Costs 5 vitality.

CAVELAND SKILLS: Apply a +4 bonus on Acrobatics, Athlet-
ics, Dungeoneering, and Stealth checks. Also, the delver orc knows
Undercommon.

MELD INTO STONE™: A delver orc can vanish into an adja-
cent 5-ft-cube stone volume for up to 5 minutes. It can hear but not
see and can take no actions except to end the effect as a standard
action. It is undetectable from outside the stone. Costs 2 vitality.

NETHERSIGHT: A delver orc sees in normal and magical dark-‘
ness as easily as a human sees in daylight. 1
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GRUNGAR (LVL 3)
These killer orcs have the following additional abilities.

BEAR'S ENDURANCE: Apply a +5 bonus Endurance checks.
Also, an grungar orc enjoys a +5 bonus to resist abilities that cause
fatigue or exhaustion, and can sleep in armor without experiencing
fatigue the next day.

IEHARD: When a grungar orc falls below 0 wound points, it
is not unconscious. Instead it is conscious and can continue to take
a single move or standard action each round until it reaches -10 hit
points, at which time it dies.

HEARTINESS: Apply a +2 bonus to resist magic abilities that
allow a Will save, and apply a +5 bonus to resist disease and poison.

RAPID ATTACK: A grungar orc can make 2 attacks with the
same melee weapon in rapid succession as a standard action. It can
direct attacks to the same foe or to 2 different foes. When it does so,
apply a -2 penalty on both attack rolls.

GRUNGAR SKILLS: A grungar orc enjoys a +2 bonus on
Stealth and Warcraft checks and speaks Giant and Gnoll, the lan-
guages of its usual allies.

} SCREAMER (LVL 3)

These insane orcs have the following additional abilities.
DEMONIC RESI STANCE: Apply +5 DR against acid and fire.
PROFANE LORE: Apply a +5 bonus on Arcana, Bluff, History,

Insight, and Perception checks when dealing with fiends or recalling

lore about fiends. Also, a screamer orc speaks Abyssal and Infernal

and has a permanent fiendish sigil on its body.

SCREAMING FRENZY™: Once daily for 2 minutes, a screamer
orc gains DR 10, fast healing 2, nethersight, immunity to acid and
fire, and a continuous scream that causes all non-demons and non-
orcs within 30 ft to be dazed if they fail to resist using Will, or suffer a
-2 penalty on all d20 rolls even if they resist. The effect lasts until the
orc stops screaming. Once a creature successfuly resists, it is immune
to that particular orc’s scream for the rest of the day. Costs 10 vitality.

UNNATURAL STAMINA: Screamer orcs utilize magical
concoctions to improve their constitution. Apply a +2 bonus on For-
titude saves and a +10 bonus on Endurance checks.

SHAMAN (LVL 3)
These unholy orcs have the following additional abilities.
EYE GOUGE™: One adjacent foe permanently loses an eye, suf-
fers 1d4 wound damage, and endures a permanent -2 penalty to Per-
ception checks if the shaman orc beats its foe’s Reflex. Regenerate or
Heal restores the eye. Costs 2 vitality.
LAY ON HANDS™: A shaman orc’s touch heals a willing crea-
ture’s wound damage. The amount of wounds healed equals 1d8 + its
level. A creature can benefit 3x daily if it shares the orc’s alignment
and deity, 2x daily if it shares either, and 1x daily if it shares neither.
' Most orc shamans are chaotic evil and worship Tiamat or Thulzuur.

| SCORCHING HANDS™: Creatures within a 15-ft cone suf-
: fer 1d4 fire damage per level (maximum 5d4), or %2 damage when
Reflex resists. Costs 1 vitality.

THIRD EYE™: A shaman orc enjoys a +5 bonus on Perception
checks and notices invisible creatures as if they were visible.

UNCLEAN KNOWLEDGE: Apply a +3 bonus on Arcana and
Religion checks, and the shaman orc knows Abyssal.

NNATURAL SPIRIT: Shaman orcs use magical concoctions

to improve their willpower and insight. Apply a +2 bonus on Will
saves and a +5 bonus on Insight and Perception checks.

These stealthy orcs have the following additional abilities.

BONE SLAYER™: The slayer orc uses a magical bone weapon
that inflicts 1d6 wound damage and grants a +2 bonus on attack
rolls. Moreover, damage dealt by the bone weapon does not heal
normally. The damage only heals by magic. Remove Curse ends the
effect. If the weapon is lost, making another requires the bones of a
slain undead humanoid, 25 gp, and 1 day of rituals.

L

ORC WARLORD (LVL 6)

D

DODGE: As an immediate action, the slayer orc ignores 1 melee
weapon attack before it knows whether it hits. Requires Unnatural
Agility and works only in light or no armor. Costs 2 vitality.

GRAVEWALKER: A slayer orc enjoys a +10 bonus on Disguise
checks to be mistaken for undead and +10 bonus on Intimidate
checks when dealing with undead creatures.

UNNATURAL AGILITY: Slayer orcs use magical concoctions
to improve their dexterity. Apply a +2 bonus on Reflex saves and a
+5 bonus on Acrobatics and Stealth checks.

WRAITH'S KISS™: As a move action, an adjacent helpless foe
suffers 1d4 wound damage, or dies if the orc beats its Fortitude.

Orc warlords have the following statistics.
TYPE Mutant
SIZE Large
ALIGNMENT Usually chaotic evil
DC 22

SENSES Darkvision, light blindness
PERCEPTION +8; STEALTH -2
LANGUAGES Common, Orc, and Abyssal
INITIATIVE +0

SPEED 40 ft ; CLIMB 30 ft

ATTACK d20+10 (+12 with falchion)

WEAPONS Falchion (3d6, 10 ft reach), battle axe (2d8, 10 ft
reach) or longspear (2d8, 30 ft, 15 ft reach)

DAMAGE +7

ARMOR Hide over tough skin ; DR 5
WOUNDS 18

VITALITY 45

FORTITUDE 20, REFLEX 13, WILL 16

Q&D Damage +13 ; Vitality 33

STR 25, CON 16, DEX 10, INT 10, WIS 17, CHA 14

PRIME Strength and Wisdom

SKILLS Athletics +18, Intimidate +18, Religion +8, Survival
+8, Warcraft +10

FP 3; DEITY Tiamat or Thulzuur

MULTICLASSING Barbarian, rogue, shaman or warlock

TREASURE Armaments, mundane items, and random trophies
as personal gear worth 600 gp on itself and in its lair

BONUS ABILITIES

An orc warlord stands above all others both physically and in terms
of raw power. It has the same abilities as a standard orc (such as a
delver, grungar, etc) plus the following additional abilities. S

EYE OF FEAR AND FLAME: An orc warlord’s eye channels
vile magic. All targets within 90 ft must resist using Reflex or be
permanently blinded, resist by Will or be frightened for 1 hour, and
also resist by Fortitude or suffer 4d6 fire damage. Costs 5 vitality.

FIENDISH RITUAL™: Once daily, an orc warlord may con-J8
duct a 1-minute ritual to tap demonic powers. Select any 1 basic or
intermediate shaman or warlock magic ability. The warlord orc must
use the ability within 1 hour or the orc loses it.

LOCAL FAME: Fey, fiends, mutants, and persons including orcs
within a 1-mile radius know the orc warlord’s name, current loca-
tion, and most of its activities, for better or worse.

ORC WARLORD: As a move action, an orc warlord inspires
allies to act with insane courage. All orcs and demons within hearing
range or line of sight out to a distance of 120 ft gain a bonus move
action usable on their next turn and enjoy a +2 bonus on attack an
damage rolls until the start of the orc warlord’s next turn. This abil- =
ity is usable at will but multiple effects do not stack.




OKARI

BASE ABILITIES

This incorporeal aberration treats mortals as play-things.

APPEARANCE & CULTURE

The okari, both singular and plural, are an offshoot

of numerous mortal races. While every okari

has a unique background, all share the same

outcome. An okari has shed most of his mortal
frame—everything except his brain—to enjoy

eternal life, with the power and hubris that come with a

mind detached from reality’s pangs. Though uncom- 2
mon, and generally loathe to share secrets that

might boost their number, okari fancy themselves

as a distinct race, evolved from lesser mortals.

Okari are highly intelligent, informed,
and sophisticated. For this reason, they
claim the right to experiment and toy with
mortals as they work toward inscrutable
ends. They often vacillate between kind and
cruel, as their twisted reasoning leads. Okari often
capture mortals, hold them for a time in illusionary
prisons, and present them with various tests.

An okari’s primary weakness is its
brain: It may float around with its brain,
or it may leave the brain back in its lair,
usually within a special canister that
resists detection and attacks. Some
okari even hide their brain in the
depths of the Astral Realm. Bar-
gaining with an okari is signifi-
cantly easier when one has its brain
canister in hand.

OKARI (LVL 12)
Okari have the following statistics.
TYPE Aberration
SIZE Tiny (but appear Medium)
ALIGNMENT Usually neutral evil
DC 34

SENSES Mindsight

PERCEPTION +7; STEALTH +5

LANGUAGES Common and Draconic, plus telepathy 120 ft
INITIATIVE +0

SPEED 5 ft ; FLY 20 ft

ATTACK d20+15

WEAPONS Magic tendril (5d4 pain damage)
DAMAGE -5

ARMOR Protective psychic aura ; DR 8 (or 10, see below)
WOUNDS 2

VITALITY 84

FORTITUDE 17, REFLEX 17, WILL 23

Q&D Damage +7 ; Vitality 60

STR 1, CON 10, DEX 10, INT 28, WIS 15, CHA 17

PRIME Intelligence and Charisma

SKILLS Appraise +19, Arcana +19, Bluff +13, Craft +19, Diplo-
macy +13, Handle Animal +8, Heal +8, History +19, Insight +8,
Intimidate +0, Literacy +24 Mechanics +7, Music +13, Nature
+19, Nobility +13, Pilot +5, Technics +26, Warcraft +19

FPe6; DEITY Maiya
MULTICLASSING psion, sage, savant, wizard
TREASURE Items worth 750 gp in secret chest worth 5,000 gp
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Okari have the following abilities.
ARCANE TRAINING: Apply a +3 bonus on Arcana and Lit-
eracy checks. An okari can read magic scrolls and speak Draconic.
ELECTROTECH: An okari studies invisible mundane forces of
nature (called immateria) such as electrics, kinetics, nucleonics,
optics, and sonics. It can make checks using the Technics skill
(RPG, pg 177) and enjoys a +2 bonus on Mechanics and Tech-
nics checks.
ILLUSIONIST™: An okari can conjure 4 torch-like orbs,
1 humanoid apparition, 4 voices, 1 loud animal or machine
noise, or a series of amusing stage tricks. The effects last 5
minutes, remain within 30 ft, and do not cause damage or
require a save, though they might fool the unwary.
IMMORTAL™: Okari do not age, do not need to
breathe, eat or sleep, and cannot be raised from death if
slain.
INVISIBILITY™: The okari or a touched ally turn invis-
ible for 5 minutes or until the subject attacks, whichever
comes first. Invisibility boosts Stealth checks by +10 and
refuses line of sight. Costs 2 vitality.
LEVITATE™: When the okari concentrates as a standard
action, it mentally moves 1 target weighing up to 250 pounds a dis-
tance of 30 ft up or down. The okari can move itself, a willing creature
or an unattended object out to a distance of 60 ft. Costs 2 vitality.
MAGE ARMORM: A shimmering field grants the okari +4 DR
for 1 hour. Mage Armor does not stack with real worn armor or
Bone Armor. Costs 1 vitalitX{

MAGE HAND™: An okari can telekinesis a
single unattended object weighing up to 5 pounds and
within 30 ft. It can telekinesis the object up to 10 ft. =

MINDSIGHT™: An okari perceives its environment nor- _ | J
mally regardless of perceptual impairment (such as blindness) or"
natural environmental effects (such as darkness or mist).

MIRAGE™: The okari creates an illusion of 1 creature, object,
corpse or building with full auditory, visual, tactile, olfactory, and ther-
mal elements. The illusion can be as small as a house fly or as large as
a keep or ancient dragon. The illusion functions as if it were real. If a
creature actively attempts to disbelieve, the okari must beat its Will or
the effect ends for that creature. The illusion lasts as long as the okari
concentrates as a standard action + 1d4 rounds. Costs 10 vitality.

MODIFY MEMORY™: An adjacent sentient person forgets
events of the past 5 minutes and “recalls” memories planted by the
okari. If the person’s Will resists, he is dazed for 1 round instead. The
effect lasts 5 minutes, or is permanent if the okari beats the target’s
Will a second time. Costs 5 vitality.

PAIN BLAST™: The okari projects a translucent ray out to 90
ft that blossoms into a 15-ft-radius ball of white light. Creatures in
the area suffer 1d6 pain damage per level (max 10d6), or %> damage
when Will resists. Costs 2 vitality.

SECRET CHEST™: An okari can craft a magic chest costing a
minimum of 5,000 gp. The chest holds up to 1 cubic ft of material f
per level. When not in use, it resides safely in an extradimensional
space (in the Astral Realm) that the okari can call from anywhere.
The okari can summon or stow the chest as a standard action.

SELF-IMAGE: An okari continually generates a full-sensory
3-dimensional illusion of a Medium or Small person, representing
itself in mortal life. It may cloak its brain using the illusion or it may
allow the illusion to wander up to 120 ft from its brain while main'{y
taining a full-sensory likeness, as if the brain where with the illusion.
The illusion does not bleed, cry, sweat or cast a shadow. Suspicious
folk can resist using Will to see the okari is merely a floating brain
with a ghostly outline of a body.

TELEPATHY™: An okari can wordlessly hear and speak with
1, some or all sentient beings within 120 ft. Communicating is as
natural and quick as normal speech but requires no shared language. -
Affected creatures cannot so communicate with each other. Costs 1
vitality per round.




OTYUGH

This revolting muck dweller subsists mainly on trash.

APPEARANCE & CULTURE
Otyughs are always hungry and happily eat carrion, offal, and other

trash though they prefer fresh meat. They are shy and prefer warm,
dark, dreck-filled areas. Thus, they are content to remain hidden and
attack living creatures only if they feel threatened or are starving.

A typical otyugh has a body 8 ft in diameter and weighs about
500 pounds, though some grow notably larger. An otyugh has an eye
stalk that it relies on to keep watch while immersed in trash, sludge
or water. In combat, it vigorously slashes and squeezes foes with its
tentacles, which it also uses to drag prey into its muscular, toothy
maw.

Otyughs tend to graze in small herds. Larger herds are often lead
by a priest-like figure that is truly frightening, with magical powers
that drag prey toward it as it consumes both life force and flesh.
These priests are rarely satisfied with carrion and prefer living crea-
tures because what they truly enjoy is the taste of a decaying soul.

Otyughs are ripe with disease. Creatures struck by an otyugh
soon begin to rot and rarely survive without curative intervention.
The rare demonic otyugh is worse. It produces a sticking cloud that
quickly chokes and kills prey. These supernatural terrors also secrete
ared slime that destroys weapons, and even those who survive may
suffer a mental breakdown later as their sanity rots away.

OTYUGH (LVL 4)

Otyughs have the following statistics.
TYPE Magical Beast
SIZE Large
ALIGNMENT Usually chaotic neutral
DC 18

SENSES Darkvision, scent

PERCEPTION +5 ; STEALTH +5

LANGUAGES Common, Orc, Terran, and Undercommon
INITIATIVE +0

SPEED 20 ft

ATTACK d20+9 (+10 bite) ; MA

WEAPONS Bite (3d6) or 2 Tentacles (2d6 each, 15-ft reach)
DAMAGE +2

ARMOR Rocky, rubbery hide ; DR 8
WOUNDS 15

VITALITY 35

FORTITUDE 21, REFLEX 12, WILL 15

Q&D Damage +6 ; Vitality 27

STR 14, CON 24, DEX 10, INT 5, WIS 12, CHA 6

PRIME Constitution and Wisdom

SKILLS Athletics +7, Dungeoneering +2, Endurance +22, Sur-
vival +16

FP 2; DEITY Maurob, Tiamat or Thulzuur
MULTICLASSING Barbarian, elementalist, psion or shifter
TREASURE Items worth 400 gp scattered in its lair

BASE ABILITIES
Otyughs have the following abilities.

CONSTRICTING GRAPPLE:The otyugh grapples an adjacent
foe up to 1 size larger than itself when it beats the foe’s Fortitude.
Apply a +5 bonus to initiate or resist grappling. A grappled creature
cannot move and can only use a Light melee weapon already in hand.
Each round, the otyugh must expend a move action to maintain the
grapple, and the foe can try to beat the otyugh’s Fortitude as a stan-
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dard action to break the grapple. If it fails, it suffers 2d6 damage due
to constriction. The otyugh may block a grappled foe’s mouth with
1 tentacle to prevent speech. As a standard action, the otyugh may
move the grappled foe 5 ft, either moving at the same time with the
foe or repositionin%/\the foe.

CONTAGION™: As a swift action, a living creature struck by an
otyugh must resist using Fortitude or contract a magical rotting dis-
ease. The symptoms begin 2 minutes after contact and include exces-
sive sweating, boils, and rotting skin that falls off to reveal putrefying
flesh and cracking bones. The discase leaves the target permanently
fatigued and inflicts 1d6 vitality damage and 1 wound damage per day
until the creature is healed using Cure Ailment and Remove Curse.

SCENT: Otyughs have keen noses. They can detect creatures’
presence within 30 ft by sense of smell. If a creature is upwind, the
range increases to 60 ft. If it is downwind, the range drops to 15 ft.

DEMONIC OTYUGH (LVL 6)
Apply +14 vitality, +2 saves, +2 attacks, +2 DR, and the following
abilities.

CLOUDKILL™: The otyugh conjures a noxious 30-ft-radius
cloud within 90 ft. Each round a creature remains in the area, it
suffers 1d4 acid wound damage, is blinded, and is reduced to a 5 ft
speed. The cloud remains for 2 minutes or until the otyugh dismisses
it. The otyugh can only maintain 1 cloud at a time. Costs 5 vitality.

PROTECTIVE SLIME™: The otyugh coats its skin with a slimy
red jelly for 5 minutes. Mundane manufactured weapons that touch
it are destroyed unless the wielder’s Reflex resists. Magic weapons
are unaffected. Costs 2 vitality.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
score exceeds its Wisdom score, its goes insane.

OTYUGH PRIEST (LVL 10)

Apply +42 vitality, +3 saves, +3 attacks, +3 DR, and the following
abilities.

DEVOURING BEAST™: As a move action, the otyugh feeds on
others’ life force. Adjacent foes, and foes grappled by the otyugh, suf-
fer 4d6 vile damage, or V2 damage if Fortitude resists. Costs 5 vitality.

FLING FOE: The otyugh targets an adjacent foe of its size or
smaller. If it beat its Fortitude, it throws the foe 1d6 x 5 ft. The foe
lands prone, suffers 3d6 damage, and is stunned for 1d4 rounds.
Even a foe who resists suffers 2d6 damage.

GLOSSOLALIAM: The otyugh’s awful gibbering distracts think-
ing creatures. Creatures within 60 ft suffer a -5 penalty to skill
checks, and if the otyugh beats their Fortitude, they are stunned for
1 round (if they have Intelligence 20+), dazed for 1 round (if they
have Intelligence 10 to 19) or shaken for 1 round (if they have Intel-
ligence 3 to 9). Costs 2 vitality.

GODS LORE:This ot ugh enjoys a +10 bonus on Religion checks.

HUNGRY AURA™M: As a move action, the otyugh radiates a
powerful aura. The aura consumes an immediate action from its foe..
Those within 30 ft expend an immediate action to move adjacent to
the otyugh. Costs 5 vitality.

LIFE DEVOURER: Once daily as an immediate action, the
otyugh devours healing energy. When Lay On Hands or a similar
ability activates to restore Vitality or heal wound damage within 158
ft of the otyugh, the ability fails and instead heals the otyugh by the
same amount.

MENTAL BARRIER: Apply a permanent +5 bonus to Will.

WARPING SPITTLE: One foe within 30 ft must resist using
Reflex or suffer 1d6 acid damage and be unable to move physically
or magically until the start of the otyugh’s next turn. Costs 5 vitality.

BABY OTYUGH (LVL 2)
This Medium creature is a juvenile. Its bite only inflicts 1d6 damage,
it has no tentacle attacks, and it lacks Constructing Grapple. It has 1 r
wound points and 21 vitality points. Finally, it suffers a -1 penalty on "% |/
attacks, DR, and saves. All other statistics and abilities are the same.




OWLBEAR

This bizarre hybrids of owls and bears are ferocious guardians.

APPEARANCE & CULTURE

Owlbears are a mad blend of owl and bear into a single ferocious
creature that is equally powerful and stealthy. An adult owlbear
stands up to 10 ft high and weighs 1,500 pounds or more. It is cov-
ered in a thick coat of feathers and fur that protect it against the
elements, and it can use its sharp beak and rapacious claws in coor-
dinated attacks. Most terrifying, an owlbear can flit up to 30 ft, and
it is whisper quiet while moving through the air to surprise foes. The
legendary kingslayer owlbear is far worse.

Druids, witches, and others often train owlbears as guards. Owl-
bears lay 1d6 eggs each spring. Eggs fetch up to 3,000 gp each, and a
trainer can rear a newling owlbear to obey simple 1-word commands
such as “halt”, “retreat” or “attack” following 6 months of training
and a successful DC 23 Handle Animal check. Alternatively, 6 weeks
of similar training with a DC 28 Handle Animal check can tame an
adult owlbear. The cost of such training equals 2,000 gp.

OWLBEAR (LVL 4)
Owlbears have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENT Usually neutral
DC 18

SENSES Low-light vision, scent

PERCEPTION +6 ; STEALTH +1 (+11 when using flit)
LANGUAGES None

INITIATIVE +6

SPEED 30 ft

ATTACK d20+8 (+10 bite) ; MA

WEAPONS Bite (4d6) or 2 claws (2d6 each, 10 ft reach)
DAMAGE +6

SPECIALIf 2 claws hit, apply +1d6 raking wound damage

ARMOR Thick fur and feathers ; DR 3
WOUNDS 15

VITALITY 33

FORTITUDE 20, REFLEX 15, WILL 13

Q&D Damage +10 ; Vitality 25

STR 23, CON 21, DEX 12, INT 2, WIS 12, CHA 12

PRIME Strength and Constitution

SKILLS Acrobatics +6, Athletics +16, Endurance +15, Survival
+6 (+11 when tracking)

FP2; DEITY Greenwyrm or Corvis

MULTICLASSING Barbarian, druid, shifter or witch. Only an
owlbear guardian can become a druid or witch.

TREASURE Items worth 400 gp scattered in its nest

BASE ABILITIES
Owlbears have the following abilities.

KNOCK BACK: A owlbear can shove a target. If it beats its tar-
get’s Fortitude, the target is pushed back 1d4 x 5 ft. A owlbear must
move at least 10 ft just prior to using this ability or be at least 1 size
larger than its target.

OWER GRAPPLE: The owlbear grapples an adjacent foe up to
1 size larger than itself when it beats the foe’s Fortitude. Apply a +5
bonus to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each round,
the owlbear must expend a move action to maintain the grapple, and
the foe can try to beat the owlbear’s Fortitude as a standard action

OWLBEAR GUARDIAN (LVL 8)

KINGSLAYER OWLBEAR (18)

£

to break the grapple. The owlbear may block a grappled foe’s mouth
with 1 paw to prevent speech. As a standard action, the owlbear may
move the grappled foe 5 ft, either moving at the same time with the
foe or repositioning the foe.

SCENT: An owlbear can detect creatures’ presence within 30 ft
by sense of smell. If a creature is upwind, the range increases to 60
ft. If it is downwind, the range drops to 15 ft.

SILENT FLIT™: As a standard action, the owlbear gains the abil-
ity to fly at speed 30 for the remainder of its turn. It must end flight
on a solid surface. While flying, it enjoys a +10 bonus on Stealth
checks. Costs 1 vitality.

SQUAWK: An owlbear emits a devastating squawk. All creatures
except owls, bears, and other owlbears in a 30-ft cone are deafened
for 5 minutes and suffer 1d6 sonic damage per level, or /2 damage if
Fortitude resists. Costs 2 vitality.

This owlbear is a fierce protector. Apply +28 vitality, +2 saves, +2
attacks, +2 DR, +6 Intelligence, and the following abilities.

CAMOUFLAGE: When an owlbear is in an outdoor environ-
ment and remains motionless while concealed, it enjoys a +20 bonus
on Stealth checks. Moreover, even when it moves through an out-
door area, it enjoys a +5 bonus. The environment must afford places
to hide, as normal, and the owlbear does not benefit when a foe
already notices it.

EYE GOUGE™: One adjacent foe permanently loses an eye, suf-
fers 1d4 wound damage, and endures a permanent -2 penalty to Per-
ception checks if the owlbear guardian beats its Reflex. Regenerate
or Heal restores the eye. Costs 2 vitality.

SECOND WIND: Once daily, after 1 minute of rest, an owl-
bear guardian recovers 4d6 vitality.

STALWART GUARDIAN: A guardian owlbear is immune to

charm, disease, sleep, and poison.

This owlbear is a truly horrid monster. Apply +98 vitality, +7 saves,
+7 attacks, +7 DR, and the following abilities.

CONSTRUCT TRAITS: A kingslayer owlbear does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and can-
not be raised from death if slain. It gains only %2 the benefit of cure
spells. However, once daily, it may attempt a DC 15 Mechanics check
to regain a number of wound points equal to the check result minus 15.

DAZING BLOW: As a swift action when making a claws attack,
the owlbear’s target must resist using Fortitude or be dazed for 1
round in addition to any damage dealt. Costs 2 vitality.

FAST HEALING: This owlbear always stabilizes. Also, each
round at the end of its turn, it automatically heals 2 wound points.
This occurs even if it is unconscious but not dead.

IGNORE ATTACK™: As an immediate action, the owlbear sim-
ply ignores any 1 incoming attack. Costs 2 vitality.

IMMUNITY TO MAGIC: A kingslayer owlbear is immune to
all magic attacks and effects—beneficial, baleful or otherwise—that
allow a save to resist. Moreover, even attacks that allow no save have
a 50% chance to fail against the owlbear. \.ﬁ'\

LIGHTNING CONE™: From its beak, the owlbear projects a
mass of bolts to inflict 1d6 lightning damage per level to all creatures
in a 60-ft cone. Reflex resists for %> damage. Costs 5 vitality.

STOMP: Creatures up to size Medium within 15 ft and in contact
with the ground must resist using Reflex or fall prone. Costs 1 vitality.

STUNNING BLOW: As a swift action when it makes a single
claws attack, the kingslayer owlbear’s next target that round must
resist using Fortitude or be stunned for 1d4 rounds in addition to any
damage dealt. Costs 5 vitality.

WOUNDING BITE: As a swift action, the kingslayer owlbear’si
next successful bite attack that round deals +1d6 wound damage in
addition to any other damage dealt. Costs 5 vitality.
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RAKSHASA

These deceitful feline spirits are masters of true names.

APPEARANCE AND CULTURE

Rakshasas are a race of deceitful creatures that blend animal, human,
and devilish features. Though they are fiends, they reside in the Mor-
tal Realm in disguise, living amongst the masses, whom they dis-
dain. Rakshasas easily read others’ minds and horde secrets to use to
advance themselves. They view their kind as nobles among peasants
and as highly enlightened beings in general.

In its true form, a rakshasa stands 6 to 7 ft high. Its humanoid
body is covered in fur or other hide and is topped with the head of
an animal such as a crocodile, hawk, lion or tiger. A closer look at a
rakshasa reveals that the palms of its hands are where the backs of
the hands would be on a human. In close combat, which a rakshasa
disdains as ignoble, it employs its sharp claws and powerful bite.
Whenever possible, it uses its other abilities to make such encoun-
ters unnecessary. If a rakshasa’s foes think they can use to magic to
overcome its wiles, it can often laugh off supernatural attacks.

Rakshasas love wealth, especially jewels, statuary, and other finery
as suiting a civilized creature. They also enjoy beauty and power, and
surround themselves with comely servants. However, they mostly
love the decadence of physical pleasure. Their animal side revels in
consummating their sensual appetites, sometimes in a gruesome
manner but always with attention to detail and perfection of the act,
whatever the act might be. Rakshasas often mate with humans to
produce half-breeds called rakashas (RPG, pg 33).

Powerful rakshasas, called pashas, manipulate their lessers through
the art of “mere words”, which involves the acquisition and use of
creatures’ true names. Pashas delight in building (and ruining) king-
doms and people, all to feel like gods and to goad divine foes into

Rakshasas have the following statistics.
TYPE Fiend
S1ZE Medium
ALIGNMENT Usually lawful evil
DC 26

SENSES Darkvision, low-light vision, nethersight
PERCEPTION +6 ; STEALTH +7

LANGUAGES Common, Infernal, Sylvan, and Undercommon
INITIATIVE +7

SPEED 40 ft

ATTACK d20+7 (+8 claws, +9 bite) ; MA
WEAPONS Bite (3d6) or 2 claws (1d4+2)
DAMAGE +3

ARMOR Tough magic skin ; DR 15 (DR 0 vs holy damage by
piercing weapons)

WOUNDS 9

VITALITY 59

FORTITUDE 18, REFLEX 17, WILL 18

SPECIAL Dodge; Magic Resistance

Q&D Damage +11 ; Vitality 43

STR 13, CON 16, DEX 15, INT 13, WIS 13, CHA 17

PRIME Constitution and Charisma

SKILLS Acrobatics +8, Appraise +6, Arcana +6, Athletics +11
(+16 jump), Bluff +13, Disguise +13, Insight +6, Music +13, Trick +7

FP 4; DEITY Asmodius or Lilith
MULTICLASSING Blackguard, sage, warlock or witch
TREASURE Items worth 1,600 gp on itself or in its lair
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BASE ABILITIES
Rakshasas have the following abilities.

ARCANE ATTACKS™: The rakshasa’s bite and claws count as
magical and grants it a +1 bonus on attack rolls and +2 damage.
These boosts are already in the statistics block.

CRITICAL WEAKNESS: A rakshasa has DR 0 against piercing
weapon attacks that deliver ho}X damage.

DETECT THOUGHTS™: The rakshasa notes the presence
or absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and the Intelligence of each. After concen-
trating for a third round, it can “hear” the current surface thoughts
of 1 creature of its choice within range for 2 minutes if it beats the
target’s Will. Costs 2 vitality.

ODGE: As an immediate action, a rakshasa ignores 1 melee
weapon attack before it knows whether the attack hits. Requires
Dexterity 15+ and works only in light or no armor. Costs 2 vitality.

INVISIBILITY™: The rakshasa or a touched ally turns invisible
for 5 minutes or until the subject attacks, whichever comes first.
Invisibility boosts Stealth checks by +10 and refuses line of sight.
Costs 2 vitality.

LEAP ATTACK: The rakshasa enjoys a +5 bonus on Athletics
checks, or +10 when jumping (already in its statistics block). Also,
whenever itis 5 ft, 10 ft or 15 ft above a foe, it can leap down as part
of a single attack using its bite or claws. If it beats its foe’s Reflex, it
delivers +3 damage per 5 ft fallen (max +9 for 15 ft fallen) and the
target falls prone and is dazed for 1 round if it is Medium or smaller.
The rakshasa lands on your feet and suffers no falling damage.

MAGIC RESISTANCE: A rakshasa enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic ability
that does not allow a save, its foe must beat its Fortitude anyway, and
if it saves then the magic has no effect.

ONE THOUSAND FACES™: As a swift action, a rakshasa can
transmute its surface traits—hair color, garment style, gender, voice
pitch, etc—to enjoy a +20 bonus on Disguise checks. It can grow
or shrink by 1 ft and modify its Comeliness by +/- 5 points. Each
change costs 1 vitality.

REINCARNATION: A rakshasa that dies is reborn (in the nor-
mal way) 1d6 months later 1d6 miles from its place of death.

RAKSHASA PASHA (LVL 14)
This rakshasa is a leadder among its kind . Apply +35 vitality, +3
saves, 13 attacks, +3 DR, and the following abilities.

ANTI-MAGE: When an adjacent creature use a magic ability,
the rakshasa gains a single melee attack against it using a weapon or
claw as an immediate action if it beat’s the foe’s Will.

GRANDILOQUENT SPEECH: Once daily apply a +10 bonus
to Bluff, Diplomacy, Literacy, and Nobility checks for 5 minutes.

IMPROVED F,NVI SIBILITY: This improves Invisibility, such
that attacking does not end the effect. Costs 10 vitality.

LASH™: An adjacent foe suffers 3d4 wound damage. Costs 5
vitality.

LEARN TRUE NAME™: If the rakshasa beats the Will of 1
creature within 15 ft and light of sight, it learns the creature’s true
name (its magical signature). A creature that successfully resists this
ability is immune to it for 24 hours. The rakshasa can know a number®
of true names at once equal to 3 + its level. ’

LINGUIST: The rakshasa is fluent in 3 languages of its choice.

REINS OF DECEIT: Apply a +10 bonus on Bluff, Intimidate,
Literacy, and Nobility checks.

SUGGESTION™: If the rakshasa beats the Will of a person
within 30 ft, he does his best over a 1-hour period to complete a task
that it phrases in 10 words or less. The person will not deliberately
harm himself and the effect has a 50% chance to end each round that
his life or any of his allies’ lives are in danger. Costs 2 vitality.

TARGET BY NAME™: When the rakshasa utters a creature’ i
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true name as a swift action, it enjoys a +2 bonus on the next ablht;m'
that targets the creature. Requires Learn True Name. Costs 1 vitality.




RAT

These small disease-ridden animals are vicious nocturnal terrors.

APPEARANCE & CULTURE

Giant rats are larger and more aggressive and cunning than their tiny
cousins. They measure 4 ft long and weigh up to 50 pounds as adults.
Their coloring is a mottle of brown, gray or black. They have sharp
teeth and carry filth fever, among other diseases.

Due to their size, stealth, and keen noses, mages have bred rats
to greatly improve their intelligence and give them magical skills as
accomplices on adventures. These magebred rats can skitter through
small spaces and send messages back to their master. To no surprise,
some of these rats have set up colonies of their own. Unlike their dull
cousins, magebred rat warrens have all manner of spell components,
magical implements, and even magic items.

Ancient tales describe acid-spitting demon rats from the Abyss.

GIANT RAT (LVL 1)
Giant rats have the following statistics.
TYPE Animal
S1ZE Small
ALIGNMENT Usually neutral
DC 12

SENSES Low-light vision, scent
PERCEPTION %6 ; STEALTH +16
LANGUAGES None

INITIATIVE +1

SPEED 40 ft ; CLIMB 20 ; SWIM 20 ft.
ATTACK d20+3

WEAPONS Bite (2d4 + disease, no reach)
DAMAGE +0

ARMOR Fur ; DR 0 (5 vs cold)
WOUNDS 5

VITALITY 10

FORTITUDE 15, REFLEX 17, WILL 11

Q&D Damage +1 ;Vitality 8

STR 10, CON 17, DEX 13, INT 3, WIS 12, CHA 4

PRIME Constitution and Dexterity

SKILLS Acrobatics +6, Athletics +10, Endurance +18, Intimidate
+5, Survival +6

FP 1 ; DEITY Lilith, Greenwyrm, Rorax, Thulzuur or
Tiamat

MULTICLASSING Barbarian, rogue or shifter. A magebred
rat may select sage or wizard

TREASURE None

BASE ABILITIES
Rats have the following abilities.

DISEASED BITE: A giant rat bites for 1d3
damage against an adjacent target when
it beats the target’s Reflex. A bitten
target must resist using Fortitude or
contract filth fever. The fever begins
1d3 days after the bite and inflicts
1d3 wound damage each day the
victim fails to resist again using For-
titude. Successfully resisting 2 days in
arow ends the disease. Otherwise, the
victim continues to suffer, possi-
bly until dead. Cure Ailment
ends the effect.

LIGHT BLINDNESS: Abrupt exposure to bright light (such as
sunlight or a Daylight spell) blinds a giant rat for 1 round and leaves it
dazzled while it remains in the lit area. A dazzled rat suffers a -1 pen-
alty on dice rolls and saves.

RESIST COLD™: The rat enjoys +5 DR against cold energy.

SCENT:A giant rat can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

STEELRAT (LVL 2)

These rats are constructs. Apply +7 vitality, +1 saves, +1 attacks, +2
DR, +2 Intelligence, and the following ability.

CONSTRUCT TRAITS:A steelrat does not bleed and is immune
to disease, nausea, and poison. It does not need to breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It must sleep
(power-down) to regain vitality. It is immortal and cannot be raised
from death if slain. It gains only %> the benefit of cure spells. How-
ever, once daily, it may attempt a DC 15 Mechanics check to regain
a number of wound points equal to the check result minus 15.

MAGEBRED RAT (LVL 4)

These rats are magical beasts. Apply +21 vitality, +2 saves, +2
attacks, +2 DR, +10 Intelligence, and the following abilities.

ARCANE TRAINING: Boost Arcana and Literacy checks by +5.

DETECT MAGICM: A magebred rat immediately learns
whether magic is present or absent within a 15-ft cone. The next
time it scans the same area, it learns the exact location (within 5 ft)
and name of 1 magic ability present. This ability cannot locate invis-
ible creatures or detect illusions.

DETECT SECRET DOORS™: By concentrating as a standard
action, a magebred rat can detect the presence or absence of secret
doors within a 15-ft cone.

DISEASE IMMUNITY: Magebred rats are immune to all dis-
cases. They can still carry discase and transmit it to others.

MESSAGEM: At any time, a magebred rat can whisper a message
that is clearly audible to 1 target within 90 ft. It does not need to have
line of sight, only line of effect.

SPEECH: As an intelligent creature, a magebred rat speaks and
understands Common and Draconic.

SWIFT RETREAT: A magebred rat instinctively avoids harm.
Up to once per round as an immediate action, it may retreat 5 ft
from a foe that threatens it. This is in addition to other moves (if any)
the magebred rat makes that round.

DEMONIC RAT (LVL 4)
These rats are fiends. Apply +21 vitality, +2 saves, +2 attacks, +2
DR, +6 Intelligence, and the following abilities.

ACIDIC SPITTLE: One targeted creature suffers 1d6 acid dam-
age per 2 levels, or %2 that amount if Reflex resists.
BLOODTHIRSTY: A demonic rat enjoys a +1 bonus on attacks
and inflicts +1d6 damage against a bleeding foe.

INFERNAL PROTECTION: A demonic rat is immune to
acid. Also, it enjoys +5 DR against poison and all other
energy types except electrical and holy damage.

NETHERSIGHT™: A demonic rat sees in
both mundane and magical darkness as easily as
it can see in daylight.

SPEECH: As an intelligent creature, a
demonic rat speaks and understands Com
mon and Abyssal

TAINT AURAM: As a swift action, an

adjacent living creature must resist using Will
or gain 1 point of taint. When a creature’s taint

score exceeds its Wisdom score, its goes insane.
VILE SMITE™: When a demonic rat suc-

vile damage per level to its damage roll.

cessfully strikes a good-aligned foe, add +1 4




REAPER

These principled and powerful spirits shepherd the dying.

APPEARANCE AND CULTURE

A reaper of dying souls sustains the normal pattern of death and
life within the Mortal Realm. Typically, a person dies and the soul
automatically travels to the appropriate realm in the afterlife. How-
ever, when the process goes awry—notably when someone cheats
death or dies before fulfilling a destiny—then a reaper arrives and
either seeks to slay the cheater or offer a bargain to return the per-
son to life. Oppositely, reapers sometimes approach individuals who
have died randomly or due to just causes in order to offer them a bar-
gain. The bargain can require some sacrifice on the creature’s part,
such as surrendering gear or recent memories. Alternatively, some
reapers leverage the situation to further the divine goals of death.

REAPER (LVL 17)
Reapers have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Usually lawful neutral
DC 44

SENSES Darkvision, low-light vision, nethersight, true sight
PERCEPTION +23; STEALTH +23

LANGUAGES Common. Can use Tongues to speak all languages
INITIATIVE +2

SPEED 40 ft ; FLY 30 ft
ATTACK d20+15
WEAPONS Large scythe (3d4 wound damage, 10 ft reach) or 2

claws (1d3 wound damage each)

DAMAGE +2

ARMOR Magical black robes ; DR 10
WOUNDS 10

VITALITY 120

FORTITUDE 21, REFLEX 21, WILL 26
SPECIAL Incorporeal Traits, Undead Traits

Q&D Damage +19 ; Vitality 86

STR 15, CON 13, DEX 15, INT 12, WIS 24, CHA 6

PRIME Dexterity and Wisdom

SKILLS Acrobatics +13, Appraise +6, Arcana +6, Athletics +8,
Endurance +6, History +11, Insight +22, Religion +11

FP 9; DEITY Nefriti
MULTICLASSING Bard, mageblade, necromancer or sage
TREASURE Large masterwork scythe worth 350 gp on itself

- BASE ABILITIES
" Reapers have the following abilities.

ASTRAL SHIFTM: A reaper can move itself to the Mortal Realm
from the Astral Realm, or vice versa, as a standard action. The reaper
must have a specific destination in mind, and it must pass a History
check to arrive there. The DC equals 5 for a familiar location, 10
for a visited location, 20 for a described location, and 30 for a loca-
tion known in name only. A failed check means the reaper arrives
1d6 miles away from its desired destination, possibly in a dangerous
locale. If the reaper wishes, it may take 1 person, willing or not, or
250 pounds of gear with it. Costs 10 vitality.

ATTRACT BY NAMEM: The reaper utters the true name of a
creature within 30 ft and it immediately moves toward the reaper at
its maximum speed for 1 round on its turn. If it encounters a danger-
ous obstacle (chasm, fire, etc) that it cannot safely bypass then it can
resist using Will to stop just prior to the obstacle. Costs 2 vitality.

L

u *$< C]ﬁaPter 4. Creatures

By

DETECT DYINGM: A reaper learns whether dying creatures
(those below 0 hit points) are present or absent within a 60-ft cone.
The next time it scans the same area, it learns the exact location
(within 5 ft) of the dying creature.

INCORPOREAL TRAITS™: A reaper is naturally incorpo-
real. Mundane attacks against incorporeal creatures have a 90% miss
chance and magic attacks have a 50% miss chance. Incorporeal crea-
tures cannot handle solid objects, can pass through solid objects such
as walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing and
dematerializing are swift actions that cost 5 vitality each.

INCORPOREAL WOUNDING STRIKES: A reaper ignores
DR when resolving damage using its scy  claws, all damage it deliv-
ers is immediately applied as wounds, and its attacks always count as
magical for the purpose of striking incorporeal targets.

LEARN TRUE NAMEM: If a reaper beats the Will of a creature
within 15 ft and line of sight, it learns the creature’s true name (its magi-
cal signature) for a period of 24 hours, after which it forgets the name. A
creature that successfully resists this ability is immune to it for 24 hours.

LOCATE CREATURE™: The reaper concentrates for 1 minute
to locate a specific familiar creature or type of creature within 500 ft.
If the creature is present, the reaper learns its distance and direction.
Costs 5 vitality.

MAGE HANDM: A reaper can telekinesis a single unattended
object weighing up to 5 pounds out to a distance of 30 ft.

REAPER’'S BARGAIN: When a person dies, he has 3 rounds
before his soul truly departs. During this time, a reaper may offer a
dying person a bargain to return to life. If a person rejects the offer,
his soul departs normally. If a person accepts the offer, the reaper
restores him to life using Revivify. The dying person may select from
3 bargain options. Either the reaper acquires %2 the person’s gear,
slays a number of townies equal to 2 dying person’s level to take
their souls instead, or reduces the dying person’s level by 1 (the per-
son pcrmancntﬁl}zf loses commensurate XP).

REVIVIFY™: A reaper can return to life an adjacent creature that
has died within the past 3 rounds. The creature returns with 1 wound

oint. Ailments at its time of death remain. Costs 5 vitality.

SEE INVISIBILITY™: As a standard action, the reaper clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

SLAY LIVING™: One adjacent living creature must resist using
Will or be reduced to -1 hit points. Even if it successfully resists, it
suffers 3d6 necrotic damage. Costs 5 vitality.

STROKE OF MIDNIGHT™: The reaper marks an adjacent
creature. At the stroke of midnight, the creature falls to -1 hit points
and begins dying. The creature knows its impending fate. Remove
Curse ends the effect. Costs 10 vitality.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
score exceeds its Wisdom score, its goes insane.

TARGET BY NAME™: When a reaper utters a creature’s true
name as a swift action, it enjoys a +2 bonus on the DC of the next.
ability that targets the creature. Costs 1 vitality. .

TONGUES™M: A reaper can understand and fluently use any 1
language for 10 minutes. Costs 2 vitality.

RUE SIGHT™: As a standard action, a reaper can see through
all illusions, disguises, and concealments for 1 round. This reveals}$
secret doors and invisibility. Costs 5 vitality. '

UNDEAD TRAITS: A reaper is undead. Undead are immune
to all ailments including poison, necrosis, and disease. They do not
need to breathe, eat or sleep and have no need to make Endurance
checks. They regain hit points from necrotic or vile energy and are
harmed by holy and cure energy. They are immortal and cannot be
raised from death if slain.

UNDYING: A reaper cannot really be slain. If it suffers damage
that would kill it, it designates itself as defeated against the foe who
struck the killing blow and offers that foe 5 minutes of its service; 4
before vanishing for at least 24 hours with the genuine promise to 7% |/
not engage or attack that foe ever again.




ROPER

These plant creatures have long strands that paralyze the unwary.

APPEARANCE & CULTURE
A roper is predatory plant. It weighs 1 ton and is cylindrical shaped.

It is about 5 ft wide and 10 ft tall. Coloring is brown, green or white
as befitting its habitat, whether in a cave, grotto or ice field. Adven-
turers often mistake it for an odd tree or rock formation. It uses long
strands to paralyze and grapple foes. Prey are drawn into the central
maw and eaten. Legends describe can use poison or hypnosis. Ropers
resist magic, heal quickly, and project lures.

ROPER (LVL 10)
Ropers have the following statistics.
TYPE Plant
SIZE Large
ALIGNMENT Usually chaotic evil
DcC 30

SENSES Darkvision, low-light vision
PERCEPTION +5 ; STEALTH +1
LANGUAGES Sylvan, Terran, and Undercommon
INITIATIVE +6

SPEED 10 ft

ATTACK d20+10 ; MA

WEAPONS 6 strands (1d2 + paralysis, 60-ft reach) or bite (2d6,
10 ft reach)

DAMAGE +5

ARMOR Tough fiberous hide ; DR 10

WOUNDS 15

VITALITY 74

FORTITUDE 20, REFLEX 16, WILL 18

SPECIAL Fast Healing 5, Magic Resistance, Plant Mind ; its body
has 9 wounds and 32 vitality ; each of its 6 strands has 1 wounds and
7 vitality ; reducing the body to negative wounds doesn’t kill it

Q&D Damage +15 ; Vitality 54

STR 20, CON 18, DEX 12, INT 12, WIS 16, CHA 6

PRIME Strength and Wisdom

SKILLS Athletics +15, Dungeoneering +6, Endurance +9,
Intimidate +15, Survival +13

FP 5; DEITY Maurob, Mithrais, Tiamat or Thulzuur
MULTICLASSING Druid, elementalist, shaman or warlock
TREASURE Items worth 1,000 gp scattered in its lair

BASE ABILITIES
Ropers have the following abilities.

CAMOUFLAGE: When a roper is in a natural environment
and remains motionless while concealed, it enjoys a +20 bonus on
Stealth checks. Also, even when the roper moves through a natu-
ral area, it enjoys a +5 bonus. The environment must afford places
to hide, as normal, and the roper does not benefit when a creature
already notices it.

COLD ADAPTED: A roper suffers 2 damage from cold attacks
and 2x damage from fire attacks.

FAST HEALING: A roper heals 5 wound points as a swift
action. Acid and fire damage do not heal, but other forms of damage
heal. Also, if the roper loses a limb, it can reattach the limb to the
stump as a move action.

ILLUSIONIST™: A roper can conjure 4 torch-like orbs, 1
humanoid apparition, 4 voices, 1 loud animal or machine noise, or
a series of amusing stage tricks. The effects last 5 minutes, remain
within 30 ft, and do not cause damage or require a save, though they

STROPER (LVL 16)

might fool the unwary.

%/\AGlC RESISTANCE: Apply a +5 bonus on saves to resist
magic abilities. Also, when targeted by a magic ability that does not
allow a save, the roper’s foe must beat its Fortitude anyway, and if the
roper successfully resists then the magic has no effect.

PARALYZING TOUCH™: An adjacent creature must resist
using Reflex or be paralyzed for 2 minutes. Each round on its turn,
the creature has a 50% chance to briefly recover and take a single
action that round. A creature can be affected once by this ability in a
24-hour period. Costs 5 vitality.

PLANT MIND:A roper is immune to abilities that allow a Will
save that do not specifically target plants.

REGROW: A roper regrows a lost limb after 1d10+10 days.

ADAMAR (LVL 12)

This roper is a construct. Apply +14 vitality, +1 saves, +1 attacks,
+1 DR, +2 Intelligence, and the following abilities.

CONSTRUCT TRAITS: An adamar does not bleed
and is immune to discase, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and cannot
be raised from death if slain. It gains only %> the benefit of cure spells.
However, once daily, it may attempt a DC 15 Mechanics check to
regain a number of wound points equal to the check result minus 15.

KILLING CLOUD™: The roper expels a noxious 30-ft-radius
cloud around it. Each round that a creature is in the area, it suffers
1d4 acid wound damage, is blinded, and is reduced to a 5 ft speed.
The cloud remains for 2 minutes. The roper is limited to expelling a
cloud once every 2 minutes. Costs 5 vitality.

REPAIR CONSTRUCT®: The roper can self-repair 1d4 wound
points per level. Costs 2 vitality.

SELF-DISTRUCT: When the adamar is slain, it explodes as its
body disolves into green mist, inflicting 3d6 acid damage on all adja-
cent creatures. Nothing useful remains of it.

This cave-dwelling roper has a hard stony shell. Apply +42 vitality,
+3 saves, +3 attacks, +6 DR, and the following abilities.

DRAG:When the roper beats the Fortitude of a foe it strikes with
its strands, it can move the foe 10 ft toward itself along the ground.

IMPROVED GRAPPLE: The roper grapples an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply a
+5 bonus to initiate or resist grappling. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the roper must expend a move action to maintain the grapple,
and the foe can try to beat the roper’s Fortitude as a standard action
to break the grapple.The roper may block a grappled foe’s mouth
with 1 tentacle to prevent speech.

MASS SUDDEN BURIAL: All foes within 30 ft that are in
contact with maleable ground (dirt, mud or snow but not rock or
ice) are drawn into the earth and buried up to their necks for 5 min-
utes, or slowed for 1 round if Reflex resists. A buried creature can
use verbal and magic abilities, and its allies can spend 1 minute to
extract it. Apply -5 on the stroper’s attack if the target is above 5th
level. Costs 2 vitality.

ROPER’S TRILL: A stroper can drone hypnotically. Each round
the roper trills as a standard action, creatures within 120 ft must
resist using Will or be stunned. Once a creature saves it is immune
to the effect from that particular roper for 24 hours. If a stunnedg
creature is attacked, it gains a second opportunity to resist. Costs 5
per round.

STONE SHAPE: A stroper can mold adjacent stone into new
shapes. It can affect up to 10 cubic ft + 1 cubic ft per level. It can
form rocks into a stone bridge, warp a pillar to make it fall, form a
hole in a wall, or so forth. Costs 2 vitality.

TREMORSENSE: A stroper can detect and pinpoint any crea-
ture or object within 60 ft that is in contact with the ground or ora
shared support such as webbing.
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ROUGHT

Roughts have lost their humanity to aberrant medical experiments.

APPEARANCE & CULTURE

A rought is a devious aberrant humanoid. It wears clothing, keeps a
laboratory or home, and often maintains other trappings of human-
ity. Yet it is a monster. Its grotesque cephalopod features give away its
slow, horrid transformation from person into sea creature.

Every rought looks a little different. The flesh is always a rough,
mottled purple. Typically, the hands and feet are twisted and aug-
mented with small tentacles, extra eyes, acidic orifices, toothy
maws. Worst of all, in the later stages of transformation, its mouth,
eyes, and/or ears sport bizarre, ruinous mutations, rendering the
rought dependent on blindsense.

Roughts are born of accident, foolishness or malice. Many start
as students of medicine, the mind, or other esoterica who dabble
with aberrant tissue, perhaps in hopes of making a great discovery or
improving themselves. Inevitably, contamination leads to mutation,
and attempts to reverse the transformation only make it worse. At
some point, they may even seek out a sentient aberration such as an
illithrix, which spells their doom. Only Miracle or Wish can return
them to normal.

Roughts often abduct live subjects for experiments, perhaps link-
ing with the victim’s mind while using its fleshwarping ability. Early
on, the goal of experimentation is a cure for itself. It is merely des-
perate. Later, the rought delights to explore surgically to psychi-
cally sate its inhuman curiosity.

ROUGHT (LVL 5)
Roughts have the following statistics.
TYPE Aberration
S1ZE Medium
ALlGNMENTAny evil
DC 20

SENSES Blindsense
PERCEPTION +6 ;
STEALTH +5
LANGUAGES Cannot speak, but
understands Aquan and Common
INITIATIVE +0

SPEED 20 ft ; SWIM 20 ft

ATTACK d20+5 (+6
with scalpal)

WEAPONS Slam
(1d6), bite (1d6) or scalpal
(2d6)

DAMAGE +2

ARMOR Leathery skin ; DR 2
WOUNDS 13

VITALITY 37

FORTITUDE 16, REFLEX 13, WILL 20

Q&D Damage +7 ; Vitality 27

STR 14, CON 14, DEX 10, INT 17, WIS 13, CHA 5

P RIME Constltutlon and Intelhgence

SKILLS Arcana +13, Athletics +7, Craft +13 (+18 to craft flesh
ox ke fvtve Sizams el 29 leriier armiow o e b books),
Endurance +12, Heal +11 (+16 to halt bleeding), Mechanics +2,
and Technics +10

FP 3 ; DEITY Maurob, Rorax or Tiamat
MULTICLASSING Medicant, psion, shifter or wizard
TREASURE Items worth 500 gp on itself and in its lab
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BASE ABILITIES
Roughts have the following abilities.

ABERRANT LORE: Apply a +5 bonus to Arcana, Bluff, His-
tory, Insight, and Perception checks when dealing with an aberration
or recalling lore about aberrations.

ACIDIC ASSAULT: One targeted creature within 30 ft suffers
1d6 acid damage per 2 levels (maximum 5d6), or half the amount if
Reflex resists. Costs 1 vitality.

DEGRADE FLESHE: After 1 hour’s work, 1 vial of fresh blood
plus 150 gp in other materials, and a successful DC 25 Heal check,
the rought reduces a patient’s comeliness by 1d4. A check roll of 1
has the opposite effect. The effect lasts 1 month. Multiple treatments
don’t stack. Costs 2 vitality.

DETECT ABERRATIONS: The rought detects the presence or
absence of aberrations within a 15-ft cone. After a second round of
concentrating in the same area, it learns what kind of aberrations are
present.

ELECTROTECH: A rought studies invisible mundane forces of
nature. It can make checks using the Technics skill and enjoys a +2
bonus on Mechanics and Technics checks (already in the statistics
block). See RPG, page 172 for details.

FIRE PHOBIA: Roughts are somewhat aquatic and fear fire. A
rought will not cross or come within 15 ft of an open flame unless

is resists using Will against d20+5. Moreover, a successful
attack against it that causes fire damage leaves the rought
shaken (no save).
FLESH POCKET™: A rought creates a seamless,
hard-to-see fold within its own or an adjacent person’s skin.
The fold weightlessly holds up to 1 pound per level of gear
for up to 4 hours + 1 hour per level. A successful DC 35
Perception check spots the pocket. A creature is limited to 1
pocket at a time. When the magic ends, any contents fall to
the floor in front of the recipient. Costs 2 vitality.
FLESH WARP™: An adjacent foe must resist using Will or
'\ twist into a monstrosity. On the st round it feels tingling,
on the second round it is fatigued, and on the third round it
permanently transforms, such that it is limited to a speed
of 5 ft and suffers a -10 penalty on skill checks based on
Strength, Constitution or Dexterity. Heal restores the
\, target to normal. Costs 10 vitality.
HARVEST BLOOD & ORGANS: A rought can
harvest blood and organs. It can take a vial of blood
from a patient after 1 round of work that inflicts 1
vitality damage. Removing a limb or organ takes 10 min-
utes and inflicts 2d6 wound damage. The rought can har-
vest until a target dies. Removing sense organs causes blindness (eyes),
deafness (ears) or such. Also, removing a brain, heart, liver or
both lungs kills most creatures. The rought cannot harvest
from a creature that has been dead more than 2 minutes, or
from a creature that is not helpless or fully restrained. Blood
and organs are fresh for 1 hour unless it uses Preserve. g
INFLICT WOUNDS™: One adjacent target suffers 1d6 damage
per 2 levels (maximum 5d6) as the rought twists the target’s flesh and
bones. Costs 1 vitality.

LOCATE ABERRATION™: Once weekly, a rought may learn
the distance and direction to the most powerful aberration within 2
miles. It learns no other information.

MINDLINK™M: A rought can form a telepathic bond for 5 min-
utes with a sentient ally within 30 ft. Communicating is as natural
and quick as normal speech. Once the bond is formed, it works over
any distance. It can maintain only 1 bond at a time.

MIND THRUST™: One sentient foe within 30 ft suffers 1d6
psychic damage per 2 levels (maximum 5d6), or "2 damage if Will
resists. Costs 1 vitality.

PRESERVE™: An adjacent hide, organ, limb or vial of blood is
preserved as fresh for up to 1 day per level. Costs 1 vitality. !

REGENERATEM: A rought restores 1 lost limb or organ for 1tselﬁ

or an adjacent ally after 1 minute of work. Costs 5 vitality.




RUSTER

These subterranean aberrations locate and devour metals.

APPEARANCE & CULTURE

Rusters are canny subterranean beasts that hunt for metal, magic
and other precious items to consume with relish. A typical ruster is
5 ft long and 3 ft high, weighing 200 pounds. The hide varies in color
from a yellowish tan underside to a rust-red upper back. A ruster’s
prehensile antennae can rust metals on contact.

A ruster can catch the scent of a metal object from up to 90 ft
away, sometimes further in favorable conditions. When it detects
such an object, it dashes toward the source and attempts to strike
it with its antennae. The ruster is relentless, chasing prey over long
distances if they still possess intact metal objects but usually ceasing
its attacks to devour a freshly rusted meal.

The creature targets the largest metal object available, striking
first at armor, then at shields, and lastly at smaller items. It prefers
ferrous metals (such as steel or iron) over precious metals (such as
gold or silver) but will devour the latter if given the opportunity.

Adventurers describe demonic rusters that devour souls. These
rusters still love metal but hunt for souls first.

RUSTER (LVL 4)
Rusters have the following statistics.
TYPE Magical beast
S1ZE Medium
ALIGNMENT Usually neutral
DC 18

SENSES Darkvision, metal-scent

PERCEPTION +1 ; STEALTH +3

LANGUAGES Understand Common, Dwarven, Terran, and
Undercommon

INITIATIVE +3

SPEED 40 ft ; BURROW 30 ft

ATTACK d20+1

WEAPONS Bite (1d6) or pair of antennae (1d2 + rust)
DAMAGE +1

ARMORTough hide ; DR 5
WOUNDS 10

VITALITY 30

FORTITUDE 14, REFLEX 15, WILL 13

Q&D Damage +5 ; Vitality 22

STR 12, CON 14, DEX 16, INT 5, WIS 12, CHA 8

PRIME Strength and Dexterity

SKILLS Athletics +11, Dungeoneering +2, Endurance +7, Sur-
vival +11 (+21 when tracking)

FP 2 ; DEITY Mithrais or Corvis
MULTICLASSING Elementalist, psion, ranger or shadowcaster
TREASURE None

BASE ABILITIES

Rusters have the following abilities.

GRAPPLE: The ruster grapples an adjacent foe up to 1 size larger
than itself when it beats the foe’s Fortitude. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the ruster must expend a move action to maintain the grapple,
and the foe can try to beat the ruster’s Fortitude as a standard action to
break the grapple. The ruster may block a grappled foe’s mouth with 1
hoof to prevent speech.

JUMP: A ruster can leap outward, downward or upward up to 30
ft as a standard action without a running start or Athletics check. Costs

PHRENIC RUSTER (LVL 7)

DEMONIC RUSTER (LVL 8)
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1 vitality.

KNOCK DOWN: An adjacent foe must resist using Fortitude
or be knocked to the ground and made prone.

METAL-SCENT?: A ruster can detect metal objects within 90 ft
by sense of smell. If a metal object is upwind, the range increases to
120 ft. If it is downwind, the range drops to 60 ft.

RUST: A ruster that hits with its antennae causes the target metal
to corrode, falling to pieces and becoming useless immediately. One
touch destroys up to a 10-ft cube of mundane metal to a limit of 1
item at a time. Magic armor and weapons, and other magic items
made of metal, enjoy a +5 bonus on their save to resist destruction.

Also, a metal weapon that deals damage to a ruster corrodes
immediately, though a magical weapon may resist using Reflex.
Wooden, stone, and other nonmetallic weapons are unaffected.

Apply +21 vitality, +1 saves, +1 attacks, +1 DR, +4 Intelligence,
and the following abilities.

DIMENSION STEP™:The ruster vanishes and reappears up to 30
ft away in an open space of its choice within line of sight. After it arrives,
it is dazed for the rest of its turn. It can take gear or an ally weighing up to
250 pounds. Sense Link (below) grants it line of sight. Costs 2 vitality.

ID INSINUATIONM™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

PSIONIC BLASTM: Sentient creatures within a 30-ft cone are
stunned 1d4 rounds. Will resists. Costs 5 vitality.

SENSE LINK™: The ruster establishes a perceptual bond with a
touched or mindlinked ally for 5 minutes. Each round, the ruster sees
and hears through the ally’s eyes and ears as if it were in the ally’s place.
The ruster is defenseless while using this ability. Once the bond forms,
it persists out to any distance. It can end the bond as a swift action and
can only maintain 1 bond at a time. Costs 1 vitality. ¢

FORCED SENSE LINK™: This improves Sense Link, such that £
the ruster may link to an unwilling target within 30 ft. The link only
lasts 1 minute if its Will resists. Costs 2 vitality.

A demonic ruster is a fiend. Apply +28 vitality, +2 saves, +2 attacks,
+2 DR, and the following abilities.

DEMONIC BODY: A demonic ruster enjoys +5 DR to resist
acid. Also, it is immune to poison.

DETECT MAGICM: A ruster can immediately learn whether
magic is present or absent within a 15-ft cone. The next time it scans
the same area, it learns the exact location (within 5 ft) and name of 1
magic ability present. This ability cannot locate invisible creatures or
detect illusions.

MAGIC RESISTANCE: A demonic ruster enjoys a +5 bonus
on saves to resist magic abilities. Also, when it is targeted by a magic
ability that does not allow a save, its foe must beat its Fortitude any-
way, and if it successfully resists then the magic has no effect.

ETHERSIGHT™: This improves Darkvision, such that the
ruster can sce in magical darkness as well as normal darkness.

SLOW-POISON TONGUE™: A demonic ruster can lash out
with a long green tongue. The tongue has a 10-ft reach. If its target
fails to resist using Reflex, the tongue inflicts 1d6 acid damage and
transmits a slowing poison. The target is immediately slowed for 2
minutes, which limits it to 1 move or standard action each turn.
Costs 5 vitality.

SOUL DRINKERM: Each time a demonic ruster strikes a livys
ing creature and expends 1 vitality as a swift action, it draws forth
a small portion of the creature’s soul, equivalent to 1 level. The
target merely feels a slight loss of vitality, 1 point of damage that
bypasses DR and all other defenses. However, when the number of
hits exceeds the creature’s level, the creature’s soul exits its body as
a white mist and dissolves into the ruster’s maw. The tally of strikes
returns to O after 1 hour away from the ruster. Creatures slain this
way cannot be restored to life except by Miracle or Wish.




SAHUAGIN

These ferocious aquatic warriors often raid sea villages.

APPEARANCE & CULTURE
A sahuagin is a savage fish-like humanoid. An adult male stands 6
ft tall and weighs 200 pounds. Most sahuagins feature green color-
ation, darker along the back and lighter on the belly. Many have dark
stripes, bands, or spots but these tend to fade with age.

Sahuagins are savage fighters that give no quarter. In combat, a
sahuagin tears with its feet as it strikes with its talons or a weapon.
About half of any group of sahuagins is also armed with nets. On
dark nights, sahuagins ambush ships at sea and execute raids on
coastal towns. They are strategic, territorial, and well-organized,
making them formidable foes. Due to their lawful nature, sahuagin
are known to form and honor treaties, especially for trade purposes.

Legends say that eons ago, the gods punished an ancient race of
seagoing humans for insulting and defying them. Most of the humans
drowned, but a few good-hearted souls became atlans while the most
evil among them made a pact with demons to live on, as
sahuagins. Whatever the truth, sahuagins and atlans are
ancient foes who cannot coexist peacefully. Their wars are
long, bloody affairs that can interfere with maritime trade.
Sahuagins have an only slightly less vehement hatred for elves,
merfolk, and other marine races. Oddly, if a community of
atlans or elves is located within 100 miles of a sahuagin com-
munity, 1 of 100 sahuagins looks just like its foes.

About 1 of 200 sahuagins is blessed by the vile goddess Tiamat.
This telumare sahaugin has 4 arms, can make 4 claw attacks
or use extra weapons, and projects potent divine
powers that surprise allies and foes. They tend
to rise to become ruthless rulers of their kind.

b

SAHUAGIN (LVL 2)
Sahuagins have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually lawful evil
DC 14

SENSES Darkvision, blindsense

PERCEPTION +5 ; STEALTH +5

LANGUAGES Sahuagin, Aquan, and
Common

INITIATIVE +1

SPEED 30 ft ; SWIM 60 ft

ATTACK d20+3

WEAPONS 2 talons (1d4 each), trident
(1d8, 10 ft), heavy crossbow (1d10, 120 ft)

DAMAGE +2

ARMOR Scaly hide ; DR 3

WOUNDS 10

VITALITY 15

FORTITUDE 15, REFLEX 15, WILL 12
SPECIALThe sahuagin and its gear ignore cold down to -40° F.

Q&D Damage +4 ; Vitality 11

STR 14, CON 12, DEX 12, INT 14, WIS 12, CHA 8

PRIME Strength and Intelligence

SKILLS Athletics +12, Endurance +6, Handle Animal +6, Intimi-
date +10, Survival +6, Warcraft +12

FP 1; DEITY Beyos, Phane or Tiamat
MULTICLASSING Elementalist, ranger, shifter or warlock
TREASURE Items worth 200 gp in its lair
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BASE ABILITIES
Sahuagin have the following abilities.

BLINDSENSE: Sahuagins use echolocation. They emit odd
noises that allow them to notice and locate creatures within 30 ft
from all directions. This works underwater and above water.

BLOOD FRENZY: Once daily when a sahuagin takes wound
damage, it can enter a frenzy, clawing and biting madly to the death.
For 5 minutes, it gains +3 vitality, a +1 bonus on attack and damage
rolls, and suffers a -2 penalty to Reflex. A sahuagin cannot end its
frenzy voluntarily. When the frenzy ends, it is fatigued.

FRESHWATER SENSITIVITY: Every 10 minutes that a sahua-
gin remains immersed in fresh water, it must pass a DC 15 Endur-
ance check or become fatigued, or exhausted if already fatigued, or
unconscious if already exhausted.

LIGHT BLINDNESS: Abrupt exposure to bright light (such as
sunlight or a Daylight spell) blinds a sahuagin for 1 round. Thereafter,
it is dazzled (-1 penalty on d20 rolls) while remaining in bright light.

SPEAK WITH SHARKS™: Sahuagins can communicate tele-
pathically with sharks up to 120 ft away. Communication is limited
to simple concepts such as “food,” “danger”, and “enemy”. Sahuagins
can use Handle Animal as usual to befriend and train sharks.

WATER DEPENDANT: A sahuagin can survive out of the
water for 4 hours. Afterward, it must pass a DC 15 Endurance check
each hour or suffer 1d4 vitality damage. This damage bypasses DR.

MALENTI (LVL 2)

This rare sahuagin looks exactly like an atlan.

It enjoys a +20 bonus on Disguise checks to

pass as an atlan. It lacks a sahuagin’s bite

and talon attacks but speaks Atlan and
Elvish.

TELUMARE (LVL 7)

« This rare fiendish sahuagin has 4 arms

and stands 1-2 ft taller than its peers.
Apply +35 vitality, +2 saves, +2 attacks, +2 DR,
and the following abilities.

BLOOD OF TIAMATM: At any time, a telu-
mare sahuagin may inflict 1 point of wound damage
to itself to produce a drop of blood that heals 1d4
hit points for an adjacent willing or helpless crea-
ture (besides itself).

DIVINE POTENTIAL: A telumare enjoys

a +5 bonus on Athletics, Diplomacy, Insight, and
Religion checks.

FOUR-ARMED WARRIOR: A telumare

sahuagin has 2 extra arms with which it can climb,

grapple, wield weapons or make extra claw attacks.

It enjoys a +5 bonus on Strength-based skill checks
and a +5 bonus to initiate or resist grappling. It can
wield up to 4 light or medium melee weapons at

once, 1 in each hand, or 2 Heavy weapons,
or make 4 claw attacks, or so forth in any
combination. It suffers no penalty when it
makes multiple attacks at once. i

IGNORE ATTACKM: As an immedi-
ate action, a telumare sahuagin declares that it ignores 1 attack of any
kind before it knows whether it hits. Costs 5 vitality.

SECOND WIND: Once daily, after 1 minute of rest, a telumare
sahuagin recovers 4d6 vitality.

TIAMAT'S GIFT™: Once daily, a telumare sahuagin can pray
for extraordinary aid. The goddess Tiamat can move the telumare’s
party to safety, cure its party from all injury and ailments, restore
its party to life and 1 hit point, banish a good creature or devastate
it with 20d6 vile damage, or so forth. This miracle cannot change
a creature’s alignment or have it make choices against its will. The
chance the telumare’s prayer is answered equals 70% + 1% per level.
It is left exhausted if Tiamat grants her gift.




Satyrs are alluring, elusive, fey-like, chaotic, and courtly.

APPEARANCE & CULTURE
Satyrs stand 5 to 52 ft tall and weigh 120 to 145 pounds. They have
ram or goat-like horns and hooves and brown or gray skin with pro-
fuse body hair. All satyrs are male. Like nymphs and dryads, they are
nature spirits made manifest in human-like form. Satyrs are most at
home in hilly woods and are strongly linked to rocks.

Satyrs are wild, handsome, and fun. They enjoy wine, song, ani-
mals, nature, and sex. They can vanish into their fey realm to enjoy
respite and play pranks or offer gifts (wondrous or cruel) to those
they deem deserving. At their best, they embrace the moment to
bring love and laughter in dark times.

Satyrs sometimes take lovers, particularly comely and charismatic
humans, elves, half-elves, nymphs, and of course dryads. A buckaroo
satyr can draw its lovers into its rocky home for a long evening of
bliss. Any offspring are always dryads if female and satyrs if male.

Some satyrs are cruel and delight in the suffering of “mere mor-
tals”. These satyrs reflect nature’s uncaring cruelty and happily use
their pipes to lure nasty and ugly trespassers to their doom.

SATYR (LVL 4)
Satyrs have the following statistics.
TYPE Fey
S1ZE Medium
ALIGNMENT Usually chaotic neutral
DC 18

VISION Low-light vision
PERCEPTION +8 ; STEALTH +1
LANGUAGES Common and Sylvan
INITIATIVE +1

SPEED 30 ft

ATTACK d20+7 (+8 with bow)

WEAPONS 2 horns (1d4 each), 1 hoof (1d6)
or long bow (2d6, 120 ft)

DAMAGE +2

ARMOR Fey aura ; DR 3 (+0 vs cold iron)

WOUNDS 12

VITALITY 28

FORTITUDE 16, REFLEX 15, WILL 17

SPECIAL Immune to charm and sleep magic

Q&D Damage +6 ; Vitality 20

STR 15, CON 10, DEX 12, INT 8, WIS 14,
CHA 21

PRIME Strength and Charisma

SKILLS Diplomacy +15, Handle Animal +7,
Intimidate +12, Music +15, Nature +4,
Survival +7

FP2; DEITY Corvis, Greenwyrm, Iris or
Tanish

MULTICLASSING Bard, druid, gallant or
witch

TREASURE Items worth 400 gp scat-

tered in its lair

BASE ABILITIES
All satyrs have the following abilities.
COMELY DISTRACTION: A
satyr’s virility distracts others. When the
satyr targets a person within 15 ft,

the target suffers a -5 penalty on Perception checks for 1 round.
Costs 1 vitality.

BOULDER SHAPE™: The satyr becomes a large stone. In this
form, he sees and hears normally but can take no other actions. He
enjoys a +20 bonus on Disguise checks to be mistaken for a normal
boulder, which radiates faint magic. He can return to his normal
form as a move action. The effect lasts 4 hours + 1 hour per level.
Costs 2 vitality.

LASTING VIGOR: A satyr ignores the negative effects of aging
although he still dies of old age when his time is up.

PAN PIPES™: A satyr can conjure a set of magical pipes at will
but is limited to 1 set at a time. The pipes vanish if they leave his
hands for more than 1 minute. When playing pipes, a satyr enjoys a
+5 bonus on Music checks.

SATYR'S LUTE™: When a satyr plays pipes as a standard action,
persons within 120 ft who hear him and fail to resist using Will are
compelled to move toward him or, if already adjacent, stand before
him dazed for that round. Persons that successfully resist are immune
to that satyr’s piping for the rest of the day. Costs 2 vitality.

SEDUCTION: The satyr targets 1 person. If he beats the per-
son’s Will, he consumes that person’s attention with romance for
4 hours + 1 hour per level, during which time the person suffers
a -5 penalty to Perception checks and does not move more than 30
ft from the satyr. Even those who resist are distracted for 1 minute.
If the locale is romantic, apply a -2 penalty to the target’s save. The
target gets a new chance to resist whenever he notices an attack roll.

SATYR BUCKAROO (LVL 6)

A buckaroo is a virile satyr leader. Apply +14 vitality, +1 saves, +1
attacks, +1 DR, and the following abilities.
FEY AFFAIR: This improves Boulder Shape such that 1 willing

adjacent Medium or Small person may accompany the satyr when he .

expends 3 vitality rather than 2. While in boulder form,
the couple suffers a -5 penalty on Perception checks as
they while away the hours in a state of fey bliss.

FOLLOW THE PIPER™:This improves Satyr’s

Lute. Apply a +2 bonus on the satyr’s attacks using
that ability.

LASTING WILD SHAPEM: A satyr bucka-
roo can become aTiny or Small animal such as a goat
or eagle. In this animal form, he gains a burrow, climb,
fly or swim speed of 30 ft, or a land speed of 60 ft
(choose 1) and he enjoys a +3 bonus on Endur-
ance, Perception, and Stealth checks. He radi-
ates faint magic. He cannot attack in this form

and can return to his normal form as a move
action. If he expends 2 vitality, the effect lasts
5 minutes. Otherwise, he can expend 5 vitality
to maintain the form for 4 hours + 1 hour per
level. If slain in animal form, he remains in
that form.

SUMMON ANIMALSM: While in a

natural area, a buckaroo satyr can use his

voice or pipes to summon 1 or more natu-
ral animals such as bears or wolves. The sum-
moned animals’ levels equal the satyr’s level.
The animals take 1d10 minutes to arrive and
start as friendly to the satyr. The animals aid the
satyr for 1 hour, then leave. An animal will neve
act in a way that brings harm to itself, fey or the
natural environment. Costs 10 vitality.

SATYR KID (LVL 2)

A satyr kid is a boisterous juvenile.

Apply -14 vitality, -1 saves, -1
attacks, and -1 DR. Also remove
Lasting Vigor and Seduction. All
other features are the same.
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SCORPION

These giant insects are extremely irritable and poisonous.

APPEARANCE & CULTURE

Scorpions are nasty vermin. They sport 2 large pincers, 6 legs, a tail
stinger, and tough chitin. Their color varies according to their envi-
ronment, from black in caves to golden brown in wastelands. Some
are nearly transparent. They operate on instinct, driven by simple
needs for food and reproduction. Due to their ill temper, they attack
after the merest provocation. Scorpions are nocturnal and often hard
to find during the day, which is when they rest between rocks, within
hollow trees, and in small caves. A mundane scorpion may grow to
the size of an adult human in a primaeval environment.

Giant scorpions are at home in many environments. Most infa-
mous is the drow hissing scorpion. Its equipped to spit poison as
well as sting with its tail. It can climb with ease, magically hide
within stones as it awaits prey, and act as a sturdy pack animal or
mount. Other common varieties include the desert scorpion, storm
scorpion, and phrenic scorpion. Finally, some artificers favor giant
mechanical scorpions as fearsome mobile weapons for war.

GIANT SCORPION (LVL 1)
Giant scorpions have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Usually neutral
DC 12

VISION Darkvision, tremorsense
PERCEPTION +5 ; STEALTH +6
LANGUAGES None

INITIATIVE +0

SPEED 30 ft

ATTACK d20+2 (+7 grappling)

WEAPONS 2 claws (1d6 each), bite (1d4) or stinger (1d6 +
poison)

DAMAGE +2

ARMOR Soft chitin ; DR 3

WOUNDS 10

VITALITY 8

FORTITUDE 14, REFLEX 13, WILL 10

SPECIAL Immune to its own poison

Q&D Damage +3 ; Vitality 6

STR 14, CON 12, DEX 12, INT 1, WIS 10, CHA 2
PRIME Strength and Constitution
SKILLS Acrobatics +6, Athletics +12, Endurance +11, Survival +5

FP 1; DEITY Lilith or Tiamat
MULTICLASSING Barbarian, druid, rogue or shifter
TREASURE Items worth 100 gp scattered in its lair

. BASE ABILITIES
All scorpions have the following abilities.

POISON STINGER:Asamove action, a scorpion can add poison
to its stinger. When a creature is struck by the stinger, it imme-
diately suffers 1d10 wound damage in addition to the stinger’s
usual damage with a 50% chance to suffer an additional 1d10
wound damage 5 minutes later. Unused poison dissipates after
5 minutes. Costs 5 vitality.

POWER GRAPPLE:The scorpion grapples an adjacent foe
up to 1 size larger than itself when it beats the foe’s Fortitude and
has at least 1 claw or 2 legs free. The scorpion enjoys a +5 bonus to
initiate or resist grappling. A grappled creature cannot move and can
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only use a Light melee weapon already in hand. Each round, the scor-
pion must expend a move action to maintain the grapple, and the foe
can try to beat the scorpion’s Fortitude as a standard action to break
the grapple. The scorpion may block a grappled foe’s mouth with 1
claw to prevent speech. As a standard action, the scorpion may move
the grappled foe 5 ft, either moving at the same time with the foe or
repositioning the foe.

REACTIVE STING: As an immediate action, the scorpion can
attempt a poison stinger attack for 1d6 damage when a foe escapes
its grapple. Note that coating the stinger with poison is a separate
action. Costs 1 vitality.

TREMORSENSE™M: A scorpion can detect and pinpoint any
creature or object within 60 ft that is in contact with the ground or
a shared support such as a beam or webbing,

WARMECH SCORPION (LVL 6)

This scorpion is a construct. Apply +35 vitality, +3 saves, +3 attacks,
+3 DR, and the following abilities.

BATTLEMECH SKILLS: Boost Athletics, Mechanics, Percep-
tion, Stealth, and Warcraft checks by +4.

CONSTRUCT TRAITS: A warmech scorpion does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and can-
not be raised from death if slain. It gains only > the benefit of cure
spells. However, once daily, it may attempt a DC 15 Mechanics check
to regain a number of wound points equal to the check result minus
15.

DISINTEGRATE™: The warmech scorpion targets a single 10-ft
cube volume or 1 creature within 120 ft. If it targets a volume, unat-
tended mundane material and force effects (such as Wall of Force)
vanish. If it targets a foe and beats its Fortitude, the foe suffers 4d6
wound damage and permanently vanishes if it dies. Miracle or Wish
restores disintegrated items and creatures. Costs 10 vitality.

INVISIBILITY™: This scorpion or its rider turns invisible for 5
minutes or until the subject attacks, whichever comes first. Invisibility
boosts Stealth checks by +10 and refuses line of sight. Costs 2 vitality.

JUMP: The scorpion can leap downward, outward, or upward
up to 30 ft as a standard action without a running start or Athletics
check. Costs 1 vitality.

MAGE ARMORM: A shimmering field provides +4 DR for
1 hour. Mage Armor does not stack with real worn armor or Bone
Armor. Costs 1 vitality.

SECOND WIND: Once daily after 1
minute of rest the warmech scorpion regains
4d6 vitality.

SEE INVISIBILITY™: As a standard
action, the warmech scorpion clearly
notices for 1 round any invisible or
incorporeal creatures within 30 ft.

SELF-REPAIR: The warmech scor-
pion recovers 1d4 wound points per
level (typically 4d6 wounds). Costs 2
vitality.
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SHADOW

These cunning, hateful undead thrive in cold darkness.

APPEARANCE & CULTURE

A shadow is an inky roving mass of darkness that seeks to devour
warm souls. Shadows display no features and exist tenuously between
darkness and light, making them hard to strike. A shadow’s touch
causes fatigue, exhaustion and unconsciousness, whereupon it feeds
to spawn more of its kind.

Shadows hunt alone or in gangs and prefer to overwhelm lone
individuals. They are highly intelligent and may speak from an area of
darkness—proffering secret knowledge or aid against a hated foe—
in order to lure a curious creature into their clutches. When they
have nothing to lose, shadows speak to inflict maximum cruelty.

Shadow magi are infamous. They recall fragments of mortal life,
tend to target magic users, and produce darkness to overcome light.
The first shadow magi rose from the remains of a shadowcaster who
perished with an overwhelming desire to seek vengeance. Since then,
victims of shadows with magic abilities often rise as shadow mages.

A shadowcaster can conjure shadows and use these creatures as
potent though untrustworthy familiars.

SHADOW (LVL 5)
Shadows have the following statistics.
TYPE Undead
S1ZE Medium
ALlGNMENTAny evil
DC 20

SENSES Nethersight
PERCEPTION +4 ; STEALTH +11 (+16 in darkness)
LANGUAGES Common, Undercommon, plus 1 other language

the shadow spoke in life
INITIATIVE +6

SPEED 10 ft ; FLY 30 ft in dark, 10 ft in shadow, O ft in light.
ATTACK d20+8

WEAPONS Slam (1d3)

DAMACGE -2

ARMOR None ; DR 0

WOUNDS 3

VITALITY 36

FORTITUDE 13, REFLEX 20, WILL 16
SPECIAL Incorporeal Traits, Undead Traits

Q&D Damage +3 ; Vitality 26

STR6,CON 12, DEX 23, INT 17, WIs 8, CHA 14
PRIME Dexterity and Intelligence
SKILLS Endurance +6, and +2 on 2 skills from its former life

FP 3; DEITY Maurob, Nefriti or Thulzuur

MULTICLASSING Necromancer, rogue, shadowcaster or war-
lock

TREASURE None

BASE ABILITIES
All shadows have the following abilities.

DAYLIGHT DAMAGE: While in natural sunlight or a Daylight
spell’s area, a shadow is blind and suffers 2 wound points per round
(no save). Also, it is dazed for 1 round when first exposed to such light.

DRAINING TOUCH™: One adjacent creature suffers 2d4
necrotic wound damage if the shadow beats its Reflex. Moreover,
if the shadow beats its Fortitude as well, the target is fatigued (or
exhausted if already fatigued, or unconscious if already exhausted).
Costs 5 vitality.

SHADOW MAGI (LVL 7)

SHADOW PHEAR (LVL 10)

=

INCORPOREAL TRAITS™: A shadow is incorporeal. Mun-
dane attacks against incorporeal creatures have a 90% miss chance
and magic attacks have a 50% miss chance. Incorporeal creatures
cannot handle solid objects, can pass through solid objects such as
walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing and
dematerializing are swift actions that cost 5 vitality each.

SPAWN™: Once daily, a living creature with at least 1 magic
ability that is slain by a shadow transforms into a shadow within
1 hour after death. Creatures with magical abilities and 5+ levels
transform into shadow mages instead. Costs 5 vitality.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A shadow is immune to all ailments includ-
ing disease and poison. It need not breathe, cat or sleep and enjoys
a 15 bonus on Endurance checks. It regains wound points from
necrotic energy, regains no wound points from rest, and is harmed
by holy and cure energy on a point-for-point basis. It is immortal and
cannot be raised from death if slain.

DEVOURING DEATH SHADOW (LVL 7)

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

ILLUSIONIST™: A devouring death shadow can conjure 4
torch-like orbs, 1 humanoid apparition, 4 voices, 1 loud animal or
machine noise, or a series of amusing stage tricks. The effects last 5
minutes, remain within 30 ft, and do not cause damage or require a
save, though they might fool the unwary.

INSTANT DEATH™: One adjacent living creature that is
cloaked in natural darkness (not shadowy illumination or magical
darkness) must resist using Will or be instantly slain and turned to
fine shadowy mist. Death Ward blocks the effect. Costs 25 vitality.

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

DRAWN TO DARK DWEOMERM: A shadow magi can
spend a standard action to detect the direction and distance to the
nearest living shadowcaster within 5 miles (or living magic user if no
shadowcaster is within range, or nearest living creature if no magic
user is within range). Costs 5 vitality.

GLOOMM: A shadow magi can create shadowy conditions in
120-ft-radius area around itself. Attempts by others to lighten or
darken the area (using Darkness, Daylight, etc) fail. The effect lasts 4
hours + 1 hour per level indoors or at night, or 5 minutes outdoors
during the day. A mage shadow can only maintain 1 area of gloom at
a time. Costs 5 vitality.

SHADE RIDER™: The shadow can merge with the natural
shadow of an adjacent creature or object for up to 4 hours + 1 hour
per level, vanishing from sight and remaining undetectable by physi-
cal means. It see and hear in this form but cannot move on its own or !
use abilities except to end the effect as a move action. Costs 5 vitality. '

This terrifying creature is a swarm of twisting, screaming shadows.
Apply +35 vitality, +10 wound points, +3 Fortitude and Will, -2
Reflex, +3 attacks, +5 damage, +3 DR and the following abilities.

FEARFUL CRYM: All living creatures within 15 ft that can heang
are shaken for 5 minutes, or for 1 round if Will resists. A creature
that is 5+ levels below the shadow phear is frightened instead, flee-
ing as best it can or cowering if it cannot flee. Costs 2 vitality.

HUGE SIZE: A shadow phear is a Huge creature. It occupies a
20-ft-diameter circular area and has a reach of 15 ft.

MASS GRAY WASTING™: All foes within 30 ft permanently
age 1 category, or are dazed for 1 round if Fortitude resists. Multiple
attacks do not stack and once the target saves it is immune for the -
day. Remove Curse reverses the aging. Costs 5 vitality.
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SHARK

These relentless sea-going predators attack without mercy.

APPEARANCE & CULTURE

These large carnivorous fish are aggressive and liable to make unpro-
voked attacks against anything that approaches them, particularly
when they smell blood or are hungry. Sharks reach 15 ft in length and
pose a serious threat, especially when commanded by intelligent forces
such as sahuagins. Huge sharks like great whites exceed 20 ft in length.
Sharks circle and observe potential prey, then dart in and bite with
powerful jaws. A shark can latch on, holding its prey in its jaws, and
drag it down into deep water, repeatedly biting as it goes. They are also
prone to bull rush foes to test their strength and possible reactions.

SHARK (LVL 2)
Sharks have the following statistics.
TYPE Animal
SIZE Large
ALIGNMENT Neutral
DC 14

VISION Blindsense, keen scent
PERCEPTION +11 ; STEALTH +1
LANGUAGES None

INITIATIVE +6

SPEED 0 ft ; SWIM 60 ft
ATTACK d20+5
WEAPONS Bite (2d6)
DAMAGE +3

ARMOR Thick hide ; DR 3

WOUNDS 15

VITALITY 16

FORTITUDE 14, REFLEX 12, WILL 12

SPECIAL Dichard ; shark and its gear ignore cold down to -40° F.

Q&D Damage +5 ; Vitality 12

STR 17, CON 14, DEX 12, INT 2, WIS 13, CHA 2
PRIME Strength and Wisdom
SKILLS Athletics +13, Endurance +6, Intimidate +13

FP 1; DEITY Beyos, Thulzuur or Tiamat
MULTICLASSING Barbarian, druid, elementalist or shifter
TREASURE None

BASE ABILITIES

All sharks have the following abilities.

ATTACH: When a shark successfully bites a foe, it latches on as
a swift action with powerful jaws to automatically deal bite damage

+ cach round that it remains attached. The foe must spend a standard

action and beat the shark’s Fortitude to dislodge it. While attached,
the shark is defenseless.

BLINDSENSE: Sharks have echolocation. They emit odd noises
that allow them to notice and locate objects and creatures within 30
ft from all directions.

DIEHARD: When a shark falls to 0 wound points or below, it
is not unconscious. Instead, it is conscious and can continue to take
a single move or attack action each round until it reaches -10 hit
points, at which time it dies.

IMPROVED BULL RUSH: A shark can shove an adjacent tar-
get. If it beats the target’s Fortitude, the target is pushed back 1d4 x
5 ft. The shark must move at least 10 ft just prior to using this ability.
The shark enjoys a +5 bonus when initiating or resisting a bull rush.

KEEN SCENT: A shark notices creatures by scent within 180 ft
underwater and can detect blood in water at ranges of up to 1 mile.
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WARMIND SHARK (LVL 4)

T

This shark is an aberration. Apply +14 vitality, +1 saves, +1 attacks,
+1 DR, +2 Intelligence, and the following abilities.

DIMENSION STEP™: The warmind shark vanishes and reappears
up to 30 ft away in an open space of its choice within line of sight. After it
arrives, it is dazed for the rest of its turn. It can take gear or an ally weigh-
ing up to 250 pounds. Costs 2 vitality.

HUSTLE: As a swift action, the shark gains a bonus move action.
Costs 1 vitality.

ID INSINUATIONM™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

MAGE ARMORM: A psychic field grants the shark +4 DR for 1
hour. This does not stack with barding or Bone Armor. Costs 1 vitality.

MENTAL BARRIER: Boost the warmind shark’s Will by +5.

CROWN SHARK (LVL 10)

Crown sharks have the following statistics.
TYPE Magical beast
SIZE Huge
ALIGNMENT Neutral evil
DC 30

VISION Blindsense, keen scent

PERCEPTION +21 ; STEALTH +6

LANGUAGES Understands Aquan, Sahuagin, and Undercommon
INITIATIVE +7

SPEED 0 ft ; SWIM 60 ft
ATTACK d20+15

WEAPONS Bite (4d6, 10 ft reach)
DAMAGE +10

ARMOR Very thick hide ; DR 7

WOUNDS 20

VITALITY 73

FORTITUDE 25, REFLEX 17, WILL 16

SPECIAL Diehard ; shark and its gear ignore cold down to -40° F.

Q&D Damage +20 ; Vitality 53

STR 30, CON 17, DEX 14, INT 5, WIS 13, CHA 12
PRIME Strength and Wisdom
SKILLS Athletics +20, Endurance +7, Intimidate +20, Survival +11

FP 5; DEITY Beyos, Thulzuur or Tiamat
MULTICLASSING Barbarian, blackguard, shifter or warlock
TREASURE None

BASE ABILITIES

A crown shark has standard shark abilities plus the following abilities.

REDOUBLE: Twice daily, the crown shark may recover 4d6 vital-
ity after 1 minute of rest.

SEVER LIMB:When a crown shark beats an attached foe’s For-
titude, it inflicts 2d6 wound damage as it severs 1 of its foe’s limbs
(1d4: 1 is right arm, 2 is left arm, 3 is right leg, 4 is left leg). A sev-
ered limb can be reattached or regrown using Fast Healing, Heal or
Regenerate. A shark may eat the limb or drop it as a swift action.

%WAL LOW WHOLE: After successfully using Attach on a
Large or smaller foe, the shark can swallow the foe if it beats the
creature’s Fortitude. A swallowed creature suffers 4d6 acid damage
per round inside the shark’s stomach. To escape, the creature must
beat the shark’s Fortitude to return to its mouth (where the shark
remains attached to it), or it must cut its way out using a Light slash-
ing weapon such as a dagger to inflict 10 points of damage. A crea-
ture that dies in the shark’s stomach dissolves into nothing after 1
round and cannot be restored from death except by Miracle or Wish
A shark can hold 2 Large, 5 Medium, 10 Small, or 20 Tiny creatures
in its stomach at once.




SHOCK LIZARD

These fierce lizards zap prey with powerful electrical shocks.

APPEARANCE & CULTURE

A shock lizard is about 1-ft tall, 3-ft long from tip to tail, and weighs
about 25 pounds. It distinguishes itself from mundane lizards in that
it has blue-black markings along its back and tail and a pale gray or
blue underside with shading to a darker hue on its back.

Some savants keep shock lizards as familiars. These familiars are
relatively intelligent, understand their master’s commands, and are
useful for use with electrotech.

SHOCK LIZARD (LVL 1)
Shock lizards have the following statistics.
TYPE Magical beast
S1ZE Small
ALIGNMENT Usually neutral
DC 12

SENSES Low-light vision, darkvision

PERCEPTION +6 ; STEALTH +17 (+32 when motionless in
arocky or stony area)

LANGUAGES Only lacerta shock lizards use language

INITIATIVE +7

SPEED 40 ft ; CLIMB 20 ft; SWIM 20 ft;
ATTACK d20+2

WEAPONS Claws (1d4)

DAMAGE +0

ARMOR Thick hide ; DR 3

WOUNDS 5

VITALITY 8

FORTITUDE 13, REFLEX 19, WILL 11
SPECIAL Immune to electricity

Q&D Damage +1 ; Vitality 6

STR 10, CON 13, DEX 15, INT 2, WIS 12, CHA 6
PRIME Constitution and Dexterity
SKILLS Acrobatics +12

FP1;DEITY Greenwyrm or Iris
MULTICLASSING Barbarian, druid, elementalist or shifter
TREASURE 1d4 x 5 gp items scattered around its lair

BASE ABILITIES
Shock lizards have the following abilities.

DETECT ELECTRICITY: Shock lizards automatically detect any
electrical effect or discharge within 90 ft, such as caused by the activa-
tion of an electrotech device or the presence of another shock lizard.

SHOCK PULSE:When 2+ shock lizards are within 20 ft of each
other, they may produce a 20-ft-radius blast of electricity centered
around any 1 contributing lizard. Creatures in the area suffer 2d6
damage per lizard (max 10d6). Apply a +5 bonus on attacks versus
metal-clad targets. Reflex resists for /2 damage. Costs 2 vitality from
each lizard.

SHOCKING GRASP: One adjacent foe suffers 1d6 electrical
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on the lizard’s attack against metal-
clad foes. Costs 1 vitality.

HATCHLING LACERTA (LVL 2)
This shock lizard is smart. Apply +7 vitality, +1 saves, +1 attacks,
+1 DR, and the following abilities.
SAVANT: Boost Intelligence by +5 and apply a +10 bonus on
any 2 skills not based on Charisma. Also, if the shock lizard could not
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MATURE LACERTA (LVL 4)

TECHNION LACERTA (LVL 6)

STORMWRIGHT LACERTA (LVL 8)

speak before, it can now speak Common or Draconic.

MORTAL BOND: A lacerta enjoys a special bond with its mas-
ter. It is completely loyal and does its best to provide aid. The lacerta
and master always know each other’s general health and disposition.

This shock lizard has useful skills. Apply +21 vitality, +2 saves, +2
attacks, +2 DR, the hatchling lacerta’s abilities, and the following
additional abilities.

ELECTROTECH: The lacerta enjoys an intuitive understand-
ing of invisible mundane forces of nature (called immateria) such as
electrics, kinetics, nucleonics, optics, and sonics. It can make checks
using the Technics skill (RPG, pg 177) and enjoys a +2 bonus on
Mechanics and Technics checks.

EVASION: When a lacerta lizard attempts a Reflex save that
delivers partial damage even on a successful save, it instead takes no
damage. It still takes full damage on a failed save. The lizard does not

ain this benefit when it is helpless.

FAR SWITCH™: This lacerta lizard can activate or deactivate an
electrotech device within 30 ft. It might turn on a street light or stall
a vehicle. The device is unharmed by this. If the device is attended or
in motion, the chance of success is only 30% + 2% per level. Costs
2 vitality.

HYBRID FORM: The lacerta can stand and walk upright and
has hands with opposable thumbs and sufficiently slender digits on its
forelimbs such that it can manipulate objects as a Small person. This
does not interfere with its normal quadruped motion.

LIGHTNING BOLTS: The lacerta inflicts 1d6 electrical dam-
age per level (max 10d6) to all creatures in either a 15-ft cone or
along a 60-ft line, as it desires. Apply %2 damage if Reflex resists.
Targets that don’t resist are also dazed for 1 round. Costs 2 vitality.

ECHNICS EXPERTISE: Boost the lacerta’s Technics checks
by +5, or by +10 once per day. Requires Electrotech.

This shock lizard is a skillful technician. Apply +35 vitality, +3 saves,
+3 attacks, +3 DR, the hatchling and mature lacerta’s abilities, and
the following additional abilities.

DODGE: As an immediate action, the lizard ignores 1 melee
weapon attack before it knows whether the attack hits. Requires Dex-
terity 15+ and works only in light or no armor. Costs 2 vitality.

MENTECH’S HAND™: The lacerta mentally moves a single
metallic unattended object within 30 ft weighing up to 25 pounds. It
can move the object up to 30 ft in any direction. The item’s composi-
tion must be at least 4 metal to move it. Costs 1 vitality.

TECHNICAL GENIUS: The lacerta’s talent with science greatly
deepens. Boost Craft, Heal, Literacy, Mechanics, and Pilot checks by +4.

VIRTUAL CONTROLS: This improves Virtual Hands (below)
such that the lacerta can operate an adjacent machine even if its con-
trols are broken, removed or otherwise inoperable. Costs 2 vitality.

VIRTUAL HANDS™: The lacerta can operate an adjacent
machine without directly touching its controls without penalty, such
as tuning a radio just by looking at it. Requires line of sight and the
controls must still be functional.

This shock lizard has is an ingenious scientist. Apply +49 vitality,
+4 saves, T4 attacks, +4 DR. Also apply the hatchling, mature, and
technion lacerta’s abilities plus the following additional abilities.

BRAINY: Boost Intelligence by an +2 points.

CANNIBALIZE PARTS: After 1 minute or work, the lacerta
extracts useful parts from an adjacent touched electrotech item. The
recovered gp value of the parts equals 50% of the item’s creation cost
if it was functional or 25% if it was broken.

REVIVING JOLTM™: The lacerta restores to life an adjacent
creature (typically its master) that has died within the past 3 rounds.
The creature returns with 1 wound point. Ailments at its time of
death remain. Costs 5 vitality.
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SKELETON

These animated bones press a mean fight against the living.

APPEARANCE & CULTURE

A skeleton is a fleshless corpse animated by holy or vile magic to
serve a purpose such as guarding a tomb, attacking a foe, or so forth.
Although skeletons are usually crafted by evil necromancers, a few
are crafted by clerics and other nonevil folk for a special cause. Since
a skeleton is mindless, it is not necessarily evil and might serve a
good purpose in dire times.

Skeletons are quick, tenacious, and resilient. When a skeleton is
created or spends time with a necromancer, it usually receives a goal
such as guarding a locale. A skeleton understands and executes an
instruction up to 10 words in length. The instruction cannot ask the
skeleton to guess creatures’ intentions. It can only respond to clearly
visible behaviors and obvious physical traits.

Skeletons have no society. They stand
quietly, move to attack, and so forth. A
skeleton recalls an inkling of its former life,
such that a skillful character with memo-
rabilia from the skeleton’s life may be able to
influence it to stand down. Some skeletons are
also known to have a cruel sense of humor.

Skeletons come in various forms. In addition to a
humanoid skeleton, the bestial skeleton, the hellfire skeleton,
and the intelligent skeletal warrior are most common. The
bestial skeleton can spring upon foes and then dart away
quickly. The hellfire skeleton is wreathed in a fiery
aura and spews flames. The skeleton warrior strikes (%
repeatedly and can even recover from damage. 4 f
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SKELETON (LVL 1)

Skeletons have the following statistics.
TYPE Undead /
SIZE Medium Y 4
ALIGNMENT Usually neutral evil
DC 12

VI15I1ON Darkvision
PERCEPTION +0 ; STEALTH +1
LANGUAGES None
INITIATIVE +1

SPEED 40 ft

ATTACK d20+1

WEAPONS Fist (1d6) or
scimitar (2d4)

DAMAGE +1

ARMOR Broken chainmail with shield ; DR 3 (5 vs cold and fire)
WOUNDS 2
VITALITY 8
FORTITUDE 13, REFLEX 13, WILL 15
SPECIAL Undead Traits

Q&D Damage +2 ; Vitality 6

STR 13, CON 12, DEX 13, INT 1, WIS 10, CHA 1
PRIME Strength and Dexterity
SKILLS Acrobatics +11, Athletics +11, Endurance +6

FP 1; DEITY Nefriti or Thulzuur. Skeletons summoned by good
creatures usually patronize Solari.
MULTICLASSING Blackguard, fighter, necromancer, or rogue.
Only a skeletal warrior can take levels in blackguard or necromancer.
REASURE Armaments worth 50 gp on itself, in its lair, and the
place it guards
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BASE ABILITIES
All skeletons have the following abilities.

DEATH GRIP™: A skeleton can target an adjacent living foe of
size Medium or smaller. If the skeleton beats the target’s Fortitude,
the skeleton locks on and does not let go. Each round while gripped,
the target suffers a -5 penalty on Reflex, is limited to using Light
melee weapons, and suffers 1d4 damage from choking. Each round
on its turn, the target can attempt to resist as a standard action to
end the groip. Otherwise, only the skeleton’s death or a necromantic
command ends the grip.

UNDEAD TRAITS: A skeleton is immune to all ailments
including disease and poison. It need not breathe, eat or sleep and
enjoys a 5 bonus on Endurance checks. It regains wound points
from necrotic energy, regains no wound points from rest, and is
harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

BESTIAL SKELETON (LVL 3)
This skeleton was an animal and moves about on all-fours.
Apply +14 vitality, +3 wounds, +1 saves, +1 attacks, +1
DR, and the following abilities.
CLAWS AND TEETH MULTI-ATTACK: A
bestial skeleton’s bite delivers 3d6 damage and its sharp
claws each deliver 2d6 damage to an adjacent foe. Foes
may resist each attack using Reflex. A bestial skeleton
makes claw and bite attacks with a +2 bonus to the
attack roll.
SPRING ATTACK: A bestial skeleton can move
both before and after it attacks, provided the total dis-
tance moved is not greater than its speed.

HELLFIRE SKELETON (LVL 4)
This skeleton is a fiend. Apply +21 vitality, +2 saves, +2
\ attacks, +2 DR, and the following abilities.
1\ CONE OF FIRE™: the skelton breathes 1d6
fire damage per level to all creatures in a 60-ft cone.
Reflex resists for %2 damage. Costs 5 vitality.
FIERY AURAM: Each round as a swift action,
adjacent foes suffer 2d6 fire damage, or %2 damage
if Fortitude resists. Costs 1 vitality.
FIRE ACCLIMATED™: A hellfire skeleton
is immune to fire damage and suffers 2x damage
from cold attacks.
FLAME GOUTM™: Foes in a 15-ft
cone suffer 1d6 fire damage per 2 levels,
or > damage if Reflex resists. Costs 1
vitality.
HELLFIRE WEAPONM:Apply +2
on attack rolls and +2d6 fire damage from
a hellfire skeleton’s weapon, be it fist or scimitar.
JUMP: A hellfire skeleton can leap outward, downward o+
upward up to 30 ft as a standard action without a running start or
Athletics check or fear of harm on impact. Costs 1 vitality.

SKELETAL WARRIOR (LVL 4)
Apply +21 vitality, +3 wounds, +1 saves, +1 attacks, +2 DR, +4 Intel-
ligence, and the following abilities. &

IMPROVED RAPID ATTACK: A skeletal warrior can make 2
attacks with the same melee weapon in rapid succession as a standard
action without any penalty. It can direct attacks to the same foe or
different foes.

REDOUBLE: Twice daily, the skeletal warrior may recover 4d6
vitality after 1 minute of rest.

TACTICAL CUNNING: A skeletal warrior has 5 Intelligence,
just enough to know Common and use basic tactics. The cunning is
magical and the skeleton is still ignores mental assaults against Will. |

WEAPON MASTERY: When the skeleton uses its melee
weapon, apply a +2 bonus on attack rolls and +5 damage.




SNAKE

These slithering reptiles paralyze, crush, and swallow prey alive.

APPEARANCE & CULTURE

Giant snakes are hypnotizing and frightful. Their colors vary from a
dull greenish brown to a riot of orange, blue, and other colors. Their
muscular bodies grow to 10 ft in length or more, though they may
coil up to occupy a single space.

Giant snakes lie in wait to surprise foes and then reach out to
deliver a poisonous bite. Once bitten, a creature finds its movement
slowed and both fight and flight are difficult options paralysis takes
effect. The snake then grabs the creature and crushes its bones to
make it easier to swallow.

Mages breed snakes with arcane skills to act as companions. These
snakes make excellent scouts that can detect magic, speak, and
deliver messages back to their masters at long range. They can also
mesmerize foes with hypnotic swaying.

An iron cobra resembles snake made out of metal. It typically acts
as a bodyguard or treasure guardian, though its ability to unerringly
locate creatures and objects means it is also an effective assassin.

GIANT SNAKE (LVL 4)
Snakes have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Usually neutral
DC 18

SENSES Low-light vision, scent

PERCEPTION +16 ; STEALTH +11

LANGUAGES None (the magbred snake and iron cobra speak)
INITIATIVE +1

SPEED 20 ft ; CLIMB 20 ; SWIM 20 ft.

ATTACK d20+5 (+6 bite, +10 grapple, 10-ft reach with bite)
WEAPONS Bite (2d6 + poison + grab)

DAMAGE +3

ARMOR Light scales ; DR 2

WOUNDS 8

VITALITY 29

FORTITUDE 17, REFLEX 15, WILL 13

SPECIAL Apply +5 vs poison ; immune to
the Trip ability

Q&D Damage +7 ; Vitality 21

STR 17, CON 12, DEX 12, INT 1, WIS
13, CHA 2

PRIME Strength and Wisdom

SKILLS Acrobatics +6, Athletics +13

FP 2 ; DEITY Esmariah or Lilith

MULTICLASSING Barbarian, rogue or
shifter. A magebred snake may select sage or
wizard.

TREASURE Items worth 400 gp scat-

tered in its lair

BASE ABILITIES

Snakes have the following abilities.
CONSTRICTING GRAPPLE:

As a move action, the snake grapples an
adjacent foe when it beats its foe’s Fortitude. A
grappled creature cannot move and can only use a Light
melee weapon already in hand. Each round on its turn, the foe can
attempt to resist again using Fortitude. If it succeeds, it breaks the

grapple. If it fails, it suffers 2d6 damage due to constriction. If the
snake desires, it can knock the wind out of a foe to prevent speech
and/or move the grappled foe 5 ft, either moving at the same time
with the foe as a swift action or repositioning the foe. Finally, the
snake enjoys a +5 bonus when initiating or resisting a grapple.

PARALYZING BITE: When the snake successfully bites a foe,
it also delivers a strong paralytic poison as a swift action. The tar-
get must immediately resist using Fortitude or be slowed to a single
move or standard action each round for 2 minutes, after which it has
a 50% chance to be fully paralyzed and unable to take any actions for
10 minutes. Otherwise, the poison wears off.

SWALLOW PREY: A snake consumes its prey by swallowing it
whole, usually after full paralysis sets in. The process takes 1 round
for Tiny prey, 1 minute for Small prey, and 10 minutes for Medium
prey. While swallowing, the snake is effectively stunned and the
prey, if not dead prior to being swallowed, remains alive and con-
scious until the process is complete.

MAGEBRED SNAKE (LVL 6)
A magebred snake is a magical beast. Apply +14 vitality, +1 saves,
+1 attacks, +1 DR, +10 Intelligence, and the following abilities.

ARCANE TRAINING: Boost Arcana and Literacy checks by
+3. A magebred snake can read magic scrolls and speak Draconic.

DETECT MAGIC™: A magebred snake learns whether magic
is present or absent within a 15-ft cone. The next time it scans the
same area, it learns the exact location (within 5 ft) and name of 1
magic ability present. This ability cannot locate invisible creatures or
detect illusions.

MESSAGEM: At any time, a magebred snake can whisper a mes-
sage that is clearly audible to 1 target within 90 ft. It does not need
to have line of sight, only line of effect.

MESMERIZE™: When a magebred snake sways hypnotically as
a standard action, foes within 15 ft that see it and fail to resist using £
Will are compelled to move toward the snake or, if already adjacent,
stand before it dazed for that round.

SPEECH: As an intelligent creature, a magebred snake under-
stands and speaks Common and Draconic.

IRON COBRA (LVL 10)
An iron cobra is a construct. Apply +42 vitality, +3 saves, +3
attacks, +3 DR, +8 Intelligence, and the following abilities.
CONSTRUCT TRAITS: An iron cobra does not bleed
and is immune to discase, nausea, and poison. It does not need
to breathe, eat or sleep and enjoys a +5 bonus on Endurance
checks. It must sleep (power-down) to regain vitality. It is
immortal and cannot be raised from death if slain. It gains
only V2 the benefit of cure spells. However, once daily, it may
attempt a DC 15 Mechanics check to regain a number of wound
points equal to the check result minus 15.
INFILTRATOR: Boost Perception and Stealth checks by +5.
KILLING BITE™: One adjacent living creature must resist
using Reflex or be reduced to -1 wounds and begins dying. Even if
it successfully resists, it suffers 3d6 necrotic damage. Costs 5
vitality.
LIGHTNING FAST: Boost land speed by +20 ft.
LOCATE CREATURE OR OBJECT™: Twice daily,
an iron cobra can learn the distance and direction to
locate a specific familiar person or object or type of
person object within 500 ft of it (if such person o
object is present). Costs 2 vitality for an object or 5
vitality for a person.
SEE INVISIBILITY™: As a standard action, the
iron cobra clearly notices for 1 round any invisible or
incorporeal creatures within 30 ft.
HOCKING GRASP™: One adjacent foe suf-
fers 1d6 electrical damage per level (max 5d6) and is dazed for 1
round unless Fortitude resists. Apply a +5 bonus on the iron cobra’s
attack against metal-clad foes. Costs 1 vitality.
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SPHINX

These mysterious magical beasts often act as guardians.

APPEARANCE & CULTURE

Sphinxes are enigmatic creatures with great, feathery wings and
leonine bodies. A typical sphinx is about 10 ft long and weighs 800
pounds.

There are at least 4 breeds of sphinxes, including the noble male
androsphinx, the beauteous female gynosphinx, the rapacious male
hieracosphinx, and the common neutered criosphinx. All breeds
have the same statistics and are territorial, though they differ in how
they tend to treat tresspassers, whether as willful intruders or tem-
porary guests. This makes them excellent guardians.

A sphinx greets intruders with its sphinx’s challenge before com-
bat begins. If the intruders attack without provocation, or if they
refuse or fail the challenge, the sphinx attacks. The challenge usually
requires intruders to answer a riddle, prove their ancestry, unravel
a philosophical or theological puzzle, or cite an ancient password
or holy verse. If intruders pass the sphinx’s challenge, the sphinx
is bound to let them pass unharmed—at least for the moment.
Intruders who later cause trouble lose the sphinx’s respect.

In combat, a sphinx opens with its frightful roar. It prefers to fight
on the ground, using its wings to help it pounce much as lions do.
If outnumbered by earthbound creatures, a sphinx takes flight and
attacks from the air.

SPHINX (LVL 9)
Sphinxes have the following statistics.
TYPE Magical beast
SIZE Large
ALIGNMENTAny chaotic
DC 28

SENSES Darkvision, low-light vision

PERCEPTION +13 ; STEALTH +3

LANGUAGES Common, Celestial, Draconic, and Infernal
INITIATIVE +0

SPEED 50 ft ; FLY 80 ft

ATTACK d20+10 ; MA

WEAPONS 2 claws (2d4 each)

DAMAGE +6

SPECIALIf 2 claws hit, apply +1d6 raking wound damage

ARMOR Thick furry magical hide ; DR 6
WOUNDS 15
VITALITY 66
FORTITUDE 22, REFLEX 17, WILL 19

Q&D Damage +15 ; Vitality 48

STR 23, CON 17, DEX 10, INT 16, WIS 17, CHA 17

PRIME Strength and Wisdom

SKILLS Appraise +8, Arcana +8, Athletics +16, Heal +13, His-
tory +8, Insight +13, Intimidate +16, Literacy +13 (+18 jokes and
riddles), Nature +8, Religion +13, Survival +13 (+18 tracking),
Warcraft +8

FP 5; DEITY Rorax, Iris, Corvis or Tiamat
MULTICLASSING Bard, druid, sage or witch
TREASURE Items worth 1,800 gp on itself or in its lair

BASE ABILITIES
Sphinxes have the following abilities.
POUNCE: A sphinx can shove an adjacent target. If it beats the
target’s Fortitude, the target is pushed back 1d4 x 5 ft. The sphinx
must move at least 10 ft just prior to using this ability or be larger
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than its target. A sphinx enjoys a +5 bonus on attempts to initiate or
resist this ability.

ROAR: All living creatures within 30 ft and hearing range are
shaken for 5 minutes, or 1 round if they resist using Will. Costs 2
vitality.

SECOND WIND: Once daily, after 1 minute of rest, the sphinx
recovers 4d6 vitality.

SPHINX'S CHALLENGE: A sphinx can pose a verbal chal-
lenge out of combat. The challenge is usually a riddle. The challenged
creatures must be within hearing range. If the creatures refuse to
answer within 1 minute or fail to answer correctly, the sphinx enjoys
a 12 bonus on attacks, +2 damage and +2 saves for 5 minutes.

STATUEM: A sphinx can take the appearance and properties of a
stone statue (DR 8) for up to 4 hours + 1 hour per level. It can hear
and think as normal in this form but cannot move or attack except to
end the effect as a swift action. Costs 5 vitality.

GUARDIAN SPHINX (LVL 14)
This sphinx is armed with additional defensive and sensory abilities.
Apply +35 vitality, +3 saves, +3 attacks, +3 DR, and the following
abilities.

ALARMM: A sphinx can set an alarm with a perimeter of up to
10 ft per level. Any creature not specified by the sphinx that crosses
the perimeter evokes either an audible or silent alarm, as the sphinx
desires. The alarm remains up to 24 hours or until dismissed. The
sphinx can use this ability at will but can maintain only 1 alarm at a
time.

ARCANE LOCKM: A sphinx can permanently add a layer of
magical protection to a portal or container. It may specify a password
to bypass a layer. A DC 25 Athletics check or a DC 25 Mechanics
check defeats 1 layer. The sphinx can maintain a number of Arcane
Locks at once equal to its level.

BANISH™: With a word, the sphinx targets 1 creature within
60 ft that is not native to the realm on which the sphinx currently
resides. If the sphinx beats the target’s Will, the target is returned to
its home realm. Otherwise, it is dazed for 1 round. Costs 5 vitality.

CURE AILMENTM: A sphinx can remove 1 ailment from itself
or a touched ally. Ailments include confusion, disease, exhaustion,
fatigue, infertility, insanity, nausea, poison, and taint. This ability
does not remove curses such as mummy rot or lycanthropy. Costs 2
vitality.

DETECT MAGIC™: The sphinx immediately learns whether
magic is present or absent within a 15-ft cone. The next time it scans
the same area, it learns the exact location (within 5 ft) and name of 1
magic ability present. This ability cannot locate invisible creatures or
detect illusions.

DISPEL MAGICM: The sphinx targets 1 magical effect within
30 ft. It can end an area effect, magic on an item or magic on a crea-
ture, as it desires. If the magic is permanent, the sphinx suppresses
it for 5 minutes. If the magic has a duration, then it ends. Costs 5
vitality. 2

MAGIC CLAWS™: For 5 minutes, the sphinx enjoys a +1°
bonus on attacks and +2 damage, and its attacks count as magical for
the purpose of striking incorporeal creatures. Costs 2 vitality.

SEE INVISIBILITY™: As a standard action, the sphinx clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft. g

SLEEPING SIGHT™: A sphinx cannot be surprised, and it
enjoys a +20 bonus on Bluff checks to appear awake when asleep
and to appear asleep when it is awake.

TONGUES™: The sphinx understands and fluently uses any 1
language for 10 minutes. Costs 2 vitality.

WARDING GLYPH™: The sphinx conjures a glyph over a
doorway or similar portal. Any creature that passes through the por-
tal that does not match the sphinx’s alignment or worship its deity
suffers 1d6 fire damage per 2 levels. The glyph lasts 24 hours or until
activated or dispelled by the sphinx. Noticing the glyph is a DC 3Q

vitality.




SPIDER

These vermin spin sticky webs, bite with poison, and build traps.

APPEARANCE & CULTURE

Spiders come in all sizes. Giant monstrous spiders are the most
stealthy, cunning, and dangerous. They are about the size of a large
dog or small pony and come in various colors from brown or black
to a riot of orange, green, and red.

Giant spiders tend to quietly stalk lone animals and unsuspecting
humanoids that are relatively easy to surprise and catch to eat or act as
hosts for their eggs. Typically, the spider leaps down from a fair height
and bites the prey to deliver a fast-acting poison. Once bitten, a crea-
ture finds its movement slows, making both fight and flight difficult
options as the paralytic takes effect. The spider then grabs the slowed
creature to implant eggs in it, or the spider just webs it right away.
A spider can throw its web up to 60 ft to catch prey that flee or are
otherwise hard to reach. The spider transports cocooned prey back
into its webbing, where it drains the prey’s blood over several days.

Some spiders are humongous, magical, and/or intelligent.
The magebred spider is an ideal arcane familiar. The kumo spider
relies on fog and sleep to capture prey. The ghostly phase spider is
always just out reach. The craftworks spider makes the most of its
nimbleness and many legs to quickly create and repair artis-
tic, mechanical, and electrotech devices.

GIANT SPIDER (LVL 4)
Spiders have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Usually neutral
DC 18

SENSES Darkvision, tremorsense

PERCEPTION +11 ; STEALTH
+20

LANGUAGES None

INITIATIVE +10

SPEED 30 ft ; CLIMB 30 ft

ATTACK d20+5 (+6 bite, +10 grapple)
WEAPONS Bite (3d6 + poison + grab)
DAMAGE +3

ARMOR Chitin ; DR 3

WOUNDS 8

VITALITY 29

FORTITUDE 17, REFLEX 19, WILL 13

SPECIAL Immune to poison and the Trip ability ; subtract 30 ft
from a spider’s falling damage

Q&D Damage +7 ; Vitality 21

STR 17, CON 12, DEX 21, INT 1, WI$ 12, CHA 2
PRIME Strength and Dexterity
SKILLS Acrobatics +15, Athletics +13

FP2; DEITY Lilith
MULTICLASSING Dhampir, druid, rogue or shifter. A phase,
craftworks or magebred spider may select sage or wizard instead.

TREASURE Items worth 400 gp in or below its webbed lair
BASE ABILITIES

Giant spiders have the following abilities.

BLOOD DRAIN: A spider can latch onto an adjacent helpless
living creature to inflict 1d4 wound damage per round as it drains
the creature’s blood.

Ecc LAYING: A spider can implant an adjacent helpless living

MAGEBRED SPIDER (LVL 6)

creature with an egg cluster. After 3 days, the eggs hatch, inflicting
3d6 wound damage on the host and producing 3d6 tiny helpless spi-
der larva. Cure Ailment or a successful DC 20 Heal check removes
the eggs harmlessly. Other attempts inflict 3d6 wound damage on
the host, and kill the host if the eggs are removed.

FIRE PHOBIA: Spiders fear fire. A lit torch will keep a spider
at bay for up to 2 minutes as it secks ways to approach the prey from
behind. After that it will leave the area unless its webs are threatened,
in which case it will attack. Attacking or brandishing magic fire such
as a Burning Hands spell will cause the spider to be frightened if it
fails to resist using Will against the attacker.

WATER PHOBIA: A spider will not enter water though it will
seek ways to climb over or around water when exploring or pursu-
ing prey. A spider that is submerged becomes frightened.

PARALYZING BITE: When a spider successfully bites a foe,
it also delivers a strong paralytic poison as a swift action. The tar-
get must immediately resist using Fortitude or be slowed to a single
move or standard action each round for 2 minutes, after which it has
a 50% chance to be fully paralyzed and unable to take any actions for
10 minutes. Otherwise, the poison wears off.

POWER GRAPPLE: As a move action, the spider can grapple
an adjacent foe when it beats the foe’s Fortitude. A grappled creature

cannot move and can only use a Light melee weapon already in
hand. Each round on its turn, the foe can attempt to resist
again using Fortitude. If it succeeds, it breaks the grap-

ple. If the spider desires, it can block a grap-

4@ pled foe’s mouth with 1 foot-pad to prevent

" speech and/or move the grappled foe 5 ft,

either moving at the same time with the foe or

repositioning the foe as a move action. Finally,

the spider enjoys a +5 bonus when initiating or
resisting a grapple.

REMORSENSE: A spider can detect
and pinpoint any creature or object within
60 ft that is in contact with the ground or a
shared support such as the spider’s webbing,

WEB: A spider can shoot a sticky web
that covers a 10-ft-square area out to 60 ft.
Creatures in the area are instantly held fast.

Each round beginning on its turn, a stuck crea-

ture can attempt a DC 20 Athletics check or

DC 20 Acrobatics check to free itself and move out

of the web. The web lasts indefinitely or until it suffers 40

points of fire damage (10 fire damage destroys a single 5-ft-square
space). Costs 2 vitality.

A magebred spider is a magical beast. Apply +12 vitality, +1 saves,
+1 attacks, +1 DR, +10 Intelligence, and the following abilities.

ARCANE TRAINING: Boost Arcana and Literacy checks by +5.

ASTRAL WEB™M: A magebred spider can create an invisible 5-ft-
wide, 10-ft-high portal into an extra-dimensional space. Wisps of
translucent webs swirl and grab willing and helpless creatures within
30 ft of the portal, moving them into a 15-ft-cube extradimensional
chamber (the chamber exists in the Astral Realm). Only invited crea-
tures (not unattended objects or natural phenomena such as wind)
can pass through the portal. The chamber holds comfortably up to 8
Medium creatures and lasts for 4 hours + 1 hour per level. Creatures
caught in the chamber cannot exit it, and when the magic ends the
are dumped at its entrance. The spider can freely move into or out o
the chamber and can only maintain 1 such chamber at a time. Costs
2 vitality.

DETECT MAGICM: A magebred spider immediately learns
whether magic is present or absent within a 15-ft cone. The next
time it scans the same area, it learns the exact location (within 5 ft)
and name of 1 magic ability present. This ability cannot locate invis-
ible creatures or detect illusions.

MESSAGEM: At any time, a magebred spider can whisper a mes-
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sage that is clearly audible to 1 target within 90 ft. It does not need
to have line of sight, only line of effect.

SPEECH: As an intelligent creature, a magebred spider speaks
and understands Common and Draconic.

KUMO SPIDER (LVL 6)
A kumo is a magical beast. Apply +14 vitality, +1 saves, +1 attacks,
+2 DR, +14 Intelligence, +6 Charisma, and the following abilities.
CLOUD: This boosts Fog (see below) to fill a 60-ft-radius sphere.
FOa™: A misty vapor rises from the ground in a 15-ft radius
sphere around a point within 90 ft. The vapor obscures all sight
including darkvision beyond 5 ft. Creatures more than 5 ft from each
other have concealment (50% miss chance). The fog is unnatural and
resists normal wind, though Gust of Wind disperses it immediately.
This ability does not work underwater. Costs 2 vitality.
ILLUSIONIST™: The kumo spider conjures 4 torch-like orbs, 1
humanoid apparition, 4 voices, 1 loud animal or machine noise, or
a series of amusing stage tricks. The effects last 5 minutes, remain
within 30 ft, and do not cause damage or require a save, though they
might fool the unwary.

LEEP™: One person or animal within 15 ft falls asleep for 5 min-
utes, or is dazed for 1 round if Will resists. Apply -5 on the kumo’s
attack if the target is above 5th level. A sleeping creature’s allies can
use a standard action to wake him. Costs 1 vitality.

SLUMBER™: This improves the Sleep ability, such that it affects
up to 1 living creature per level within 30 ft. Costs 2 vitality.

PHASE SPIDER (LVL 6)
A phase spider is a magical beast. Apply +14 vitality, +1 saves, +1
attacks, +1 DR, +10 Intelligence, and the following abilities.
INCORPOREAL TRAITS™: This spider is incorporeal. Mun-
dane attacks against incorporeal creatures have a 90% miss chance
and magic attacks have a 50% miss chance. Incorporeal creatures
cannot handle solid objects, can pass through solid objects such as
walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing and
dematerializing are swift actions that cost 5 vitality each.
MASTER TRACKER: Apply a +5 bonus on Survival checks, or
a 720 bonus when tracking a creature in natural environments.
SPEECH: As an intelligent creature, a phase spider speaks and
understands Undercommon.

CRAFTWORKS SPIDER (LVL 8)
A craftworks spider is a magical beast. Apply +28 vitality, +2 saves,
+2 attacks, +2 DR, +12 Intelligence, and the following abilities.

CRAFTWORK SKILLS: Apply a +10 bonus on Appraise, Craft,
Mechanics, and Technics checks.

ELECTROTECH: You study invisible mundane forces of nature
(called immateria) such as electrics, kinetics, nucleonics, optics, and
sonics. You can make checks using the Technics skill (page 177) and
enjoy a 12 bonus on Mechanics and Technics checks.

MINOR CREATION™: After 1 minute of work, you create to

+ 1 cubic ft per level of nonmagical, nonliving, unattended plant matter
(typically, furniture or clothing). The item or items last 4 hours + 1
hour per level or until dismissed. Requires an equal mass of any raw
material. Costs 2 vitality.

MENDING™: Your touch repairs minor breaks and tears in an
unattended mundane adjacent object up to 5 pounds in weight or 2
square-ft in size, whichever is greater, making it like new. This ability
does not affect creatures.

MAKE WHOLEM: This improves Mending, such that you com-
pletely repair a mundane object of up to 10 cubic ft per level regardless
of damage so long as at least 75% of the original material is present.
Body parts mend into a whole corpse. This ability can reattach a con-
struct’s severed limbs, and it can mend a broken magic item at a cost
equal to V4 the item’s original creation cost. Costs 2 vitality.

SPEECH: As an intelligent creature, a magebred spider speaks
and understands Common and Mechan.
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QUEEN SPIDER (LVL 10)

<

Queen spiders have the following statistics.
TYPE Magical beast
SIZE Huge
ALIGNMENT Usually neutral evil
DC30

SENSES Darkvision, tremorsense
PERCEPTION +11 ; STEALTH +13
LANGUAGES Common, Abyssal, Sylvan, and Undercommon
INITIATIVE +8

SPEED 40 ft ; CLIMB 40 ft

ATTACK d20+8 (+9 bite, +13 grapple)

WEAPONS Bite (6d6 + 1d4 wound points + poison + grab)
DAMAGE +7

ARMOR Magical chitin ; DR 9

WOUNDS 20

VITALITY 72

FORTITUDE 23, REFLEX 20, WILL 23

SPECIAL Immune to poison and the Trip ability ; subtract 30 ft
from a spider’s falling damage

Q&D Damage +17 ; Vitality 42

STR 25, CON 15, DEX 17, INT 7, WIS 15, CHA 5

PRIME Strength and Dexterity

SKILLS Acrobatics 413, Athletics +17, Arcana +3, Dungeoneer-
ing +3, Intimidate +22, Nature +3, Survival +7, Trick +13

FP5; DEITY Lilith
MULTICLASSING Druid, elementalist, psion or warlock.
TREASURE Items worth 1,000 gp in or below its webbed lair

BASE ABILITIES
Queen spiders have the abilities of the giant spider plus the following
additional abilities.
WOUNDING BITE: As a swift action, the queen spider’s next
bite attack that round inflics +1d4 wound damage in addition to any
other damage. Costs 2 vitality.

EMPRESS SPIDER (LVL 15)
Empress spiders have the abilities of the queen spider plus the fol-
lowing additional abilities.

EVIL EYE™: The empress spider targets 1 living creature within
60 ft. If the target fails to resist using Will, it is reduced to -1 hit
points. Even if it saves, it suffers 3d6 damage. Costs 5 vitality.

FAST HEALING™: An empress spider enjoys fast healing 2.

GREATER COUNTER SPELL™: As an immediate action, the
empress spider targets 1 creature within 30 ft that is activating a-
magic ability. If the spider beats its Will, it negates the target’s magic.
Costs 1 vitality + the countered ability’s vitality cost, if any.

MAGE ARMORM: A shimmering field grants the spider +4 DR
for 1 hour. Mage Armor does not stack with real worn armor or Bone
Armor. Costs 1 vitality. '

NATURAL MAGIC: Boost Arcana, Bluff, History, Nature,
Music, and Trick checks by +5.

SCRYING WEB™: The empress spider remotely views a locale
using its web. It selects a specific destination and attempts an Arcana or
History check.The DC equals 5 for a familiar location, 10 for a visited
location, 20 for a described location, and 30 for a location known in
name only. If the spider succeeds, it can see and hear the location as if it
were actually there. Costs 5 vitality to activate + 1 vitality per minute
of viewin

TRUE SIGHT™: The spider sees through all illusions, disguises
and concealments for 1 round. This reveals secret doors and invis
ibility. It also bypasses the Nondetection ability. Costs 5 vitality.
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SPRITE

These tiny, mischievous faerie creatures
flit in magical woods.

APPEARANCE

& CULTURE

Sprites are tiny fey. They
look like miniature, lithe
people with dainty wings and
fine features of nature such as
grass for hair and insect anten-

nae. Most are shy, hiding far from
civilization. They are often invisible
to trespassers and resort to violence
only when their homes are endangered.

Sprites come in many varieties, each
representing an element of nature. The
craft-wise brownie hews to warm hearths
while the grasshopper-like grig plays music as it
cavorts in woody roots and twigs. The leprechaun
hordes beautiful metals, particularly gold, while the
aquamarine nixie is a cool water spirit, and the pixie zooms
invisibly through the air.

Despite their tiny size and frailty, sprites are full of
magic, mischief, and mystery. Just finding a sprite might
comprise an adventure. Sprites are generally kind to
good-hearted folk who respect nature, and tend to play
nasty tricks on anyone that harms woods or fey folk.

That said, some sprites are sarcastic, sour, and danger-
ous. These “unseelie” fey use their bows and arrows to
rob, maim or even kill for pleasure. Most rare is the noble
sprite who can influence the weather to safeguard others.

SPRITE (LVL 2)
Sprites have the following statistics.
TYPE Fey
SIZE Tiny
ALIGNMENT Any chaotic
DC 14

\

b

VISION Low-light vision

PERCEPTION +7 ; STEALTH +20 (+30 when invisible)
LANGUAGES Common and sylvan

INITIATIVE +9

SPEED 20 ft; FLY 30 ft

ATTACK d20+5

WEAPONS Tiny bow (1d4, 30 ft) or tiny dagger (1d2, 10 ft)
DAMAGE -3

ARMOR None ; DR 3 (0 vs cold iron)
WOUNDS 2

VITALITY 12

FORTITUDE 9, REFLEX 20, WILL 14
SPECIAL Dodge

Q&D Damage -1 ; Vitality 8

STR 4, CON 6, DEX 18, INT 10, WIS 14, CHA 16
PRIME Dexterity and Charisma
SKILLS Handle Animal +5, Insight +4, Nature +2, Trick +11

FP 1; DEITY Corvis, Iris or Tanish. Unseelie sprites have Corvis
or Lilith as a Deity.

MULTICLASSING Bard, druid, ranger or rogue

TREASURE Items worth 200 gp in its lair

UNSEELIE SPRITE (LVL 3)

BASE ABILITIES

Sprites have the following abilities.

CHARM ANIMALM: A tar-
geted animal within 15 ft is friendly
to the sprite for 5 minutes if the ani-
mal fails to resist using Will. While
charmed, the animal will not act in

a way that brings harm to the sprite,

itself or its allies. Otherwise, it will fol-
low the sprite and respond aggressively
{ to creatures that threaten it. The animal
 will take the sprite to safety if the sprite
is incapacitated. The sprite can dismiss
the charm as a swift action. If the sprite
treats the animal well, the animal may
remain friendly after the charm wears off.
This ability does not grant a shared language or
alter the animal’s alignment. Costs 1 vitality.
DODGE: As an immediate action, the sprite
ignores 1 melee weapon attack before it knows
whether the attack hits. This requires Dexterity 15+
and only works in light or no armor. Costs 2 vitality.
ENDURE ELEMENTS™: A sprite ignores
effects of extreme temperature. It can exist com-
fortably in conditions between -40° and 140° F with-
out harm. Its gear is also protected. This ability is continuously
in effect even when the sprite is unconscious.

HEAL NATURE™: The sprite’s touch heals an adjacent
animal, fey or plant creature. The amount healed equals 1d4
wound points. Alternatively, the sprite causes a 5-ft square
of mundane plant-life to flourish, growing a full season in a
single round. Costs 1 vitality.

SPRITE INVISIBILITY™: A sprite can turn invis-

ible at any time as a swift action. The invisibility ends when-

ever it makes an attack roll. Invisibility grants a +10 bonus

on Stealth checks, above and beyond the sprite’s usual +20
bonus. Costs 2 vitality to activate the invisibility.

This fey is corrupted by dark forces and seeks to curse and harm
creatures. Apply +5 vitality and the following abilities.

HARM NATURE™: The unseelie sprite’s touch harms an adja-
cent animal, fey or plant creature. The damage equals 1d4 wound
points. Alternatively, the sprite causes a 5-ft square of mundane
plant-life to wilt, molder, and turn to dust in a single round, as if
pounded by winter’s harsh elements. Costs 1 vitality.

LASTING CURSEM: A target within 15 ft suffers a -2 penalty
on d20 rolls, damage rolls, and saves. Or it suffers blindness, deaf-
ness, impotence, muteness or an illusory change of appearance (age,
race or sex). The effect is permanent though Remove Curse endsiit.
The unseelie fey may target the same creature with different specific
effects, though the same effect never stacks. Costs 5 vitality.

BROWNIE (LVL 4)

This wood-colored, craft-wise sprite is handy at crafting and ﬁ)l(ring
common houschold items. Apply +14 vitality, +1 saves, +1 attacks,
+1 DR, and the following abilities.

CLUMSINESS CURSE: An adjacent foe suffers a -10 penalty on
its next Acrobatics, Craft, Mechanics or Trick check. Costs 1 vitalit

FERRET SKILLS: A brownie enjoys a +10 bonus on Craft and
Mechanics checks.

HANDY HAVERSACK™: The brownie conjures any nonmag-
ical worked item weighing up to 5 pounds and costing 25 gp or less.
It cannot conjure anything that contains precious metals or genuine

ems. The item lasts 5 minutes and then vanishes. Costs 2 vitality.

MAKE WHOLE™: As Mending (see below) but completely_
repairs 1 mundane object of up to 10 cubic ft per level regardless &
of damage so long as at least 75% of the original material is present.
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Body parts mend into a whole corpse. The spell also reattaches a con-
struct’s severed limbs. This ability can mend a broken magic item at a
cost equal to ¥4 the item’s original creation cost. Costs 2 vitality.

MENDING™: The brownie’s touch magically repairs breaks and
tears in an unattended mundane object up to 5 pounds in weight or 2
square-ft in size, whichever is more. This ability does not affect living
creatures, including constructs.

GRIG (LVL 4)
This carthy, green grasshopper-like sprite is adept at music. Apply
+14 vitality, +1 saves, +1 attacks, +1 DR, and the following abilities.

CLUMSINESS CURSE: An adjacent foe suffers a -10 penalty on
its next Acrobatics, Athletics, Music or Stealth check. Costs 1 vitality.

CRICKET SKILLS: A grig enjoys a +10 bonus on Acrobatics and
Music checks.

FANTASTIC DANCE™: One person or mutant within 30 ft
begins dancing uncontrollably for 1d4+1 rounds. Will resists. While
dancing, the target is unable to take any actions although it can defend
itself normally. The grig can only affect 1 target at a time. Costs 5 vitality.

VENTRILOQUISM: The grig projects its voice to any space
within 30 ft. Creatures that fail to resist using Will perceive the voice as
coming from the projected space. Creatures that succeed may attempt
a DC 28 Perception check to learn the grig’s true location. Costs 1
vitality.

LEPRECHAUN (LVL 4)
This stout, moth-like bearded sprite is skilled with precious metals.
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

BUTTERFLY SKILLS: A leprechaun enjoys a +10 bonus on
Appraise and Craft checks.

CLUMSINESS CURSE: An adjacent foe suffers a -10 penalty
on its next Appraise, Craft, Literacy or Streetwise check. Costs 1
vitality.

FOOLS GOLD™:The leprechaun’s touch converts lead or straw
into gold on a pound-for-pound basis, to a maximum of 1 pound per
day. A pound of gold equals 50 gp. The leprechaun’s lifetime limit
equals 10,000 gp. Unfortunately, whoever spends even 1 coin, or
keeps even 1 coin on his person or in his home for 24 hours, suffers a
-5 penalty on all d20 rolls until the gold is thrown away or destroyed.

LUCKY BREAK: Once daily as an immediate action a lepre-
chaun can apply +1d6 to any d20 roll of its choice. The leprechaun
must apply the bonus before it learns the roll’s result.

SECRET POTM: A leprechaun can craft a magic pot costing a
minimum of 1,000 gp. The pot holds up to 1 cubic ft of material per
level. When not in use, the pot resides safely in the Astral Realm. The
leprechaun can call the pot from anywhere outdoors during the day.
When called, a rainbow also appears overhead for as long as the pot
is present. One end of the rainbow anchors into the pot. The lepre-
chaun can summon and stow the pot as a standard action. Calling the
pot costs 5 vitality.

NIXIE (LVL 4)

" This aquamarine sprite prefers ponds and streams and can lure peo-
ple into the water. Apply +14 vitality, +1 saves, +1 attacks, +1 DR,
and the following abilities.

CHARM PERSON™M: A targeted person within 15 ft is friendly
to the nixie for 5 minutes if it fails to resist usingWill. While charmed,
the person will not act in a way that brings harm to the nixie, itself
or its allies. Otherwise, it will follow the nixie and respond aggres-
sively to creatures that threaten it. It will take the nixie to safety if
it is incapacitated. The nixie can dismiss the charm as a swift action.
If the nixie treats the person well, he may remain friendly after the
charm wears off. This ability does not grant a shared language or
alter a creature’s alignment. Costs 1 vitality.

CLUMSINESS CURSE: An adjacent foe suffers a -10 penalty on
its next Athletics, Bluff, Disguise or Pilot check. Costs 1 vitality.

MINNOW SKILLS: A nixie enjoys a +10 bonus on Diplomacy
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and Pilot checks.
SWIM: A nixie has a Swim speed of 30 ft and it enjoys a +10
bonus on Athletics checks when swimming, While swimming, the
nixie is not defenseless.
WATER BREATHING™: The nixie or a touched ally can
breathe in water as easily as in air for up to 4 hours + 1 hour per
level per day. Hours can be nonconsecutive. Costs 2 vitality.

PIXIE (LVL 4)
This flighty, flowery sprite plays with illusions, memory, and sleep.
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

CLUMSINESS CURSE: An adjacent foe suffers a -10 penalty
on its next Acrobatics, Intimidate, Nature or Warcraft check. Costs 1
vitality.

MODIFY MEEMORY™: One adjacent sentient creature forgets
events of the past 5 minutes and “recalls” memories planted by the
pixie. If Will resists, the target is dazed for 1 round instead. The effect
lasts 5 minutes, or is permanent if the pixie beats its Will a second
time. Costs 5 vitality.

SLEEP™: One foe within 15 ft falls asleep for 5 minutes, or is
dazed for 1 round if Will resists. A sleeping creature’s allies can use
a standard action to wake him. Apply -5 on the pixie’s attack if the
target is above 5th level. Costs 1 vitality.

PARROW SKILLS: A pixie enjoys a +10 bonus on Acrobatics
and Nature checks.

NOBLE SPRITE (LVL 8)
This blue-blooded sprite is a noble among its kind. Apply +42 vital-
ity, +3 saves, +3 attacks, +3 DR, and the following abilities.

CONTROL WEATHERM: After 1 minute of concentration,
the noble sprite directs the weather in a 5-square-mile area to shift
1 grade to become clearer or stormier, hotter or colder, calmer or
windier. The new weather takes effect after 10 minutes and lasts while
you concentrate + 1d4 hours before reverting to normal. See RPG,
page 237 regarding weather. Costs 10 vitality.

CREEPING éOON\M: One target within 90 ft suffers 1d10
damage per level (max 10d10) from biting insects that pour forth from
its gear and orifices. Fortitude resists for /> damage. Costs 5 vitality.

éNTAN GLEM: The noble sprite evokes and animates plant life in
a 30-ft radius around a point up to 120 ft away. Each round, creatures
in the area must resist using Reflex. Those that fail are held tightly
and unable to move or take actions. All others move at %2 speed and
suffer a -2 penalty on all d20 rolls. The effect lasts 5 minutes. This
only works outdoors or underground. Costs 2 vitality.

AERIE FIREM: The noble sprite targets a 10-ft-square area up
to 30 ft away. All creatures in the area glow brightly for 5 minutes.
The glow moves with them and betrays their location even if they are
invisible. Costs 1 vitality.

FEY SKALD: Boost History and Music checks by +10.

ILLUSIONIST™: The noble sprite conjures 4 torch-like orbs,L .
humanoid apparition, 4 voices, 1 loud animal or machine noise, or"
a series of amusing stage tricks. The effects last 5 minutes, remain
within 30 ft, and do not cause damage or require a save, though they
might fool the unwary. 2

AGIC RESISTANCE: A noble sprite enjoys a +5 bonus ong
saves to resist magic abilities. Also, when it is targeted by a magic abil-
ity that does not allow a save, the sprite’s foe must beat its Will anyway,
and if the sprite successfully resists then the magic has no effect.

NOBLE FEY SKILLS: Apply a +5 bonus on Diplomacy and
Nobility checks. Also apply a +2 bonus on Arcana, Handle Animal,
Insight, Nature, and Trick checks.

SUGGESTIONM: If the noble sprite beats the Will of a person
within 30 ft, that person does his best over a 1-hour period to com-
plete a task that the noble sprite phrases in 10 words or less. The
person will not deliberately harm himself and the effect has a 50% |
chance to end each round that his life or any of his allies’ lives are in‘m_ /
danger. Costs 2 vitality.




This annoying flying insect has a taste for magical blood.

APPEARANCE & CULTURE

This tiny winged nuisance is about 1 ft long, with a
2-ft wingspan, and sports beady eyes, a pink probos-
cis and 8 legs. Its coloration is reddish-brown with a
dirty yellow underside. It weighs about 1 pound.

Stirges seck to feed on warm blood. A stirge attacks
by landing on a victim, finding a vulnerable spot, and
plunging its proboscis into the flesh. After gaining its
fill, it flies off to digest its meal while other stirges
have their taste.

The stirge is naturally intelligent and magi-
cally inclined. It detects magic with ease and
seeks to feed on magic users in order to
sustain its own sentience and limited magic.
It happily goads those who try to avoid it.

When a stirge goes without this nour-
ishment, its mind and magic abilities fade
and it becomes a dull-witted creature that
is still dangerous to the unwary. Thus, stir-
ges becomes particularly brash when they go
without nourishment.

Legends speak of a stirge witch, a terrible
creature that can counter spells, dodge attacks,
steel a victim’s magic for its own use, cause vines and
roots to entangle victims, and emit a stunning screech. This
witch is highly protective of her brood nest.

STIRGE (LVL 1)
Stirges have the following statistics.
YPE Magical beast
SIZE Tiny
ALIGNMENT Usually neutral evil
DC 12

VISION Low-light vision, darkvision

PERCEPTION +6 ; STEALTH +12 (+20 when flying)
LANGUAGES Common

INITIATIVE +5

SPEED 10 ft ; FLY 40 ft

ATTACK d20+5

WEAPONS Bite (1d4 + blood drain, no reach)
DAMAGE -3

ARMOR Tough skin ; DR 1 (3 vs cold and fire)
WOUNDS 2

VITALITY 9

FORTITUDE 13, REFLEX 22, WILL 17

Q&D Damage -2 ; Vitality 7

STR 4, CON 14, DEX 21, INT 12, WIS 10, CHA 15

PRIME Dexterity and Charisma

SKILLS Acrobatics +12, Arcana +12, Bluff +12, Survival +5,
Trick +15

FP 1; DEITY Lilith or Thulzuur
MULTICLASSING Necromancer, shaman, warlock or witch
TREASURE Gems, jewels, and metal items worth 50 gp

BASE ABILITIES
All stirges have the following abilities.
ATTACH: When a stirge successfully bites a foe, it latches onto
the foe as a swift action with powerful pincers to automatically deal

bite damage cach round that it remains attached. The
foe must spend a standard action and beat the stirge’s
Fortitude to dislodge it. While attached, attackers
other than the victim enjoy a +5 bonus on attacks to
strike it.

BLOOD DEPENDENCE: A stirge must con-
sume 15 wound points of blood per month and
at least 2 of those wound points must come from
a creature with magic abilities. Otherwise, the
stirge’s Intelligence drops to 1 and it loses its magic
abilities until it ingests at least 2 wound points
worth of blood from a magic user.

BLOOD DRAIN: A stirge drains blood, deal-
ing 1d4 wound damage in any round when it begins
its turn attached to a victim. Once it has dealt 4
wound damage, it detaches and flies off to
digest the meal. If its victim dies before

the stirge’s appetite is sated, the stirge
detaches and secks a new target.
DETECT MAGICM: A stirge
immediately learns whether magic
is present or absent within a 15-ft
cone. The next time it scans the
same area, it learns the exact loca-
tion (within 5 ft) and name of 1 magic
ability present. This ability cannot
locate invisible creatures or detect illusions.
MINOR SPELL: A stirge has minor
magic which it gains from examining magic items
and feeding off of magic users. The stirge knows and can use any 1
magic ability for which it qualifies.

STIRGE WITCH (LVL 7)
Apply +42 vitality, +3 saves, +3 attacks, +3 DR, and the following
abilities.

COUNTER SPELL™: As an immediate action, a stirge witch can
target 1 person who is activating a magic ability. If the stirge witch
beats its Will, it negates the magic. Otherwise, the magic works nor-
mally. Costs 2 vitality.

DODGE: As an immediate action, a stirge witch ignores 1 melee
weapon attack before it knows whether the attack’s outcome.
Requires 15 Dexterity and light or no armor. Costs 2 vitality.

ELEMENTAL RESISTANCE: A stirge witch enjoys +2 DR
versus cold and fire damage.

ENTANGLE™: The stirge witch evokes and animates plant life in
a 30-ft radius around a point up to 120 ft away. Each round, creatures
in the area must resist using Reflex. Those that fail are held tightly
and unable to move or take actions. All others move at 2 speed and
suffer a -2 penalty on all d20 rolls. The effect lasts 5 minutes. This
only works outdoors or underground. Costs 2 vitality.

X/\AJOR SPELLS: A stirge witch knows and can use any 2 inter-
mediate magic abilities plus 1 basic magic ability for which it qualities.

MORTAL FORMM: A stirge witch can alter its appearance for
1 hour to blend amongst mortals. In this form, apply a +10 bonus on
Bluff and Disguise checks to appear as a Medium or Small humanoid.
Costs 1 vitality.

SEEMING™: As Mortal Form, but affects up to 1 ally per level
who start within 30 ft of the stirge witch. Costs 5 vitality.

STEAL MAGICM: This improves Blood Drain, such that the stirg
witch automatically drains 1 basic magic ability from its prey (assuming
the prey has magic abilities). The prey loses the ability for 24 hours and
the stirge witch immediately gains it for 24 hours. She may use the abil-
ity as her own beginning on her next turn. Costs 5 vitality.

STUNNING SCREECH™: The stirge witch’s screech stuns all
nonevil creatures within 30 ft for 1 round, or dazes if Will resists. Crea-
tures that cannot hear are unaffected. Costs 5 vitality.

SWIFT STEP: A stirge witch can move 5 ft as an immediate
action. Costs 1 vitality.
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SWARM

These ravenous masses of tiny biting vermin terrorize larger prey.

APPEARANCE & CULTURE

Swarms are dense masses of miniscule creatures that are harmless by
themselves but can be terrible foes when gathered in numbers. For
convenience, a swarm is defined as a single creature that occupies a
10-ft-square space.

Different creatures can mass as swarms: bats, centipedes, hell
wasps, locusts, rats, and spiders, among others. The swarm’s type
varies with the nature of the component creature (most are animals).

A swarm generally consists of 300 to 1,500 non-flying creatures
or 1,000 to 5,000 flying creatures. Swarms include many more crea-
tures than could normally fit in a 10-ft square based on their normal
space, because swarming creatures pack tightly together and gener-
ally crawl over each other and their prey when moving or attacking,

In order to attack, a swarm moves into an opponent’s space. It
can occupy the same space as a creature of any size, since it crawls
all over its prey, though it remains a creature with a 10-ft-square
space. Unlike other creatures, a swarm is shapeable. It can occupy
any 4 contiguous squares, and it can squeeze through any space large
enough to contain 1 of its component creatures.

A swarm is usually nocturnal and is rarely found above ground in
daylight. Once located, swarms are extremely difficult to fight with
physical attacks. However, they have vulnerabilities against fire and
bright light.

Larger swarms are represented by multiples of single swarms in
close proximity. For example, 5 swarms might occupy a 10 ft x 50
ft space, a 25 ft x 25 ft space, or any other arrangement. A 5 ft x
100 ft swarm can act as an effective barrier, such as a druid using a
swarm to defend a community against attackers. A very large swarm
can devour whole farms or, if flying, bolt out the sky. Worse yet are
supernatural swarms that defy magic and taint the unwary.

FLYING SWARM (LVL 2)
Flying swarms have the following statistics.
TYPE Animal
SIZE Large
ALIGNMENT Neutral
DC 14

SENSES Low-light vision, blindsense
PERCEPTION +12 ; Stealth +12
LANGUAGES Does not use language
INITIATIVE +2

SPEED 10 ft ; FLY 40 ft ; CLIMB 10 ft

ATTACK d20+3

WEAPONS Swarm (1d6 wounds + daze + disease, O-ft reach)
DAMAGE -4

ARMOR Carapace or tough hide ; DR 3
WOUNDS 15
VITALITY 14
FORTITUDE 12, REFLEX 14, WILL 19
SPECIAL Suffer ¥ damage from weapons

Q&D Damage -2 ; Vitality 10

STR 3, CON 10, DEX 15, INT 2, WIS 14, CHA 4
PRIME Dexterity and Wisdom
SKILLS Acrobatics +12, Survival +12 (+17 tracking)

FP 1; DEITY Greenwyrm, Lilith or Thulzuur
MULTICLASSING Druid, psion, shaman or warlock (fiendish
swarm only)

TREASURE None
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BASE ABILITIES
Swarms have the following abilities.

BLINDSENSE: A swarm can detect foes using its fine senses.
Typically, it emits odd subsonic noises that allow it to notice and
locate creatures within 30 ft from all directions.

ENDURE ELEMENTS: A swarm ignores effects of extreme
temperature. It can exist comfortably in conditions between -40°
and 140° F without harm. Its gear, if any, is also protected. This abil-
ity is continuously in effect even when the swarm is unconscious.

RETREAT FROM FIRE AND LIGHT: Swarms are nocturnal
and tend to retreat from fire and light sources. A swarm will not
cross through fire or through an area of natural daylight. A lit torch
swung as an improvised weapon deals 1d3 fire damage per hit. More-
over, when a fire source or strong light is presented, the swarm must
resist using Will against d20+0 or retreat 5 ft from the source.

SWARM ATTACK: A swarm can enter spaces occupied by
other creatures to share their space. A swarm delivers 1d4 wound
damage to all creatures that share its space. Targets must also resist
using Will or be dazed for 1 round, and targets that suffer damage
must also also resist using Fortitude or acquire a natural disease that
manifests after 1d4 day. See RPG, page 238 for details about disease.

VERMIN MIND: A swarm lacks a single mind. It enjoys a +5
bonus on Will, which is already in the statistics block.

WEAPON RESISTANCE: A swarm suffers V2 damage from all
weapon attacks. Halve the damage after applying the swarm’s DR.

LAND OR WATER SWARM (LVL 2)
To create a swarm of rats, centipedes, or other non-flying creatures,
replace Fly with a ground and Climb speed of 20 ft. Or, for a school
or piranha or such, replace Fly with a 50 ft Swim speed. Either way,
improve the swarms attack to deliver 2d4 wound damage.

CLOUDKILL SWARM (LVL 3)
Apply +5 vitality and the following abilities.

CLOUDKILL™: The swarm emits a noxious 30-ft-radius cloud
centered on its midpoint. Each round a creature is in the cloud’s
area, it suffers 1d4 acid wound damage, is blinded, and is reduced
toa 5 ft speed. The cloud remains for 2 minutes even if the swarm is
destroyed. In situations with multiple swarms, the area covered by the

cloud increases but the damage remains the same. Costs 5 vitality.
RESIST FIRE:A cloudkill swarm enjoys +5 DR against fire damage.

FIENDISH SWARM (LVL 9)
This creature is a fiend. Apply +42 vitality, +3 saves, +3 attacks, +3
DR, +5 Intelligence, and the following abilities.

DEFY MAGIC: A fiendish swarm enjoys a +5 bonus on saves to
resist magic abilities. Moreover, whenever it is targeted by a magic
ability that does not allow a save, its foe must succeed on an attack
roll anyway against Will, and if the swarm successfully resists then
the magic has no effect.

FIENDISH PROTECTION™: A fiendish swarm is immune to-
fire and poison, and it enjoys +5 DR against all other energy types
except electrical and holy damage.

IMMORTAL™: Fiendish swarms do not age, do not need to
breathe, eat or sleep, and cannot be raised from death if slain. z

MORTAL FORMM: This swarm can alter its appearance for 1%
hour to blend in among mortals. Typically, it looks like a humanoid
draped in robes. In this form, apply a +10 bonus on Bluff and Disguise
checks to appear as a Medium or Small humanoid. Costs 1 vitality.

POISON™: As a move action, the swarm’s members produce a
strong poison. When a creature suffers wound damage, it immedi-
ately suffers +1d10 vile wound damage with a 50% chance to suffer
an additional 1d10 vile wound damage 5 minutes later. Unused poi-
son dissipates after 5 minutes. Costs 5 vitality.

TAINT AURAM: As a swift action, all living creatures caught in
the swarm’s area must resist using Will or gain 1 point of taint. Whe _
a creature’s taint score exceeds its Wisdom score, its goes insanh- ;
Costs 1 vitality. q




TELCHINE

These tall many-armed humanoids act as caretakers of mortal races.

APPEARANCE & CULTURE

Sages believe the telchines represent an early form of humanoid that
pre-dates the existence of various races and sexes. A telchine has 2
different forms and a variable essence, and is thus sometimes mis-
taken as several different creatures.

In its unified form, a telchine appears as a tall blue-skinned human-
oid with a long torso and 4 sinewy, dexterous arms, and is dressed in
concealing robes. The robes always contain some elements of reptil-
ian skin, perhaps to honor some ancestors who existed in a epoch or
world of great reptilian beasts. A telchine’s fingers are long and fine,
and its face is often asexual and impassive, though some telchines are
clearly male or female. The telchine’s form is lanky enough to make
room for the arms and the mass of 2 persons.

When needed, a telchine can divide itself into 2 goblin-sized blue-
skinned humanoids. The 2 split-off halves are usually male-female,
but may be male-male or female-female. Some sages believe the
telchines represents a primordial being before people were split into
2 halves, male and female, who now eternally long for each other. A
telchine reproduces by taking on its dualistic form, mating in an eso-
teric manner, and rejoining into 1 creature that lays an egg or eggs,
from which hatches a toddler telchine. Sometimes, a telchine will
divide and take a mortal lover (or 2 lovers) in order to cross-fertilize
itself. From the egg will be born a child of the mortal’s race, but with
heroic qualities and a tendency to order and peacefulness.

In the long-ago epochs, there were millions of telchines, and per-
haps billions on their home world. Today, the few remaining telchines
roam the Astral Realm. They are highly adept with runes, magic, and
powers of the mind and are—by necessity after many hostilities with
illithrixes and vorns—somewhat competent with electrotech.

Telchines are generally friendly to mortals, though they tend to
hide away in high mountain temples or deep caves to avoid attention.
As refined spiritual beings, a mortal’s bestial nature and raw emo-
tionality can overwhelm them. Some sages believe the telchines wish
to shepherd mortals to their next stage of evolution. In fact, many
telchines pity mortals, who appear unable to locate peaceful means
of sustaining civilization. Everywhere there is tyranny, confusion,
deceit, and other ill properties. These concerned telchines actively
experiment with new designs and races of mortals, and some sages
wonder if the presence many races is by telchine design.

Telchines love lore, books, sigils, glyphs, and other expressions
of language. Most of all, they have a knack for knowing and analyz-
ing creature’s true names. Legends describe people who are drawn
to a telchine’s ship or lair as it whispers their name. Thereafter
it may aid them in some way, foretell the future in order to alter
the threads of destiny, or submit the person to a terrible rebirth-
ing process that changes them into another race. Most creatures
find themselves powerless to resist or otherwise act aggressively in
a telchine’s presence, as if it knows just the right words to evoke a
peaceful response.

TELCHINE (LVL 12)
Telchines have the following statistics.
TYPE Aberration
SIZE Large
ALIGNMENT Usually lawful neutral
DC 34

SENSES Low-light vision
PERCEPTION #19 ; STEALTH +5
LANGUAGES Understands all languages
INITIATIVE +7

SPEED 20 ft
ATTACK d20+10 ; MA

,?r@’w

WEAPONS 2 slams (1d6 each) or 2 scimitars (1d8 each)
DAMAGE +1

ARMOR Magical robes over metallic skin ; DR 8
WOUNDS 12

VITALITY 87

FORTITUDE 25, REFLEX 25, WILL 27

Q&D Damage +13 ; Vitality 63

STR 12, CON 16, DEX 14, INT 16, W1 19, CHA 14

PRIME Intelligence and Wisdom

SKILLS Arcana +13, Diplomacy +7, Heal +14 (+19 to halt
bleeding), History +13, Literacy +13, Nature +13

FP6; DEITY Maiya, Voktra or Ymuri
MULTICLASSING Elementalist, psion, sage or wizard
TREASURE Magic items and artwork in its lair worth 1,500 gp

BASE ABILITIES
Telchines have the following abilities.

ANALYZE TRUE NAME: The telchine learns 1d4+1 facts
(statistics or background data) about a creature, whose true name it
knows. It can analyze a particular name only 2x as it tries the name
forward and backward. Costs 2 vitality.

ATTRACT BY NAMEM: The telchine utters a creature’s true
name and it immediately moves toward the telchine at maximum
speed. If the subject encounters a dangerous obstacle (chasm, fire)
that it cannot safely bypass then it can attempt to resist using Will to
stop just prior to the obstacle. Costs 2 vitality.

AUGURY™: The telchine gains insight regarding an immediate
choice it faces such as whether to open a chest or enter a room. .
It receives an answer of weal (good fortune), woe (bad fortune), *
or unclear (mixed fortune). The chance that it receives an answer
equals 70% + 1% per level. The answer is based on the likely out-
come within the next 10 minutes. Costs 2 vitality.

CHANNEL THE DIVINE: The telchine inscribes in the air 1
deity’s symbol, thereby opening a channel to the deity’s magic. On
its next turn, it can and must use any 1 basic ability of that deity.
Costs 5 vitality.

CONDITIONAL IMMORTALITY: A telchine does not need
to eat, sleep or breathe unless it wishes to, and it does not age or die
unless it reproduces, after which time it begins aging normally.

CURE AILMENT™: A telchine can remove 1 ailment from
itself or a touched ally. Ailments include confusion, disease, exhaus-
tion, fatigue, infertility, insanity, nausea, poison, and taint. This abil-
ity does not remove curses such as mummy rot or lycanthropy. Costs
2 vitality.

CURE WOUNDS™: A touched ally heals 1d6 wound damage
per 2 levels (max 5d6) as the telchine magically knits its flesh and
bones. A creature can benefit only once daily from this ability. Costs
1 vitality.

FORGET TRUE NAME™: After a 1-minute ritual, the telchine
permanently forgets a true name of its choice. Requires Learn True
Name.

LEARN TRUE NAMEM: If the telchine beats the Will of 1
creature within 15 ft and light of sight, it learns the target’s true
name (its magical signature). A target that successfully resists this
ability is immune to it for 24 hours. The telchine can know a numbe
of true names at once equal to 3 + its level (typically 15).

LIGHT: The telchine conjures light on an unattended object that
it touches. The light produces strong illumination in a 15-ft radius
burst and weak illumination outward an additional 30 ft. The telchine
can dismiss the light as a swift action. It can use this ability at will but
can maintain only 1 light at a time.

QUASIFORMM: A telchine can divide itself into 2 independent
creatures called quasiforms (see statistics block at right). This ability _
cannot be used in combat unless the telchine leaves itself completely
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defenscless while doing so. Costs 5 vitality.

REBIRTHINGE: After 1 day of work, the telchine permanently
changes a helpless or willing person’s race, sex or both. This requires
3 fresh organs and 1 vial of fresh blood from a creature of the target
race and sex. The new form must be the same size and creature type
as the original. The procedure inflicts 2d6 wound damage and grants
the target a +10 bonus on Disguise checks to not be recognized as its
previous self and to possibly look like someone else. The target loses
its old race statistics and abilities and gains a new set of race statistics
and abilities. Costs 5 vitality.

SECRET CHAMBER™: The telchine creates an invisible 5-ft-
wide, 10-ft-high magic portal directly in front of it. All who enter the
portal move into a 15-ft-cube extradimensional chamber (the cham-
ber exists in the Astral Realm). Only invited creatures (not unattended
objects or natural phenomena such as wind) pass through the portal.
The chamber holds comfortably up to 8 Medium creatures and lasts
for 4 hours + 1 hour per level. Creatures caught in the chamber when
the magic ends are dumped at its entrance. Telchine can only maintain
1 secret chamber at a time. Costs 5 vitality.

SPLIT MIND™: As a swift action, the telchine splits its mind
in 2 halves for 1 round. During this time, it can use 2 of its magic
abilities as a single standard action and ignore attacks that allow it to
resist using Will. Costs 5 vitality.

STAR %(AY: One foe within 30 ft suffers 3d4 fire wound damage.
Costs 5 vitality.

WORD OF PEACE™: The telchine causes 1 creature within
30 ft to become peaceful and cease making attack roles or behaving
with hostile intent for 5 minutes. Will resists. If an affected target is
attacked, there is a 50% chance the effect ends. Costs 5 vitality.

WORD OF RECALL™: The telchine immediately returns to its
home base or other location marked earlier with a special rune. The
telchine can only have 1 rune like this at a time. Costs 10 vitality.

MAGISTRAL TELCHINE (LVL 15)
Apply +35 vitality, +2 saves, +2 attacks, +2 DR, and the
following abilities.

FORESIGHT™: This telchine cannot be surprised
and it ignores Sneak Attack damage. Moreover, once
daily it may completely ignore 1 attack as an imme-
diate action as if it had foreseen the moment. This
ability does not work while the telchine is uncon-
scious.

REALM  SHIFT™: The telchine moves to
another realm of existence. The trip is 1 way. The
telchine must have a specific destination in mind,
and it must pass an Arcana check to arrive there.
Otherwise, it arrives 1d6 miles away. The DC equals
5 for a familiar location, 10 for a visited location, 20
for a described location, and 30 for a location known
in name only. Costs 10 vitality plus 2 additional
. vitality for each additional person or 250 pounds of
“ gear to a maximum of 20 vitality.

SYMBOL OF PEACE™: The telchine draws a
¢ powerful symbol in the air, such that it improves its
d use of Word of Peace to affect all creatures within

60 ft. Costs 10 vitality.

THIRD PERSONAM: A magistral telchine
has incorporated experiences of favored mortal
persons into itself, granting itself a +5 bonus on 2
skill checks of its choice.

TELCHINE QUASIFORM (LEVEL 6)
Telchine quasiforms have the following statistics.
TYPE Aberration
S1ZE Small
ALIGNMENT Usually lawful neutral
DC 22

__” -

SENSES Low-light vision
PERCEPTION +10; STEALTH +7
LANGUAGES Knows all languages
INITIATIVE +2

SPEED 30 ft

ATTACK d20+5

WEAPONS Slam (1d4) or dagger (1d4)
DAMAGE +1

ARMOR Magical robes over metallic skin ; DR 5
WOUNDS 6

VITALITY 42

FORTITUDE 19, REFLEX 19, WILL 20

Q&D Damage +7 ; Vitality 33

STR 12, CON 16, DEX 14, INT 16, WIS 16, CHA 14

PRIME Intelligence and Wisdom

SKILLS Arcana +13, Diplomacy +7, Heal +14 (+19 to halt
bleeding), History +13, Literacy +13, Nature +13

FP3; DEITY Maiya, Voktra or Ymuri
MULTICLASSING Elementalist, psion, sage or wizard
TREASURE Gear and artwork in its lair worth 600 gp

FEMALE QUASIFORM ABILITIES
The female quasiform has the following abilities.

CURE AILMENT™: A female quasiform can remove 1 ailment
from itself or a touched ally. Ailments include confusion, disease,
exhaustion, fatigue, infertility, insanity, nausea, poison, and taint.

This ability does not remove curses such as mummy rot or lycan-
thropy. Costs 2 vitality.
FEMININE LORE: Apply a +5 bonus on Acrobatics, Insight,

Music, Nature, Religion, and Trick checks.

FUSTON™: A female quasiform can fuse with an adjacent
quasiform to transform into a standard telchine. This ability
cannot be used in combat. Costs 2 vitality.

SYMBOL OF PEACE™: The female telchine causes

all creatures within 60 ft to become peaceful and cease

making attack roles or behaving with hostile intent for

\\ 5 minutes. Will resists. If an affected target is attacked,
\ there is a 50% chance the effect ends. Costs 5 vitality.

\ MALE QUASIFORM ABILITIES
The male quasiform has the following abilities.

CURE WOUNDS™: One touched ally heals 1d6
wound damage per 2 levels (max 5d6) as the male
quasiform magically knits its flesh and bones. A par-

ticular creature can benefit only once daily from this
ability. Costs 1 vitality. -
USION™: A male quasiform can fuse with "
| an adjacent quasiform to transform into a standard
! ) telchine. This ability cannot be used in combat. Costs
2 vitality. i
MASCULINE LORE:Apply a +5 bonus on Ath- '
letics, Endurance, Handle Animal, Intimidate, Survival;
and Warcraft checks.
REALM SHIFT™: The male quasiform moves
to another realm of existence. The trip is 1 way. The
telchine must have a specific destination in mind, and
he must pass an Arcana check to arrive there. Other-
wise, he arrives 1d6 miles away. The DC equals 5 for
a familiar location, 10 for a visited location, 20 for a
described location, and 30 for a location known in
name only. Costs 10 vitality plus 2 additional vitalit
for each additional person or 250 pounds of gear
to a maximum of 20 vitality.

\




TREANT

This patient and ponderous intelligent tree protects woodlands.

APPEARANCE & CULTURE

A treant is a sentient tree. Treants stand alone or in groves of 4 to 7
of their kind. A treant is about 30 ft tall, with a trunk about 2 ft in
diameter. It weighs about 4,500 pounds. Its leaves are deep green in
spring and summer. In fall and winter the leaves change to yellow,
orange or red but rarely fall out. A treant’s legs fit together when
closed to look like the trunk of a tree, and a motionless treant is
nearly indistinguishable from a mundane tree.

Treants love peace and prefer to watch potential foes carefully
before attacking. They charge from cover to trample anyone who
despoils the forest, whether cutting trees or bothering dryads and
such. If sorely pressed, a treant can animate trees as reinforcements.

Woodland peoples highly respect treants. Most treants are centu-
ries old and the oldest among them claim millennia. For this reason,
they are vast storehouses of history. Treants speak very slowly. A con-
versation proceeds at the rate of 1 exchange per minute rather than
1 per round. Treant sap is also known as a healing salve.

TREANT (LVL 8)
Treants have the following statistics.
TYPE Plant
SIZE Huge
ALIGNMENT Usually neutral good
DC 26

VISION Low-light vision

PERCEPTION +5 ; STEALTH +0 (+5 in woodlands)
LANGUAGES Common, Sylvan, and Treant
INITIATIVE -1

SPEED 30 ft

ATTACK d20+15 (+20 grapple) ; MA

WEAPONS 2 slams (6d6, 15 ft reach)

DAMAGE +14

SPECIAL Deliver 2x damage against objects and structures

ARMOR Thick bark ; DR 6 (2 vs slashing weapons)
WOUNDS 25

VITALITY 61

FORTITUDE 25, REFLEX 15, WILL 19
SPECIAL Suffer 2x fire damage ; Plant Mind

Q&D Damage +22 ; Vitality 45

STR 29, CON 21, DEX 8, INT 12, WIS 16, CHA 12

PRIME Strength and Wisdom

SKILLS Diplomacy +6, Heal +13, History +6 (+11 local history),
Insight +13, Intimidate +6, Nature +13, Survival +18

FP 4; DEITY Esmariah, Greenwyrm or Tanish
MULTICLASSING Bard, druid, elementalist or witch
TREASURE Items worth 800 gp in branches or buried at the base

of its trunk

BASE ABILITIES
All treants have the following abilities.

ANIMATE TREES™: A treant can animate trees within 120 ft,
controlling up to 2 trees at once. It takes 1 full round for a normal
tree to uproot itself. Thereafter, the tree moves with a 10-ft speed
and fights as a treant in all respects. Animated trees can’t move if the
treant that animated them is incapacitated or moves out of range.
Animated trees have the same vulnerability to fire that a treant has.
The effect ends after 1 hour. Costs 5 vitality.

HEALING SAP:A treant produces healing sap. Applying the sap

of a live treant or a treant that died in the past 3 rounds heals a living
creature’s wound damage. The amount healed equals 1d8 + the tre-
ant’s level. A creature can benefit up to 3x per day but no more than
1x per hour.

IMPROVED SUNDER: A treant targets 1 foe’s nonmagical
weapon with its branches. If the treant beats the foe’s Reflex, apply the
slam damage to the foe’s weapon rather than to the foe. If the damage
dealt exceeds the weapon’s hit points, it breaks. A treant enjoys a +5
bonus when initiating or resisting sunder attacks. Costs 2 vitality.

PLANT MIND: A treant, as well as the trees it animates, is
immune to abilities that allow a Will save that do not specifically tar-
get plants.

TRAMPLE: As a swift action, a treant can trample all foes in
spaces that it moves through as part of its regular movement. Foes in
the area suffer 4d6 damage, or 2 damage if Reflex resists.

WEALD LORD TREANT (LVL 12)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, and the following
abilities.

BROADCASTM: At any time, a weald lord treant can whisper a
25-word message that is clearly audible to 1 sentient plant or fey ally
per level within 2 miles. The treant does not need line of sight.

CONTROL WEATHER™: After 1 minute of concentration, a
weald lord treant can direct the weather in a 5-square-mile area to shift
1 grade to become clearer or stormier, hotter or colder, calmer or
windier, as it likes. The new weather takes effect after 10 minutes and
lasts while the treant concentrates as a move action each round + 1d4
hours before reverting to normal. See page RPG, page 237 regarding
weather. Costs 10 vitality.

IN NATURE'S ARMS™: A weald lord treant can reincarnate
a dead person laid at its base. The body must have died in the past 7
days. After 10 minutes, the corpse crumples to dust. Simultaneously,
the person returns to life in a fresh youthful body that emerges nearby
from the earth. The person’s new race is determined randomly. If the

target has ever killed another person, there is a 1 in 4 chance he returns

as that other race or sex. The person loses all statistics and abilities of his
previous race for the new race and vaguely recalls narrative details of
his former life. He keeps all his other statistics such as class, deity, level,
and theme. Sometimes, a weald lord will reincarnate a chaotic person
as a fey creature or a neutral person as a treant or other sentient plant.
Costs 25 vitality.

RECUPERATIVE SAP™: This improves the standard treant’s
Curative Sap, such that the sap removes all ailments including confu-
sion, disease, exhaustion, fatigue, insanity, nausea, and poison. This
ability does not remove curses. A creature can benefit up to 1x daily
from this effect.

GREENWYRM'S EMISSARY (LVL 16)
Apply +56 vitality, +4 saves, +4 attacks, +4 DR, the weald lord tre-
ant’s abilities, and the following additional abilities.

GENESIS™: This improves Plant Growth (below) such the
affected area is a 2-mile-radius circle and no preexisting vegetation is
needed. Costs 10 vitality.

HISTORIAN: Boost History checks by +10.

PLANT GROWTHM: The treant causes normal vegetation\-ﬂ\

within 120 ft to become thick and overgrown such that creatures
must hack or force their way through, moving at a speed of 5 ft (or
10 ft if Large or Huge). The affected area is a 60-ft-radius circle,
120-ft-radius semicircle, or 240-ft-radius quarter circle (it chooses)
The area must already have some vegetation. Costs 5 vitality.
MIRACLEM: Once daily, a this treant draws upon divine power.
It can move a party to safety, cure a party from all injury and ail-
ments, restore a party to life and 1 hit point, banish a creature
or devastate it with 20d6 damage, or so forth. A miracle cannot
change a creature’s alignment or have it make choices against its

will. The chance the greenwyrm’s emissary succeeds equals 70% + =
1% per level (typically 86%). The treant is exhausted if the miracle

occurs.
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TRONIX

This animated jumble of flesh and electrotech assimilates the living,

APPEARANCE & CULTURE

A tronix is a revolting, squirming mass of flesh and electrotech, akin
to an ooze but more sinister. Beyond its nasty electrical attacks, its
tendrils flail outward to latch onto people and machines in order to
infect them with microscopic spores that ready the target for assimi-
lation or transformation into a tronix.

The first tronix was born from a mad medicant’s experimentation
on a psionic cyborg, The cyborg himself was quickly slain, but some
discarded parts remained and took on a sentient life of their own.
Thus, the first tronixes were Tiny, but they devoured local plants and
animals to grow into sizable monsters.

It is unclear whether a tronix has a single brain, many brains or
no brain at all. It displays a mix of mechanical and instinctual intelli-
gence and a wide range of skills drawn from machines
and people it has assimilated. As a tronix grows, so
too do its defenses and destructive power. Strang-
est of all is the divitronix, which has somehow
awakened to spiritual engagement with its deity.

The best way to avoid a tronix is to discard all
electrotech and halt the use of attacks and effects
that produce electricity. When a tronix is particu-
larly hungry, it can follow its prey for days, waiting
for the target to fall asleep. Then it slinks up and
inserts its tendrils to inject its horrid spores.
The target awakens as a full-fledged tronix.

TRONIX (LVL 8)

Tronixes have the following statistics.
TYPE Construct and abberation
S1ZE Medium
ALIGNMENT Chaotic evil
DC 26

VISION Darkvision, low-light vision

PERCEPTION +3 ; STEALTH +5

LANGUAGES Common, Mechan
plus 5 other languages

INITIATIVE +0

SPEED 20 ft

ATTACK d20+10 (+12 slam) ;
MA

WEAPONS 2 slams (3d4 + tronix
infection, 10 ft reach)

DAMAGE +4

ARMOR Thick rubbery skin ; DR 6 (2 vs piercing weapons)

WOUNDS 15

VITALITY 61

FORTITUDE 21, REFLEX 20, WILL 19

SPECIAL Construct Traits, Fast Repairing 1 ; heals from electri-
cal attacks on point-for-point basis

Q&D Damage +12 ; Vitality 45

STR 18, CON 20, DEX 10, INT 22, WIS 6, CHA 4

PRIME Constitution and Intelligence

SKILLS Appraise +16, Craft +16, Disguise +2, Dungeoneering
+16, Heal +3, Mechanics +7, Pilot +5, Trick +5, Survival +3 (+8
tracking), and Technics +18.

FP 4 ; DEITY Maurob, Rorax, Tiamat or Thulzuur
MULTICLASSING Artificer, medicant, savant or shifter
TREASURE Items worth 800 gp tucked within its innards
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BASE ABILITIES

All tronixes have the following abilities.

ABSORB ELECTROTECH™: Up to 2x daily as a standard

action, a tronix can devour an unattended electrotech device within

reach of its tendrils. After the device is swallowed, it is retrievable
for 1 round. Thereafter, the tronix digests the device and heals itself
2d6 vitality. Only a Miracle or Wish will restore a digested device.

CONSTRUCT TRAITS: A tronix does not bleed and is immune

to disease, nausea, and poison. It does not need to breathe, eat or

sleep and enjoys a +5 bonus on Endurance checks. It must sleep

(power-down) to regain vitality. It is immortal and cannot be raised

from death if slain. It gains only %2 the benefit of cure spells. How-

ever, once daily, it may attempt a DC 15 Mechanics check to regain

a number of wound points equal to the check result minus 15.

DETECT ELECTROTECH™: The tronix learns whether elec-
trotech devices are present within a 30-ft cone.

ELECTROTECH: The tronix is familiar with invisible mundane

forces of nature (called immateria) such as electrics, kinetics, nucle-

onics, optics, and sonics. The tronix can make checks using

the Technics skill and enjoy a +2 bonus on Mechanics

and Technics checks (already in the statistics block).

See RPG, page 177 for details.

FAR SWITCH™: The tronix activates or deacti-
vates an electrotech device within 30 ft weighing up
to 2 tons. It might shut a street light or stall a vehi-

cle. The device is unharmed by this act. The tronix

- does not need line of sight to the device’s control

Ny switch. If the device is attended or in motion, the

chance of success is only 50% =+ 2% per level. Costs

2 vitality.

FAST REPAIRING: A tronix always stabilizes.

w.  Also, each round at the end of its turn, it auto-

matically heals 1 wound point. This occurs

even if it is unconscious but not dead.

) INFECT ELECTROTECH™: A tronix
can target a foe’s electrotech item within
reach of its tendrils. If it beats the foe’s

Reflex, the item is infected. The foe suffers no

harm. An infected item behaves randomly. Roll
1d4: 1) Works normally, 2) Produces 2x normal

numeric output for regular energy point cost, 3)

Produces %2 normal numeric output for

regular energy cost, or 4) Animates to
attack its user and inflicts 1 wound dam-
age (Reflex resists). A successful DC 26

Techics check restores the device to nor-

mal. Costs 2 vitality.

MENTECH’S HAND™: The tronix mentally moves a single
metallic unattended object within 30 ft weighing up to 25 pounds. It
can move the object up to 30 ft in any direction. The item’s composi-
tion must be at least % metal to move it. Costs 1 vitality. 3

SCATTER SPRAY:The tronix vomits a myriad of sharp baubles
that fly from its body to slice and bruise creatures in a 15-ft cone.
Affected creatures suffer 1d4 damage per 2 levels (max 5d4), or 2
damage when Reflex resists. Costs 1 vitality.

SHOCKING GRASPM: One adjacent foe suffers 1d6 electrical
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on the attack roll against metal-clad
foes. Costs 1 vitality.

TRONIX INFECTION™: As a swift action, a tronix can
improve its next slam attack that round. An animal or person struck
by the slam must also resist using Fortitude or begin transforming
into a tronix after 2 minutes. The change itself takes 4 rounds. On
round 1, harmless electrotech elements sprout from the target. On
round 2, the target is dazed. On round 3, the target is stunned. On
round 4, the target transforms into a tronix. Halting the transformas
tion requires applying 5 points of electrical damage. A Heal, Miracle
or Wish also reverses the effect. Costs 5 vitality.




TROLL

These terrifying insane mutants are nearly impossible to kill.

APPEARANCE & CULTURE

Trolls are 10-ft tall, monstrous humanoids. They sport sharp claws
and teeth, and their warty green skin oozes with grotesque pustules.
Though repulsive and stupid, they are very strong. A troll can rip a
foe limb from limb. They are also amazingly resilient, able to regen-
erate most damage. Acid and fire are the few means of slaying them.

Trolls have a high metabolism, which helps them heal quickly
and keeps them in a perpetual state of unquenchable hunger. Trolls
particularly enjoy the taste of fresh sentient meat, preferably still
screaming, This is just as much out of envy and spite as it is sheer
enjoyment. Trolls are known to keep captives alive for some time in
order to enjoy the best pieces of them (a finger on the first day, an ear
on the next, an arm on the third, etc).

Trolls tend to roam in loose bands that are led by hunter trolls or
witch trolls. A few weak members of a troll litter (called wytrolls) are
more intelligent and capable of setting in motion complex plans. Many
trolls harbor secret phobias. Some sages believe that trolls were once
people who transformed into hideous trolls as punishment for sins.

TROLL (LVL 5)
Trolls have the following statistics.
TYPE Mutant
SIZE Large
ALIGNMENT Usually chaotic evil
DC20

SENSES Darkvision, scent
PERCEPTION +0; STEALTH +8
LANGUAGES Common and Giant
INITIATIVE +3

SPEED 30 ft

ATTACK d20+8 ; MA

WEAPONS Bite (2d6) or 2 claws (1d6, 10 ft reach)

DAMAGE +6

SPECIAL If 2 claws hit, apply +2d6 rending wound damage and
target loses 1 limb

ARMORTough skin ; DR 4

WOUNDS 25

VITALITY 41

FORTITUDE 20, REFLEX 17, WILL 12

SPECIAL Save +5 vs poison and disease ; Fast Healing 5 (except
vs acid and fire)

Q&D Damage +11 ; Vitality 31

STR 23, CON 23, DEX 16, INT 6, WIS 10, CHA 4
PRIME Strength and Constitution
SKILLS Athletics +16, Endurance +16, Survival +5

FP 3; DEITY Maurob, Thulzuur or Tiamat
MULTICLASSING Barbarian, druid, ranger or rogue
TREASURE None because the troll eats everything!

BASE ABILITIES
All giants have the following abilities.

IRE PHOBIA: Troll’s rightly fear fire. A troll will not cross or
come within 15 ft of an open flame unless is resists using Will against
d20+5.

PHOBIA: In addition to their fear of fire, trolls harbor odd pho-
bias. Select 1 phobia such as snakes, spiders, heights, jesters, or so
forth. When a phobic item is pressed within 15 ft of the troll’s direc-
tion, the troll is frightened for 5 minutes or shaken if Will resists. A
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troll can only be affected once by a phobic item in a 24-hour period.

SCENT: Trolls have keen noses to compensate for their mediocre
hearing. They can detect creatures’ presence within 30 ft by sense of
smell. If a creature is upwind, the range increases to 60 ft. If it is down-
wind, the range drops to 15 ft.

SUNDER LIMB: When a troll hits a foe with both claws, it
inflicts 2d6 wound damage as it severs 1 of its foe’s limbs (1d4: 1 is
right arm, 2 is left arm, 3 is right leg, 4 is left leg). A severed limb
can be reattached or regrown using the Heal spell or Fast Healing. A
troll may cat the limb, drop it, or use it as an ineffective weapon.

TROLL SALVE:A troll’s blood has curative properties if consumed
from a live troll or a troll that died in the past 3 rounds. Consuming
1 pint takes 1 round and restores 5 wound points of damage that was
not caused by acid or fire. Consuming 3 pints allows the drinker to
reattach a severed limb. Troll salve is not without danger. For each pint
consumed, there is a 1 in 20 chance of contracting troll’s discase.

TROLL'S DISEASE:A person who suffers wound damage from a
troll’s bite must resist using Fortitude or contract troll’s disease. The
next time the person falls asleep he permanently transforms into a
troll. Replace his current statistics and identity with a standard troll’s
statistics and identity. Miracle or Wish ends the effect.

HUNTER TROLL (LVL 8)
Apply +21 vitality, +2 saves, +2 attacks, +2 DR, a bow as treasure,
and the following abilities.

BOw DOUBLE-SHOT SPECIALIZATION: A hunter troll
is proficient with bows and can shoot 2 arrows as a standard action,
cach inflicting 2d6 damage. A troll hunter ignores the -5 penalty nor-
mally associated with firing into combat.

STALKER: Apply a +5 bonus on Acrobatics, Perception, Stealth,
and Survival checks.

TROLL IMMUNITIES: A hunter troll is immune to all poisons
and disease although it can still be a carrier of disease.

WITCH TROLL (LVL 8)

Apply +21 vitality, +2 saves, +2 attacks, +2 DR, a dagger as treasure,
and the following abilities.

BODY OF DAGGERS: This troll stores d8+6 magical daggers in
its body. As a standard action, it can dislodge and throw a single dagger
with a +2 bonus on the attack roll and +5 damage. Alternatively, it can
dislodge and throw 3 daggers with the normal chances of success.

POISON™: As a move action, the troll poisons it claws or a cup
of liquid in its possession. When a creature is struck by the claws or
ingests the liquid, it immediately suffers 1d10 vile wound damage with
a 50% chance to suffer an additional 1d10 vile wound damage 5 min-
utes later. Unused poison dissipates after 5 minutes. Costs 5 vitality.

SUPPRESS CONFLAGRATIONM™: This improves Suppress
Flames (see below), such that the troll witch can affect 1 30-ft-cube
arca per level within 500 ft and extinguish all nonmagical fires in the
area. Or it can permanently extinguish 1 magical fire effect (such as
aWall of Fire) within 90 ft. Costs 5 vitality.

SUPPRESS FLAMES™: The troll witch targets a 30-ft-cube
area within 60 ft to extinguish all nonmagical fires in the area. Or,
the it can temporarily extinguish 1 magical fire effect (such as.a Wall
of Fire) within 15 ft for 2 minutes. Costs 2 vitality. ,

TREE SHAPE™: A troll witch can transform itself or another adja—\."\ \ [l
cent troll into a normal tree as a standard action. In tree form, the witch
troll can see and hear normally though it can take no other actions.
While so hidden, it enjoys a +-20 bonus to Disguise checks to be recog
nized as anything other than a normal tree. It radiates faint magic. It can
return to its normal form as a move action. Costs 2 vitality.

WYTROLL (LVL 3)
A wytroll is cither a half-troll or the runt of a troll litter. When not
tormented by its kin, it is tormented by awareness of its own mon-
strous existence. -

A wytroll lacks Rend. It has 10 Intelligence, 15 wound points, and
21 vitality. It is usually chaotic neutral.




UNICORN

These horned fey steeds are magical, noble, and fiercely protective.

APPEARANCE & CULTURE
A unicorn is a ruler and inspiration of fey woodlands. A typical adult
unicorn is 8 ft long, stands 5 ft high at the shoulder, and weighs 1,200
pounds. Females are slightly smaller and slimmer than males. A uni-
corn has deep sea-blue, violet, brown or fiery gold eyes. Males sport
a white beard.

Unicorns normally attack only when defending themselves or
their forest. They either charge, impaling foes with their horns like
lances, or strike with their hooves. The horn carries its magic, and
its power remains for 1d3 days after it is removed from the unicorn
before fading,

As fey creatures, unicorns prefer the company of dryads, satyrs,
and similar woodland denizens. They may also extend a kind word or
ride to a pure-hearted or virginal elf, half-elf or human. It is said that
a unicorn king or queen may transform a mortal into a fey being.

I UNICORN (LVL 7)
Unicorns have the following statistics.
TYPE Fey
SIZE Large
ALIGNMENT Usually chaotic good
DC 24

SENSES Darkvision, low-light vision
PERCEPTION +10; STEALTH +10
LANGUAGES Common and Sylvan
INITIATIVE +3

SPEED 60 ft

ATTACK d20+9 ; MA

WEAPONS Horn (2d6 + fatigue), bite (1d6) or hooves (1d6, 10
ft reach)

DAMAGE +5

ARMOR Magical hide ; DR 5 (2 against cold iron)
WOUNDS 15

VITALITY 53

FORTITUDE 18, REFLEX 16, WILL 19

Q&D Damage +12 ; Vitality 39

STR 20, CON 18, DEX 16, INT 10, WIS 20, CHA 22

PRIME Strength and Charisma

SKILLS Athletics +12, Heal +7, Handle Animal +10 (+15 with
horses), Nature +7, Survival +7

FP 4; DEITY Esmariah, Iris, Stolgar or Tanish
MULTICLASSING Cleric, druid, elementalist or witch
TREASURE The unicorn’s horn is worth 700 gp

" BASE ABILITIES
"~ All unicorns have the following abilities.

CHARGE: As a swift action, apply +5 damage to the unicorn’s
next melee attack. The unicorn must move at least 10 ft just prior to
using this ability.

COMBAT MOUNT: A unicorn’s rider enjoys a +5 bonus on
Handle Animal checks. Up to once per round while mounted, the
unicorn can negate an attack against its rider by using its body as a
block on a successful DC 15 Athletics check. The unicorn takes no
damage when making this mancuver.

CURE AILMENT™: The unicorn uses its horn to remove 1
ailment from itself or a touched ally. Ailments include confusion,
disease, exhaustion, fatigue, infertility, insanity, nausea, poison, and
taint. This ability does not remove curses such as mummy rot or

L

- ‘r$ﬁ< Chapter 4. Creatures

e

lycanthropy. Costs 2 vitality.

DETECT RIDER: The unicorn immediately learns whether a
person within 30 ft is a virgin, elf or chaotic good, and may move
toward and protect those who meet most or all of these criteria.

DIMENSION DOOR™: The unicorn and its rider vanish and
reappear up to 500 ft away in any direction. If the destination space
is occupied, it suffers 1d6 damage and the ability fails. After arriving,
the unicorn (but not the rider) is dazed for the rest of its turn. A uni-
corn can take 250 pounds of gear rather than a rider. Costs 5 vitality.

FATIGUE:When a unicorn hits a foe with its horn and expends 1
vitality as a swift action, the foe must resist using Will or be fatigued
for 1 hour. Multiple hits with this ability do not stack.

HEALING HORNM™: The touch of a unicorn’s horn heals an
ally’s wound damage. The amount healed equals 1d8 + the unicorn’s
level. A creature can benefit 3x per day if it meets all 3 criteria under
Detect Rider, 2x per day if it meets 2 criteria, or 1x daily if it shares
1 or no criteria.

HORN DEPENDANT: A unicorn’s magic is invested in its
horn. If a unicorn loses its horn (which might occur when it is help-
less or by a foe’s axe), it loses all of its magical abilities. A severed
horn can be reattached as part of a Regenerate spell.

IMPROVED CARRY CAPACITY: A unicorn can carry 250
pounds, or 1 Medium or 2 Small creatures, in addition to any other
weight normally allowed, and not be overloaded. It can drag up to
1,250 pounds or support +8 encumbrance slots.

MOUNTED DEATH WARD™: For 2 minutes, the unicorn
and its rider are immune to the effects of all ailments, curses, and
necrotic energy damage. Costs 7 vitality.

REMOVE CURSE™: The unicorn’s horn negates 1 curse afflict-
ing the touched creature. A creature can benefit only once daily.
Costs 2 vitality.

SPEAK WITH ANIMALS™: A unicorn can ask questions and
receive answers from animals. The animals are not necessarily coop-
erative or knowledgeable. A friendly animal may perform a single
small favor such as tug on a rope or scout a nearby grove on a suc-

cessful DC 15 Handle Animal check.

CELESTIAL CHARGER (LVL 13)
A celestial charger is a celestial. Apply +42 vitality, +3 saves, +3
attacks, +3 DR, and the following abilities.

CELESTIAL IMMUNITIES: Immune to poison and disease.

DAYLIGHTM: A celestial charger can shed strong light 60 ft out-
ward and weak light an additional 60 ft outward for 5 minutes. Also,
fiends and undead suffer 1d4 holy wound damage upon first expo-
sure to the strong light and 1 damage each round thereafter while in
the strong light. Costs 2 vitality.

DETECT EVIL™: The celestial charger learns whether fiends
and/or undead are present within a 30-ft cone.

CELESTIAL FEY SURVIVAL: Apply a +5 bonus on Survival
checks, or +20 in chaotic good realms of existence.

HOLY AVENGER: A celestial charger enjoys a +2 bonus on__
attack rolls and +5 damage against evil foes.

HOLY CIRCLE™: The celestial charger evokes a 10-ft-diameter
circle inscribed with angelic runes. Nongood creatures cannot pass
or break the circle’s perimeter as long as the unicorn concentrates
as a standard action each round + an additional 1d4 rounds. Costs 24
vitality. .

RAISE THE RIGHTEOUS™: After a 1 hour ritual, a celestial
charger can restore to life a dead good-aligned person who wishes to
return to life. The person must have died within the past 1 day per
level. Costs 15 vitality.

REALM SHIFT™: A celestial charger and its rider can move
to another world or realm of existence. The unicorn or rider must
have a specific destination in mind and must pass a Religion check
to arrive there. Otherwise, they arrive 1d6 miles way. The DC
equals 5 for a familiar location, 10 for a visited location, 20 for a I
described location, and 30 for a location known in name only. Costsm_ )
12 vitality.




These legendary predators relish the warm blood of mortals.

APPEARANCE & CULTURE

Vampires are sentient undead who maintain their appearance and
memories from mortal life while facing an eternity that consists of
equal parts hedonistic joy and terrible hunger. Vampires never age,
ignore most damage, and lust for the warm blood of the living to
quench their thirst. Without blood they slowly wither into listless,
tormented husks. Vampires tend to haunt urban areas at night, and
most are former humans or half-elves, though they may hail from
any mortal race.

Vampires have strength, hearty bodies, keen senses, and the ability
to charm and grapple their prey in order to feed. Prey are usually
left to bleed out but a vampire may select a particularly promising
(comely and pleasing) person to turn into a vampire. Sensitivity to
sunlight and other restrictions, plus tell-tale signs such as lack of a
reflection or normal shadow keep their numbers in check.

Most vampires are relentless predators and fall into irredeemable
evil. Some, however, discover they can abstain from blood though
they are weaker than their kin as a result. Most vampires belong to
nests, ancient clans that seek control over territory and mortal “cat-
tle” upon which they feed.

Vampires pursue careers like mortals, and magic users among
them often possess gifts such as summoning bats.

VAMPIRE (LVL 8)
Vampires have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Usually chaotic evil
DC 26

VI15ION Darkvision.

PERCEPTION +4 ; STEALTH +8
LANGUAGES Common plus 1 other language
INITIATIVE +3

SPEED 30 ft ; CLIMB 30 ft in dark, 15 ft in
shadow, O ft in light.
ATTACK d20+10 (+15 grapple)
WEAPONS Bite (1d4), slam (1d6), kama (1d6),
longsword (1d8) or spiked chain (2d4, 10 ft reach).
AMAGE +6

ARMOR Leather over vile skin ; DR 5

WOUNDS 10

VITALITY 58

FORTITUDE 22, REFLEX 19, WILL 18

SPECIAL ; Fast Healing 5 (except vs acid and fire)
; Undead Traits

Q&D Damage +14 ; Vitality 42

STR 23, CON 14, DEX 16, INT 12, WIS 8,
CHA 19

PRIME Strength and Charisma

SKILLS Acrobatics +8, Athletics +15, Bluff
+14, Endurance +7, History +6, Insight +4,
Intimidate +15

FP 4 ; DEITY Lilith, Nefriti or Thulzuur
MULTICLASSING Any
TREASURE Armaments and other

items worth 1,600 gp on itself or in

its lair

ASE ABILITIES

Vampires have the following abilities.
BEGUILE™: As Charm Person, but lasts 24 hours. Costs 5 vitality.
BLOOD DEPENDENCY: Each day a vampire goes without any

fresh warm blood, reduce by 5 its current and maximum vitality

points. This effect stacks up each passing day. A vampire cannot fall

below 0 Vitalig or suffer wound damage from lack of blood.

VAMPIRE *
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BLOOD DRAIN: When a vampire starts its turn holding a
grappled foe, it may bite the person and drain its blood as a stan-
dard action. The target suffers 1d4 wound points and is fatigued, or
exhausted if fatigued, or unconscious if exhausted. For each round
of draining blood, the vampire regains 5 wound points and its maxi-
mum vitality is restored to normal, if necessary.

CHARM PERSONM: A targeted person within 15 ft is friendly
to the vampire for 5 minutes if the vampire beats the person’s Will.
While charmed, a person will not act in a way that brings harm to
the vampire, itself or its allies. Otherwise, it will follow the vampire
and respond aggressively to creatures that threaten it. A vampire can
dismiss the charm as a swift action. If the vampire treats the person
well, he may remain friendly after the charm wears off. This ability
does not grant a shared language. Nor can it alter a creature’s align-
ment. Costs 1 vitality.

DAYLIGHT FATIGU E: Vampires suffer a -5 penalty on Percep-
tion checks in natural daylight. They also suffer 2 vitality damage per
round (no save, bypasses DR) while exposed to natural daylight, and
are dazed for 1 round upon first exposure to natural daylight.

FAST HEALING: As stated in the statistics block, a vampire
heals 5 wound points per round except damage dealt by acid and fire.
Also, if the vampire loses a limb, it can reattach the limb to the stump

as a move action.

GLORY & SHAME: For 1 hour after a vampire feeds, boost its
Comeliness by +4. However, for each day it goes without feed- ,
ing, adjust its Comeliness by -1 (minimum 1). Its Comeliness
returns to normal when it returns to full vitality after feeding, as
explained under Blood Dependency above.

IMPROVED GRAPPLE: The vampire grapples an adja-
cent foe up to 1 size larger than itself when it has 1 hand free
and beats the foe’s Fortitude. The vampire enjoys a +5 bonus
to initiate or resist grappling. A grappled creature cannot move
and can only use a Light melee weapon already in hand. Each
round, the vampire must expend a move action to maintain the
grapple, and the foe can try to beat the vampire’s Fortitude as

a standard action to break the grapple. The vampire may block

a grappled foe’s mouth with 1 hand to prevent speech.

REVITALIZING BLOOD™: As a standard action, a
vampire can give an adjacent person up to 5 hit points worth of
its own blood. The vampire loses the desired amount in vitality
points while the person gains an equal number of wound points.
Excess wound points above the person’s normal maximum van-

ish after 1 hour. A person cannot exceed his normal maximum

wounds by more than 5 in any case, and a person who feeds from

a vampire suffers a permanent -5 penalty on Will to resist that

vampire’s abilities.

SLAIN BY THE STAKE: A vampire is permanently.slain
when its head is severed or its heart is pierced as represented
by a critical hit or coup de grace delivered by a stake or similar
piercing wooden weapon.

SPAWNM: A person who is slain by a vampire transforms
into a spawn 1d3 days after death assuming the vampire gave th
creature 1d4 wound points worth of its own blood at the time of
death. If the victim is above 4th level, it retains some of its class
levels. For example, a 7th level wizard would become a spawn
with 3 levels of wizard. Spawn are weak, newling vampires as

described on the next page.

SWIFT MOTIONM: Up to once per round a
vampire can magically move up to 15 ft as an imme- «
diate action. Costs 2 vitality.

UNDEAD TRAITS: A vampire is immune to




all ailments including disease and poison. It need not breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It regains wound
points from necrotic energy, regains no wound points from rest, and
is harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

VAMPIRIC RESTRICTIONS™: A vampire may not enter a
consecrated area such as a church, enter a private dwelling without
being invited, or cross over or through an area of running water.

VAMPIRIC VISAGEM: A vampire’s twisted shadow moves on
its own and its image never appears in a mirror or any other reflec-
tive surface.

VAMPIRE SPAWN

Like their vampire masters, spawn are sentient undead who main-
tain their appearance and memories from mortal life but never age,
ignore most damage, and lust for the warm blood of mortals.

Spawn are strong, hearty, keen, and able to grapple prey in order
to feed. Unlike a vampire, spawn cannot make more of their own
kind. Also, direct exposure to sunlight or running water quickly kills
them. Tell-tale signs such as lack of a reflection or normal shadow
keep their numbers in check.

Most spawn quickly fall into a predatory life of chaos and evil.
Some discover that through guile, planning or magic, they can over-
come their vampire creator and advance to become full-fledged
vampires. Those who were magic users or other notables in their
previous life are quick to keep using these abilities when possible.

SPAWN (LVL 4)
Spawn have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Usually chaotic evil
DC 18

V15ION Darkvision.

PERCEPTION +3; STEALTH +7
LANGUAGES Common plus 1 other language
INITIATIVE +2

SPEED 30 ft ; CLIMB 30 ft in dark, 15 ft in shadow, O ft in light.

ATTACK d20+6

WEAPONSS Bite (1d4), slam (1d6), kama (1d6) or spiked chain
(2d4, 10 ft reach).

DAMAGE +3

ARMOR Leather over vile skin ; DR 3
WOUNDS 10

VITALITY 29

FORTITUDE 18, REFLEX 16, WILL 15
SPECIAL Undead Traits

Q&D Damage +7 ; Vitality 21

STR 19, CON 12, DEX 14, INT 10, WIS 6, CHA 17
PRIME Strength and Charisma
SKILLS Acrobatics +7, Athletics +14, Endurance +6, Intimidate +14

FP 2; DEITY Lilith, Nefriti or Thulzuur
MULTICLASSING Any
TREASURE Items worth 400 gp on itself or in its lair

SPAWN BASE ABILITIES
Spawn have the following abilities.

BLOOD DEPENDENCY: Each day a spawn vampire goes
without any fresh warm blood, reduce by 5 its current and maxi-
mum vitality points. A spawn cannot fall below 0 vitality or suffer
wound damage from lack of blood.

BLOOD % RAIN:When a spawn vampire starts its turn holding
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a grappled foe, it may bite the person and drain its blood as a stan-
dard action. The target suffers 1d4 wound points and is fatigued, or
exhausted if fatigued, or unconscious if exhausted. For each round of
draining blood, the spawn regains 5 wound points and its maximum
vitality are restored to normal, if necessary.

DAYLIGHT AND WATER DAMAGE: Spawn vampires are
blind in natural daylight and in water, suffer 5 wound points per
round (no save) while exposed to natural daylight or while immersed
in water, and are dazed for 1 round upon first exposure to natural
daylight or water.

IMPROVED GRAPPLE: The spawn vampire grapples an adja-
cent foe up to 1 size larger than itself when it has 1 hand free and beats
the foe’s Fortitude. Apply a +5 bonus to initiate or resist grappling,
A grappled creature cannot move and can only use a Light melee
weapon already in hand. Each round, the spawn must expend a move
action to maintain the grapple, and the foe can try to beat the spawn’s
Fortitude as a standard action to break the grapple. The spawn may
block a grappled foe’s mouth with 1 hand to prevent speech.

SHAME: Each day a spawn vampire goes without blood, adjust
its Comeliness by -1 (minimum 3). Its Comeliness returns to nor-
mal when it returns to full vitality after feeding, as explained under
Blood Dependency above.

SLAIN BY THE STAKE: A spawn vampire is permanently slain
when its head is severed or its heart is pierced as represented by a
critical hit or coup de grace delivered by a stake or similar piercing
wooden weapon.

UNDEAD TRAITS: A spawn is immune to all ailments includ-
ing disease and poison. It need not breathe, cat or sleep and enjoys
a 15 bonus on Endurance checks. It regains wound points from
necrotic energy, regains no wound points from rest, and is harmed
by holy and cure energy on a point-for-point basis. It is immortal and
cannot be raised from death if slain.

VAMPIRIC OBEDIENCE: A spawn suffers a -10 penalty to
counter Bluff, Diplomacy, and Intimidate checks made against them
by true vampires.

VAMPIRIC RESTRICTIONS: A spawn may not enter a conse-
crated area such as a church, enter a private dwelling without being
invited, or cross over or through an area of running water. Moreover,
it falls unconscious during daylight hours (this restriction supersedes
other abilities including Undead Traits).

VAMPIRIC VISAGEM: A vampire’s twisted shadow moves on
its own and its image never appears in a mirror or other reflective
surface.

SLAYER VAMPIRE (LVL +4)
This vampire is a stealthy and deadly warrior. Apply +28 vitality, +2
saves, +2 attacks, +2 DR, and the following abilities.

DODGE: As an immediate action, the slayer vampire chooses to
ignore 1 impending melee weapon attack before it knows whether
the attack hits. Costs 2 vitality.

FAR JUMP™: A slayer vampire can leap outward, downward or__
upward up to 90 ft as a standard action without a running start or"
Athletics check or fear of harm on impact. Costs 1 vitality up to 30
ft, or 2 vitality for further distances.

IMPROVED INITIATIVE: A slayer vampire reacts quickly
to attack. Apply a +5 bonus on initiative checks or +2 when over-#
loaded. .

INVISIBILITY™: The slayer vampire turns invisible for 5 min-
utes or until it makes an attack, whichever comes first. Invisibility
boosts Stealth checks by +10 and refuses line of sight. Costs 2
vitality.

RAPID ATTACK: A slayer vampire may make 2 attacks with
the same melee weapon in rapid succession as a standard action. The
vampire may direct attacks to the same foe or different foes. Apply a
-2 penalty on both attack rolls.

WEAPON MASTERY: Each slayer vampire specializes in a sins |
gle favorite weapon such as a kama or shortbow. It enjoys a +5 bonus % |
on attack rolls and +15 damage when using that weapon.




VAMPIRE LORDS
Among vampires, some rise above the others. These powerful vam-
pire lords have survived for hundreds or even thousands of years
and tend to rule clans, regions, and even whole realms, often with
many underlings on call, though a few lords persist alone in forgot-
ten places. Vampire lords are among the most arrogant, hedonistic,
and selfish of all creatures.

Vampire lords possess the abilities of their lesser kin. Moreover,
the diversity of the blood that runs through their veins grants them
additional power, such as transforming into a gas or walking in day-
light. They use these rare abilities to lure allies to their cause, domi-
nate the weak, and break the pious to fall into evil. Sadly, nothing is
too sacred or pleasant that they restrain themselves from despoil-
ing. Even favorite playthings are discarded carelessly or cruelly on a
whim. There is nothing truly redeemable within them.

Vampire lords tend to hibernate for long periods. Hibernation
may involve literal sleep or it may involve immersion in untold plea-
sures, night after night, for many years. After hiberating, when latent
ambition finally awakens and pushes to the fore, the vampire lord
may busily unite lesser vampires to complete a great and terrible
cause, such as the destruction of an entire city and its inhabitants.

Vampire lords mostly focus on the quality of their servants and
allies rather than the quantity. They believe most mortals are simply
unworthy to become vampires, and even many of the lesser vampires
are suitable only as slavish minions. Vampire lords are hardly above
destroying their own nests and children to then start over.

LESSER VAMPIRE LORD (LVL 12)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, the abilities of the
standard vampire, and the following additional abilities.

BEGUILE™: As Charm Person but lasts 24 hours. Costs 5 vitality.

DARKNESS™: The vampire lord creates total darkness in a
stationary 15-ft-radius area around itself or an unattended object
within 30 ft. The darkness lasts 5 minutes and blocks vision including
darkvision but not nethersight. Attacks made against or launched by
obscured foes fail 50% of the time. The vampire can maintain only 1
area of darkness at a time. Costs 2 vitality.

DETECT THOUGHTS™: A vampire lord notes the presence
or absence of thoughts (from conscious, sentient creatures) within
a 60-ft cone. After concentrating for a second round, it learns the
number of thinking minds and Intelligence of each one. After con-
centrating for a third round, it learns the current surface thoughts of
1 creature of its choice within range for 2 minutes if the vampire lord
beats its Will. Costs 2 vitality.

FLIT™: As a standard action, the vampire lord gains the ability to
fly at speed 30 ft for the remainder of its turn. It must end flight on a
solid surface. Costs 1 vitality.

GASEOUS FORM™: The vampire lord becomes a dark insub-
stantial gas or mist and flies slowly for 5 minutes. In this form, it has
a fly speed is 10 ft, can only take move actions, perceives as normal,
has DR 10, gains a +5 bonus on Stealth checks, and enjoys immuning
to all ailments. It can pass through cracks but cannot enter liquids.
The Gust of Wind ability affects it normally as if it were air. Costs 2
vitality.

LESSER LINEAGE: Boost History and Nobility checks by +5.

SUMMON SWARMM: A dark swirl vomits a mass of vermin
that occupies a pair of adjacent 5-ft spaces within 30 ft. The vermin
are bats, spiders, rats, bitting flies, beetles or such as the vampire
lord imagines. Living creatures in the affected spaces immediately
suffer 1d4 damage per round (no save) and must resist using Forti-
tude or be dazed for 1 round.The swarm lasts while the vampire lord
concentrates + 2 rounds. Costs 2 vitality.

SUTUREM: Once daily the vampire lord heals all wound damage
and 4d6 vitality. The vampire can suture itself or an adjacent ally that is
a vampire or a living person.

standard vampire and lesser vampire lord, and the following addi-
tional abilities.

GREATER LINEAGE: Boost History and Nobility checks by +5.

PYRE™: This vampire can easily punish other undead. An adjacent
undead foe suffers 6d6 fire damage (no save). Costs 5 vitality.

REVIVE VAMPIREM: The vampire lord restores to unlife an
adjacent vampire that has died within the past 5 minutes. The revived
vampire returns with 1 wound point. Costs 5 vitality.

SEE INVISIBILITY™: As a standard action, the vampire lord
clearly notices for 1 round any invisible or incorporeal creatures
within 30 ft.

SWARM FORMM: The vampire lord transforms itself into a
10-ft-square swarm of bats, spiders, rats, beetles or other vermin, as
it imagines, for 5 minutes. In this form it enjoys a burrow, climb, fly
or swim speed of 30 ft (pick 1 option), and also +5 DR, nethersight,
fast healing 5, and immunity to nonmagical attacks. As a swarm, it
can enter spaces occupied by other creatures. Living creatures caught
within the swarm area immediately suffer 1d4 damage per round (no
save) and must resist using Fortitude or be dazed for 1 round. Costs
25 vitality.

WALK THE DAYLIGHT™: As an immediate action, the vam-
pire lord ignores the deleterious effects of exposure to daylight for 2
minutes. Costs 2 vitality.

VAMPIRE ELDER (LVL 20)
Apply +84 vitality, +6 saves, +6 attacks, +6 DR, the abilities of the
standard vampire and the vampire lord, plus the following additional
abilities.

ECLIPSE™: An elder vampire can hamper sunlight such that a
5-square-mile area is cloaked in dusky conditions for 1 hour or in
darkness for 5 minutes. Both conditions are safe for undead to enjoy
without harm. Costs 15 vitality.

MASS CHARM: This improves Charm Person to affect all per-
sons within 60 ft.

MASS INCINERATE: This improves Pyre to target all undead 4 =< f

foes within 15 ft. Costs 5 vitality per target.

VAMPIRE CLANS

Legends describe the first vampire, N’alyia, as a beautiful warrior-
queen. She was born to the goddess Nefriti, Mistress of the Veil,
and fathered by a mortal incarnation of the god Absolom, Avatar in
Chains. Absolom was so disgusted at Nefriti’s trick that he cursed
Nalyia to be bound forever in a secret tomb that lies deep in a dark
jungle in a cavern far beneath the earth. Whatever N’alyia’s condition
now, 6 of her children walk the multiverse as elder vampires. Each
elder leads a clan that hosts numerous vampire lords and thousands
of lesser vampires and their spawn. Little is known about the fullness
of these clans, even among vampires. Here are brief descriptions of
the original 6 elders and their clans.

CHALEM:This powerful cleric sought to slay N’alyia but instead
fell into evil and now seeks to corrupt other clerics, paladins, and
even angels.

GAULRIK: N’alyia enjoyed this handsome gallant for many years
as her lover before banishing him. His children seek pleasure and kill
for sport.

MORULA: This genius wizard sought to tap Nalyia’s secrets.
Instead, her whispering magic is forever devouring his soul. His chil-
dren study magic.

STEIVRUS: The great king Steivrus sought N’alyia’s aid to pro-
tect his empire from impending disaster. She drew his lands into a
misty crystal orb as a gift to her mother. The orb now languishes as
Nefriti’s plaything.

TYRON: This virile blackguard and mortal cult emissary of the
war god Phane is forever trying to build an army of bloodthirsty
vampire warriors.

THENAE: N’alyia fell in love with the rapturous song of this

. ¥ GREATER VAMPIRE LORD (LVL 16)
b Apply +56 vitality, +4 saves, +4 attacks, +4 DR, the abilities of the

‘. .

lonely and beautiful nymph princess and lured her into everlasting
torment.
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VESPIR

These luminous humanoids scour the void to gain delicious vitality.

APPEARANCE & CULTURE

Vespirs are the technologically-advanced descendants of a humanoid
bat-like race. During their history, they turned darkness to the sun
and shed their flesh to become incorporeal luminous beings that are
at home in bright places like sunbaked badlands.

Vespirs hunt living prey. While highly adept with electrotech and
manipulating electricity and light, they are constantly power-hungry
and can quickly drain the vitality from living creatures with a painful
bite or touch. They are not gratuitously cruel, just mercilessly practi-
cal about their energy needs.

Vespirs often travel in small groups of 5 with 1 individual acting
as a commander. While they use electrotech, they rarely carry such
items for personal use. Rather, they share such items as a group in
their laboratory, on voidcraft, or so forth.

Vespirs ascended to their current state during a great war against
vile shadow creatures. In order to survive, they had to shed their
mortal frame. Having survived and prospered since, they take pride
in their history and are also are quick to stomp out potential rivals.

VESPIR (LVL 8)
Vespirs have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually lawful evil
DC 26

SENSES Heavensight
PERCEPTION +1 ; STEALTH +9
LANGUAGES Common and Vespir
INITIATIVE +2

SPEED 10 ft ; FLY 30 ft
ATTACK d20+8
WEAPONSS Bite (1d2)
DAMAGE +1

ARMOR Psychic shield over leather armor ; DR 6

WOUNDS 8

VITALITY 57

FORTITUDE 14, REFLEX 16, WILL 21

SPECIAL Incorporeal Traits ; suffer 2 damage from fire and poi-
son ; immune to electricity

Q&D Damage +9 ; Vitality 41

STR11,CON 12, DEX 14, INT 18, WIS 12, CHA 7

PRIME Intelligence and Dexterity

SKILLS Arcana +6, Mechanics +7, Technics +6, Nature +6,
Pilot +4, Religion +3.

FP 4 ; DEITY Thulzuur. Good vespirs honor Solari.

MULTICLASSING Artificer, psion, savant or lightbringer

TREASURE 1 in 5 is equipped with an electrotech weapon or
other device worth up to 5,000 gp.

BASE ABILITIES
Vespirs have the following base abilities.

BLINDING PULSE™: One target within 15 ft suffers blindness.
The effect lasts 24 hours, or 2 minutes if the target resists using Will.
Costs 2 vitality.

DAYLIGHT™: The vespir sheds strong light 60 ft outward and
weak light an additional 60 ft outward for 5 minutes. Also, aberra-
tions, fiends, and undead suffer 1d4 holy wound damage upon first
exposure to the strong light and 1 wound damage each round there-
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after while in the strong light. Costs 2 vitality.

DEATH WARD™: For 2 minutes, the vespir or a touched ally
are immune to the effects of all ailments, curses, and necrotic energy
damage. Costs 2 vitality for itself or 5 vitality for an ally.

ELECTROTECH: Vespirs study invisible mundane forces of
nature (called immateria) such as electrics, kinetics, nucleonics,
optics, and sonics. They can make checks using the Technics skill
(page 177) and enjoy a +2 bonus on Mechanics and Technics checks.

LECTROTIZE™: The vespir targets 1 metal-clad foe or metal
item weighing up to 50 pounds within 30 ft. For 5 minutes, the metal
sparks with dangerous, painful arcs of electricity. Creatures suffer
1d4 electrical damage for each round that they wear or touch the
metal. Removing armor takes 1 minute. Costs 1 vitality.

FAR SWITCHM: A vespir can activate or deactivate a machine
from a distance. For example, it might turn on a street light far above
or deactivate a moving vehicle. The cost is O vitality within 15 ft as a
standard action, or 1 vitality to as a move action or out to a distance
of 30 ft.

INCORPOREAL TRAITSM: A vespir can become incorporeal.
Mundane attacks against it have a 90% miss chance and magic attacks
have a 50% miss chance. Incorporeal creatures cannot handle solid
objects, can pass through solid objects such as walls, may choose to be
invisible to enjoy a +10 bonus on Stealth checks and avoid line of sight,
and must materialize (end this ability) to make attack rolls. Material-
izing and dematerializing are swift actions that cost 5 vitality cach.

LIGHT™: The vespir conjures light on an unattended object that
it touches. The light produces strong illumination in a 15-ft radius
burst and weak illumination outward an additional 30 ft. It can use
and dismiss this ability at will but can maintain only 1 light at a time.

LIGHTNING BOLTS™: The vespir inflicts 1d6 electrical dam-
age per level (max 10d6) to all creatures in either a 15-ft cone or
along a 60-ft line, as it desires. Apply 2 damage if Reflex resists.
Targets that don’t resist are also dazed for 1 round. Costs 2 vitality.

MAGE HANDM: A vespir can telekinesis a single unattended
object weighing up to 5 pounds and within 30 ft. It can telekinesis
the object up to 10 ft.

MASS FAR SWITCH:This improves Far Switch to affect up to
3 machines at once or a single machine out to 90 ft. Costs 2 vitality.

PAINFUL BITE™: One adjacent target suffers 1d3 wound Pain
damage from the vespirs sharp bite. Reflex resists. Costs 1 vitality.

PAINFUL TOUCH™: An adjacent living creature suffers 1d6
pain damage per 2 levels (max 10d6), or %2 damage when Reflex
resists. Simultancously, the vespir gains temporary wound points for
5 minutes equal to the damage dealt. It can benefit from only 1 use
of this ability at a time. Requires Painful Bite.

SHOCKING GRASP™: One adjacent foe suffers 1d6 electrical
damage per level (max 5d6) and is dazed for 1 round unless Forti-
tude resists. Apply a +5 bonus on the vespir’s attack against metal-
clad foes. Costs 1 vitality.

SUPPRESS SHADOWS™: This improves Daylight to suppress
shadows. Creatures and objects cast no mundane or magical shadows
in the arca, shadows (pg 140) and similar undead starting their turn”
in the area suffer 2d4 wound damage (no save), and creatures that are
shapeshifted into a shadow form suffer 2d4 wound damage and are
immediately forced to return their natural form. Costs 5 vitality.

SUN-REST™: The sun heals vespirs. For each hour of exposureg
to natural sunlight on a clear or party-cloudy day, a vespir recovers I
vitality to a maximum of 5 vitality in a 24-hour period.

VIRTUAL CONTROLS: This improves Virtual Hands such that
the vespir can operate an adjacent machine even if the controls are
broken, removed or otherwise inoperable. Costs 2 vitality.

VIRTUAL HANDSM: A vespir can operate an adjacent machine
without directly touching its controls without penalty. Requires line
of sight and the controls must still be functional. For example, it can
deftly operate a radio’s dials just by looking at them.

VOID SAVVY: Vespirs are highly familiar with the Void: and




VORN

These pirates traverse the Astral Realm to plunder many worlds.

APPEARANCE AND CULTURE

Vorns are a militant race that dwells mostly in the Astral Realm. They
stand 4 to 5 ft tall and look similar to half-orcs, except they sport
deep blue skin and golden eyes. Vorns reject all deities and divine
pretensions to power and utilize ancient heretical rites to surrepti-
tiously tap magic that is normally only available to pious believers.

Having visited many worlds, vorn are technologically savvy, psy-
chically aware, and adept in martial arts. They travel in spellship con-
voys rather than build communities. Once on the ground, they tend
to travel in pairs, maintaining a psychic link. In their travels, vorns
often introduce themselves as explorers, hunters, mercenaries, mer-
chants, refuges or settlers. Though they may keep up these roles for
a time, they are mostly pirates, slavers, and treasure hunters. A tiny
cabal worships Voktra, Matron of Crossroads, but these repentant
vorn are hardly friends to the lesser races.

Sages believe the vorn race is a blend of hobgoblins, humans, orcs,
slith, and tieflings. Perhaps the illithrix bred the first vorn, though
they are their own race with unusual physiology. Specifically, vorns
require humanoid slaves to reproduce, and the offspring are always
vorns. Captives who are unfit for breeding are eaten, thrown into
deadly gladiatorial games, used for gruesome experiments, sold
to other races, or magically transmuted into vorn. Vorns consider
humanoid eyes a delicacy and most slaves are soon blind. A vorn with
an eye patch has been bested by his own kind.

Vorns are master alchemists and often use potions to enhance
their battle skills or manage slaves. They also use firearms and even
explosives. A vorn can fire multiple arrows, make several sword
thrusts or deliver a flurry of blows in a brief moment with relative
case. Besides potions, vorns tend to downplay magic items, viewing
them as a crutch that is easily exploited or stolen by their rivals.

Vorns war with angels, cyclones, demons, devils, and illithrix.
Sooner or later, everyone is out to exact vengeance against
the unscrupulous vorn race.

VORN (LVL 6)
Vorns have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually neutral evil
DC 22

SENSES Darkvision, low-light vision, see
invisibilit

PERCEPTION +12 ; STEALTH +13
(+18 in Astral Realm)

LANGUAGES Vorn, Common, and
Mechan plus 1 other language

INITIATIVE +3

SPEED 30 ft
ATTACK d20+6 (+8 using firearms) ; MA
WEAPONS Hunting rifle (2d10, 80 ft), 2
shotguns (2d8 each, 30 ft), scimitar (1d6) or
unarmed strike (1d6)
DAMAGE +2 (+7 firearms)

ARMOR Studded leather ; DR 3

WOUNDS 10

VITALITY 45

FORTITUDE 19, REFLEX 19,
WILL 19

SPECIAL Dichard, Fast Healing 1
(except vs acid and fire)

Q&D Damage +8 (+13 firearms) ; Vitality 33

STR 14, CON 16, DEX 16, INT 12, WIS 14, CHA 8

PRIME Dexterity and Wisdom

SKILLS Acrobatics +13, Appraise +6, Arcana +6 (+11 realms
lore), Athletics +7, Craft +6, Diplomacy -5, Endurance +8, History
+6, Insight -3, Intimidate +7, Literacy +7, Mechanics +13 (+18
steamgear), Pilot +12 (+17 spellships), Trick +13, Warcraft +7

FP0; DEITY None

MULTICLASSING Artificer, gunslinger, medicant or psion

TREASURE Mundane armaments plus potions, all worth a total
of 1,200 gp, on itself

BASE ABILITIES
Vorns have the following abilities.

BREW POTIONC: The vorn places an ability that it or an adja-
cent ally (or slave) knows into a potion, salve, oil or similar mix that
delivers a single-use effect to a creature or object. The cost and time
equal 50 gp and 1 hour for a basic ability or 300 gp and 2 hours for
an intermediate ability. The vorn pays the vitality cost when brewing
the potion. See RPG, page 196 regarding potions.

DIEHARD:When a vorn falls below 0 wound points, it remains con-
scious and can continue to take a single move or standard action each
round until it reaches -10 wounds, at which time it dies.

EYE GOUGE: One adjacent foe permanently loses an eye, suf-
fers 1d4 wound damage, and endures a permanent -2 penalty to
Perception checks if the vorn beats its Reflex. Regenerate or Heal
restores the eye. Typically, the vorn eats the eye. Costs 2 vitality.

FORCE PUSH™: One target up to size Large within 30 ft is
pushed back 10 ft, or 5 ft if Fortitude resists. Costs 1 vitality.

HERETICAL LORE: Select any 3 deities. For each deity, the .

vorn knows its unique geometric seal and ritual. Each day, the vorn
may select 1 of these deities when using Seal Heretical Pact.
MINDLINK™: The vorn forms a telepathic bond for 5 minutes
with a sentient ally within 30 ft. Once the bond is formed, it works
over any distance. The vorn can maintain only 1 bond at a time.
MIND SHIELD™:As a move action, the vorn cloaks its mind to
enjoy a +5 bonus on Will against 1 attack that occurs before the start
of its next turn. Costs 1 vitality.
MIND THRUST™: One sentient foe within 30 ft suffers
1d6 psychic damage per 2 levels (max 5d6), or >
damage if Will resists. Costs 1 vitality.

PARALYZING FORCE™: A foe within 30 ft

must resist using Will or be stunned for 1 round.
The vorn does not need line of sight if it has suc-
cessfully used Eye Gouge on the targeted foe. Costs 2
vitality.

SEAL HERETICAL PACT™: Once daily after a
I-minute ritual costing 1 gp in materials, the vorn binds an
occult spirit into itself for 24 hours. During the ritual, the vorn
specifies a deity and draws the deity’s geometric seal. The vorn
gains 2 basic abilities or 1 intermediate ability listed under that
deity. While bound, the vorn shows the spirit’s physical sign
upon its body, which is noticeable on a successful DC 10 Per-
ception check. Unlike typical heretic bindings, the vorn does
not suffer an alignment shift. The vorn cannot dismiss the
spirit early unless it has Expel Spirit or is targeted by the
Exorcism ability. In fact, when it is not bound to a spiri
it suffers a -1 penalty on all d20 rolls. Requires Heretical
Lore. Conducting the ritual costs 2 vitality.

SEE INVISIBILITY™: As a standard action, a
vorn clearly notices for 1 round any invisible or incor-
poreal creatures within 30 ft.

SHIELD™: As a swift action, a vorn can conjure a
shimmering shield of force that provides +2 DR. The
shield lasts 2 minutes and also grants total immu-
nity to the Magic Missile ability. Costs 1 vitality.




VYNE

This carnivorous plant patiently drags prey to their doom.

APPEARANCE & CULTURE

Vynes, also called assassin vines, are semi-mobile aggressive plants
that collect their own grisly fertilizer by grabbing and crushing ani-
mals and depositing the carcasses near their roots.

A mature vyne consists of a main stalk, about 20 ft long. Smaller
stalks up to 5 ft long branch off from the main stalk about every 6
inches. These smaller vines bear clusters of leaves, and in late sum-
mer they produce bunches of small fruits that resemble wild grapes.
The fruit is tough and has a hearty but bitter flavor. The berries make
a heady wine called “verve”.

A vyne can move about, albeit slowly, and tends to stays put unless
seeking seek prey in a new vicinity. It often lies still until prey comes
within reach, then attacks. It uses its entangle ability both to catch
prey and to deter counterattacks. Vynes have no visual organs but can
ascertain all foes within 30 ft using sound, scent, and vibration.

A subterranean version of the vyne grows near hot springs, vol-
canic vents, and other sources of thermal energy. These plants have
thin, wiry stems and gray leaves shot through with silver, brown, and
white veins so that they resemble mineral deposits. A vyne growing
underground usually generates enough offal to support a thriving
colony of mushrooms and other fungi, which spring up around the
plant and help conceal it.

A particularly ill-tempered vyne called the greenvise has a nasty
maw. Creatures caught in its maw quickly succumb to the plant’s
digestive juices. The vileshade is equally nasty: its grapes produce a
delicious but corrupting wine that brings out the worst sorts of evil
in drinkers. Reumors describe a celestial counterpart that offers a
medicinal berry to heal the drinker and revitalize his moral and ethi-

Vynes have the following statistics.
TYPE Plant
SIZE Large
ALIGNMENT Neutral
DC 18

VISION Blindsight, low-light vision

PERCEPTION +6 ; STEALTH +0 (+20 in either outdoor or
underground environments)

LANGUAGES None

INITIATIVE +0

SPEED 5 ft

ATTACK d20+7 ; MA

WEAPONS 2 slams (2d6 each, 20 ft reach)
DAMAGE +5

ARMOR Rubbery bark ; DR 4 (9 vs cold and electrical damage)
WOUNDS 15

VITALITY 31

FORTITUDE 19, REFLEX 12, WILL 20

SPECIAL Plant Mind ; apply +5 bonus to resist disease and poison

Q&D Damage +9 ; Vitality 23

STR 20, CON 16, DEX 10, INT 2, WIS 13, CHA 8
PRIME Strength and Constitution
SKILLS Athletics +15, Endurance +13, Survival +6, Trick +5

FP 2; DEITY Absolom, Greenwyrm or Lilith
MULTICLASSING Barbarian, druid, elementalist or shifter
TREASURE Items worth 200 gp plus grapes to brew 1d4-1 pints

of venus wine

L

- *$< Chapter 4. Creatures

T

BASE ABILITIES
Vynes have the following abilities.

BLINDSIGHT: A vyne notices creatures within 30 ft concealed
by invisibility, darkness or other effects as easily as if they stood
unaided in broad daylight. This ability draws upon a myriad of natural
clues such as scent, sound, and vibration.

CAMOUFLAGE: When a vyne is in a natural environment
and remains motionless while concealed, it enjoys a +20 bonus on
Stealth checks (already in the statistics block). Also, even when the
vyne moves through a natural area, it enjoys a +5 bonus. The envi-
ronment must afford places to hide, as normal, and the vyne does not
benefit when a creature already notices it.

HEADY GRAPES: The grapes of a slain vyne can be processed
into 1d4-1 pints of strong wine. Processing takes 8 hours per pint
and a successful DC 15 check using Heal or Survival. A failed check
ruins the brew. One pint of the wine grants 5 vitality points 1 minute
after consumption. The drinker may exceed his normal maximum
vitality to a maximum of +5 points above normal. The vitality lasts
1 hour and then suddenly vanishes to leave the drinker fatigued for
4 hours. Multiple pints do not stack. Drinking a pint while already
fatigued results in exhaustion or unconsciousness afterward instead.
A bushel of unprocessed grapes makes 1 pint that is worth 25 gp. A
pint of the wine, ready to drink, is worth 100 gp.

PLANT MIND: A vyne is immune to abilities that allow a Will
save that do not specifically target plants.

POWER GRAPPLE: The vyne grapples an adjacent foe up to 1
size larger than itself when it beats the foe’s Fortitude to maximum
of 4 foes at once. The vyne enjoys a +5 bonus to initiate or resist
grappling. A grappled creature cannot move and can only use a Light
melee weapon already in hand. Each round, the vyne must expend a
move action to maintain the grapple, and the foe can try to beat the
vyne’s Fortitude as a standard action to break the grapple. The vyne
may block a grappled foe’s mouth with 1 stalk to prevent speech. As
a standard action, the vyne may move the grappled foe 5 ft, either
moving at the same time with the foe or repositioning the foe.

GREENVISE VYNE (LVL +2)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities.

ACIDIC CAPTURE: An adjacent foe must resist using Forti-
tude or become captured in the greenvise’s maw. Each round on its
turn, the foe can attempt to resist using Fortitude. If it succeeds, it
frees itself from the maw and lands adjacent to the vyne. If it fails, it
suffers 2d6 acid damage.

MAW: A greenvise vyne has a bite attack that delivers 4d6 dam-
age to an adjacent foe that fails to resist using Reflex. Apply +2 on
the vyne’s attack roll.

VILESHADE VYNE (LVL +2)
Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the following
abilities. -

CORRUPTING WINEM: A person who drinks wine made
from a vileshade vyne slowly becomes evil. Each day that he drinks
at least 1 pint of the brew (as described under Heady Grapes above),
the creature feels an evil urge and must resist using Will or commit
an evil act. After it commits more evil acts than it has levels, its align-#
ment permanently changes to evil. Remove Curse negates the effect.
Each pint of this wine is worth 600 gp.

DETECT GOODNESS™: The vileshade vyne immediately
learns whether good-aligned creatures are present within a 30-ft
cone. When it concentrates for a second round, it learns their num-
ber and relative strength to itself (weaker, stronger or about the
same). When it concentrates for a third round, it learns which spaces
the creatures occupy.

FIENDISH RESISTANCE: A vileshade vyne enjoys +5 DR to
resist acid and fire damage in addition to its usual resistances.

FIENDISH NATURE: This vyne counts as both a fiend and a ™
plant for the purpose of adjudicating spells and other effects.




VYTORIAN

This adventuresome if prudish race descends from human stock.

APPEARANCE & CULTURE

Vytorians are a highly civilized, void-faring race that represents an
apex of human self-improvement through the careful use of muta-
gens for the body and brain-enhancing electrotech for the mind.

Vytorians are born human but receive mutagens and phrenic stim-
ulation to impart new habits including the roster of abilities known to
all of their race. Thusly, they are often mistaken for humans, though
a DC 12 Heal check after a 1-minute medical exam or DC 12 Insight
check quickly reveals otherwise. They possess remarkable vitality,
redundant organs, and freedom from all disease. Indeed, they may
skip daily sustenance, though many vytorians choose to enjoy inhal-
ing a meal that has been transmuted into a small, tasty gaseous cloud.
Similarly, vytorians are so comfortable with machines that they can
operate machines without touching them, by thought alone.

Vytorians are explorers, hard workers, and entrepreneurs with a
strong moral and ethical outlook. Unlike other advanced races such
as azri and vorn, they maintain high adaptability and a humanistic
(albeit paternalist) attitude to less advanced mortals. This does not
prevent them from seeking to “teach” the other, less advanced peo-
ples while “developing” those people’s resources.

VYTORIAN (LVL 6)
Vytorians have the following statistics.
TYPE Mutant
S1ZE Medium
AEI GNMENT Lawful good, lawful neutral or neutral good.
DC 22

VISION Low-light vision
PERCEPTION +7; STEALTH +2
LANGUAGES Common
INITIATIVE +2

SPEED 50 ft (also, run at 5x normal speed)

ATTACK d20+5 (+7 firearms, +6 unarmed strike, or +4 if 2
unarmed strikes)

WEAPONS Pistol (1d10, 50 ft), hunting rifle (2d10, 80 ft), rapier
(1d6) or unarmed slam (1d6) or 2 unarmed strikes (1d6/1d6)

DAMAGE +2 (+7 firearms)

ARMOR Studded leather armor ; DR 5
WOUNDS 8

VITALITY 44

FORTITUDE 16, REFLEX 16, WILL 22
SPECIAL Dodge, immune to disease

Q&D Damage +8 (+13 firearms) ; Vitality 32

STR 14, CON 14, DEX 15, INT 15, WIS 14, CHA 14

PRIME Dexterity and Intelligence

SKILLS Acrobatics +10, Arcana +10, Athletics +5, Craft +10,
Diplomacy +5, Endurance +5, Heal +5, History +10, Insight +5,
Literacy +10, Mechanics +12 (+15 repair firearms), Music +5,
Nobility +5, Pilot +10, Stealth +10, Technics +14, Warcraft +10

FP 3; DEITY Esmariah, Mithrais, Palendine or Solari
MULTICLASSING Cleric, gunslinger, medicant or savant
TREASURE Armaments and other items worth 600 gp

BASE ABILITIES
Vytorians have the following abilities.
DISEASE IMMUNITY: A vytorian is immune to all diseases.
. ¥ This race has conquered the scourge of disease through high moral
b rectitude. See the Moral Restraint ability below.

PROFESSIONAL VYTORIAN (LVL 8)

DODGE: As an immediate action, a vytorian ignores 1 melee
weapon attack before he knows whether it hits him. Requires Dex-
terity 15+ and works only in light or no armor. Costs 2 vitality.

ELECTROTECH: All vytorians are familiar with invisible mun-
dane forces of nature. They can make checks using the Technics skill
and enjoy a +2 bonus on Mechanics and Technics checks (already in
the statistics block). See RPG, page 177 for details.

FIREARMS PROFICIENCY: A vytorian is proficient with fire-
arms and enjoys a +2 bonus on Mechanics checks, or +5 to make and
repair firearms. These bonuses are already in the statistics block.

FLURRY OF BLOWS: Instead of a single Unarmed Strike (see
below), a vytorian may make 2 unarmed attacks, each attack with a
-2 penalty to his attack roll. He can direct the blows to the same foe
or to 2 different foes.

GRAPPLE: A vytorian can grapple an adjacent foe up to 1 size
larger when he has 1 hand free and beat the foe’s Fortitude. A
grappled creature cannot move from its space and can only use a
Light melee weapon already in hand. Each round, the vytorian must
expend a move action to maintain the grapple, and the foe can try
to beat his Fortitude as a standard action to break the grapple. If he
desires, the vytorian can block a grappled foe’s mouth with 1 hand to
prevent speech.

HEALER™: An adjacent ally heals 1d4 wounds. Costs 1 vitality.

ID INSINUATIONM™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

JUMPM:A vytorian can leap outward, downward or upward up to
30 ft as a standard action without a running start or Athletics check or
fear of harm on impact. Costs 1 vitality.

LIGHT ARMAMENTS: All vytorians are trained with light
armor, crossbows, and light blades.

MINDLINK™M: A vytorian can form a telepathic bond for 5 min-
utes with a sentient ally within 30 ft. Communicating is as natural and ,
quick as normal speech. Once the bond is formed, it works over any
distance. The vytorian can maintain only 1 bond at a time.

MORAL |{ESTRAI NT: Vytorians adhere to a moral and ethi-
cal code. If a vytorian commits an act that is neither lawful nor good
(including true neutral acts that claim to absolve responsibility), then
he loses the benefits of disease immunity for 1 week.

MENTECH’S HAND™M: A vytorian can mentally move a single
metallic unattended object within 30 ft weighing up to 25 pounds.
He can move the object up to 30 ft in any direction. The item’s com-
position must be at least ¥4 metal to move it. Costs 1 vitality.

REPLETION™: By expending 1 vitality point, a vytorian does
not need to eat or drink for 24 hours.

UNARMED STRIKE: A vytorian can use his entire body
including fists, feet, head and torso to deliver 1d6 damage as a melee
weapon. Reflex resists. Apply a +1 bonus to the attack roll and add
the vytorian’s Strength modifier to the damage roll. These benefits
are already in the statistics block.

VIOLENT AMBITION: Once daily as a move action, a vyto-
rian can boost his next attack roll that round by +10.

VITALITY SURGE: Once daily, a vytorian regains 1d4+1 vitality.

VIRTUAL CONTROLS: This improves Virtual Hands such that
the vytorian can operate an adjacent machine even if the controls are
broken, absent or otherwise inoperable. Costs 2 vitality. \.ﬁ.\ [

VIRTUAL HANDSM™: A vytorian can operate an adjacent \_E]
machine without directly touching its controls, such as tuning a radio
just by looking at it, and suffer no penalty. Requires line of sight and
the controls must be functional. ~

Apply +14 vitality, +1 saves, +1 attacks, +1 DR, and the abilities
and following abilities.

TOWNIE PROFESSION: Select 1 townie profession such as
barrister, deacon, fleshweaver, hacker, investigator, magewright,
prospector, scribe, sky captain, stormtrooper, technician or venturist.
You gain this profession’s abilities and associated +2 attribute boost.
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WARHORSE

These powerful and brave steeds make excellent mounts in battle.

APPEARANCE & CULTURE

A warhorse is a tough, heavy horse that is bred and trained for
strength and aggression. Its more potent cousin the magebred charger
also knows useful tactical tricks such as charging, overrunning, and
trampling foes for heavy damage. A heavy warhorse is usually laden
with armor and can fight while carrying a rider, but the rider cannot
also attack unless he is skilled (DC 15 Handle Animal check).

WARHORSE (LVL 2)
Warhorses have the following statistics.
TYPE Animal
SIZE Large
ALIGNMENT Neutral
DC 14

VISION Low-light vision, scent

PERCEPTION +6 ; STEALTH +0

LANGUAGES Variant warhorses
understand some languages

INITIATIVE +1

SPEED 50 ft (also, can run at 5x normal speed)
ATTACK d20+5 ; MA

WEAPONS Bite (1d4) or 2 hooves (2d6)
DAMAGE +4

ARMOR Thick skin and chain barding ; DR 5

WOUNDS 15

VITALITY 17

FORTITUDE 17, REFLEX 12, WILL 13

SPECIAL Apply +5 bonus to resist fatigue
or exhaustion ; can sleep in armor without

fatigue the next day

Q&D Damage +6 ; Vitality 13

STR 19, CON 17, DEX 12, INT 2, WIS 12,
CHA 6

PRIME Strength and Constitution

SKILLS Acrobatics +11, Athletics +19,
Endurance +13

FP 1; DEITY Phane, Tanish or Voktra
MULTICLASSING Barbarian or shifter
TREASURE Chain barding worth 600 gp

-
BASE ABILITIES
" Warhorses have the following abilities.

IMPROVED CARRY CAPACITY: A warhorse can carry 250
pounds, or 1 Medium or 2 Small creatures, in addition to any other
weight normally allowed, and not be overloaded. It can drag up to
1,250 pounds or support +8 encumbrance slots.

SCENT: A warhorse can detect creatures’ presence within 30 ft
by sense of smell. If a creature is upwind, the range increases to 60
ft. If it is downwind, the range is 15 ft.

GHOSTMARE (LEVEL 6)
A ghostmare is an undead creature. Apply +28 vitality, +2 saves, +2
attacks, +2 DR, and the followir/ig abilities.

INCORPOREAL TRAITS™: A ghostmare is incorporeal. Mun-
dane attacks against incorporeal creatures have a 90% miss chance
and magic attacks have a 50% miss chance. Incorporeal creatures
cannot handle solid objects, can pass through solid objects such as
walls, may choose to be invisible to enjoy a +10 bonus on Stealth
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checks, and must materialize to make attack rolls. The ghostmare
cannot take objects or creatures with it. Materializing and demateri-
alizing are swift actions that cost 5 vitality each.

UNDEAD TRAITS: A ghostmare is immune to all ailments
including disease and poison. It need not breathe, eat or sleep and
enjoys a +5 bonus on Endurance checks. It regains wound points
from necrotic energy, regains no wound points from rest, and is
harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

MAGEBRED CHARGER (LVL 6)
A magebred charger is a magical beast. Apply +28 vitality, +2
g saves, T2 attacks, +2 DR, a 5 Intelligence, and the follow-
- ing abilities.
BATTLE TRAINING: A magebred charger enjoys a +5
bonus on Acrobatics and Intimidate checks, granting it Acrobat-
ics +16 and Intimidate +14.
FEAR IMMUNITY:A magebred charger is immune to fear.
IMPROVED OVERRUN: A magebred charger can easily
push past a foe as a swift action. If it beats a target’s Fortitude, it can
freely pass the target at its current speed. If not, it moves adjacent
to the target but do not pass it. A charger enjoys a +5 bonus
on attempts to initiate or resist the Overrun ability.
POWERFUL CHARGE: As a swift action, apply
+6d6 damage to the magebred charger’s next bite or
hoof attack that round. The charger must move at least
10 ft just prior to using this ability.

POWERFUL KICK: A magebred charger can
shove an adjacent target. If it beats the target’s Forti-
tude, the target is pushed back 1d4 x 5 ft and knocked

rone.
SECOND WIND: Once daily, after 1 minute of
rest, a magebred charger recovers 4d6 vitality.
TRAMPLE: As part of its move action, a magebred
charger can trample all foes in spaces that it moves
through. Foes suffer 3d8 damage +1 point per level, or
V2 damage if Reflex resists.

PALADIN'S WARHORSE (LVL 6)
This warhorse is a celestial creature. Apply +28 vitality,
+2 saves, +2 attacks, +2 DR, and the following abilities.
DEATH WARD™: For 5 minutes, a paladin’s
warhorse and its rider are immune to the effects of all ail-
ments, curses, and necrotic and vile energy damage.
Costs 5 vitality.
‘ DETECT EVIL™: The paladin’s warhorse
b 124} learns whether fiends and/or undead are present
within a 30-ft cone.
FEAR IMMUNITY: This warhorse is immune
to fear.
INTELLIGENT: A paladin’s warhorse has a 10 Intelligence and
speaks Common and Celestial. &
HOLY ASCENSION™: For 5 minutes, the paladin’s warhorse =% /
gains +5 DR, darkvision and heavensight, fast healing 5, immunity
to disease and poison, and feathery wings that provide it with a fly
speed of 30 ft. Costs 25 vitality. ME
STAND TALLM: A paladin’s warhorse ignores attacks that would g
otherwise knock it prone. S\

TAINT IMMUNITY: This warhorse ignores the Taint ability.

PEGASUS (LVL 6)
This beautiful winged warhorse is a magical beast. Apply +28 vitality,
+2 saves, +2 attacks, +2 DR, and the following abilities.

AERIAL PROWESS: Boost Acrobatics and Athletics checks by
+5, or by +10 bonus when flying,

INTELLIGENT: A pegasus has a 10 Intelligence and speaks
Common and Sylvan.

RESIST FEAR: Apply a +5 bonus on saves to resist fear effects.

WINGED FLIGHT: A pegasus has a fly speed of 50 ft.




Giant wasps are stinging insects that nest almost anywhere.

APPEARANCE AND CULTURE

These monster-sized flying insects attack when hungry or threat-
ened, stinging prey to death. They prefer to paralyze living foes and
will take dead or incapacitated opponents back to their lairs as food
for unhatched young,

GIANT WASP (LVL 3)
Giant wasps have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Usually neutral
DC 16

SENSES Low-light vision, darkvision
PERCEPTION +6 ; STEALTH +6
LANGUAGES None

INITIATIVE +1

SPEED 20 ft ; Fly 60 ft
ATTACK d20+5

WEAPONSS Sting (1d6-+poison)
DAMAGE +4

ARMOR Chitin ; DR 3

WOUNDS 10

VITALITY 23

FORTITUDE 15, REFLEX 19, WILL 14

Q&D Damage +7 ; Vitality 17

STR 18, CON 14, DEX 12, INT 1, WIS 13, CHA 11

PRIME Strength and Dexterity

SKILLS Acrobatics +6 (+21 flying), Athletics +9, Craft +0,
Endurance +7, Survival +6

FP2; Deity Greenwyrm, Lilith or Tiamat
MULTICLASSING Barbarian, druid, elementalist or shifter
TREASURE Items worth 300 gp in its lair

BASE ABILITIES
Giant wasps have the following abilities.

PARALYTIC POISON: As a move action, the wasp poisons its
stinger. When a creature is struck by the stinger, it immediately suffers
1d4 vile wound damage with a 50% chance to suffer an additional 1d4
vile wound damage 5 minutes later. Moreover, the creature must resist
using Fortitude or be slowed such that it is limited to a single move or
standard action each round for 5 minutes. Unused poison dissipates
after 5 minutes. Costs 5 vitality.

ASSASSIN WASP (LVL 4)

This giant wasp focuses on a hive’s deadliest foes. Apply +7 vitality,

+1 saves, +1 attacks, +1 DR, and the following abilities.
ASSASSINATION: Once daily as a swift action, the next adja-

cent target that the wasp hits with its stinger that same round that is

surprised, helpless or defenseless suffers +15 damage. Costs 5 vitality.

TEALTHY: Boost Stealth checks by +5, or by +20 once daily.

WOUNDING STING: As a swift action, apply +2d4 wound

damage to the wasp’s next successful stinger attack in addition to other

damage dealt. Costs 2 vitality.

PHRENIC WASP (LVL 6)
This giant wasp is an aberration. Apply +21 vitality, +2 saves, +2

attacks, +2 DR, and the following abilities.

y

L DANGER SENSE: When a phrenic wasp makes an initiative

ke

P

check, roll 2x and take the higher of the 2 rolls.

ID INSINUATIONM™: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

MAGE ARMORM: A shimmering field grants the phrenic wasp
+4 DR for 1 hour. Mage Armor does not stack with real worn armor or
Bone Armor. Costs 1 vitality.

MENTAL BARRIER: Permanently boost the wasp’s Will by +5.

MINDLINKM: A phrenic wasp can form a telepathic bond for 5
minutes with a sentient ally within 30 ft. Communicating is as natural
and quick as normal speech. Once the bond is formed, it works over
any distance. The wasp can maintain only 1 bond at a time.

PSIONIC BLASTM: Sentient creatures within a 30-ft cone are
stunned 1d4 rounds. Will resists. Costs 5 vitality.

SENTIENT: A phrenic wasp enjoys a +6 bonus on Intelligence
with a commensurate +3 bonus on Intelligence-based skill checks.
Also, the phrenic wasp understands 1 language of its choice such as
Auran, Common, Sylvan or Undercommon.

SPELL-HUNTER WASP (LVL 7)
This giant wasp is a magical beast. Apply +28 vitality, +2 saves, +2
attacks, +2 DR, and the following abilities.

ANTI-MAGE: When an adjacent creature uses a magic ability,
the wasp gains a single free melee weapon attack against it as an
immediate action. Costs 1 vitality.

ANTI-MAGIC SMITE: When the wasp successfully strikes a
foe with magic abilities, add +1 per level to the damage roll.

ARCANE ASSASSINATION: Once daily as a move action,
the next adjacent target that the wasp hits with its stinger that same
round that is under the ongoing effect of magic (baleful or beneficial)
suffers +15 damage. Costs 5 vitality.

COUNTER SPELL™: As an immediate action, the wasp targets

1 person within 30 ft who is activating a magic ability. If the wasp /(7 ;/ 4
beats the person’s Will, it negates his magic. Costs 1 vitality + the"-f’:
countered ability’s vitality cost, if any.

DETECT MAGIC USERM: The wasp spell-hunter learns -
whether 1 creature within 30 ft possesses magic abilities. After it
concentrates for a second round on the same creature, it learns how
many abilities and of what tier. Finally, after concentrating on the
target for a third round, if the wasp beat the target’s Will, it learns
whether the target is a person and also the names of its 3 most potent
magic abilities. Costs 1 vitality.

ISPELLING STRIKE™: As a swift action, when the wasp suc-
cessfully hits a foe that same round with its stinger, the foe must
resist using Will or lose 1 randomly-selected magic ability (such as
Mage Armor) that the foe has in place. Costs 2 vitality.

HUNTER'S FOCUS: As a move action the wasp concentrates
to achieve focus. While the wasp has focus, it enjoys a +2 bonus on
Perception checks and can use the Ignore Spell award (below). After
using any magic ability or Ignore Spell, the focus ends. Whenever it
uses a magic ability not on this list, it cannot achieve Hunter’s Focus
for 2 minutes afterward.

IGNORE SPELL: As an immediate action while enjoying the
benefits of Hunter’s Focus, the wasp ignores 1 magic attack that tar-
gets it. Costs 2 vitality.

MAGE ARMORM: A shimmering field grants the wasp +4 DR
for 1 hour. Mage Armor does not stack with real worn armor or Bone\
Armor. Costs 1 vitality.

RESIST MAGIC: Boost saves by +2 to resist magic abilities.

SENTIENT: The wasp enjoys a +6 bonus on Intelligence withg
a commensurate +3 bonus on Intelligence-based skill checks. Also,
the wasp understands 1 language of its choice such as Auran, Com-
mon, Sylvan or Undercommon.

SHIELD™: As a swift action, the wasp conjures a shimmering shield
of force that provides it +2 DR. The shield lasts 2 minutes and also
provides total immunity to the Magic Missile ability. Costs 1 vitality.

SPELL TRACKER: Boost Survival checks by +5, or by +10_
when tracking creatures experiencing ongoing magic effects, from
curses to magical protections.
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WEREBEAST

Werebeasts are mortals cursed to become vicious predatory animals.

APPEARANCE & CULTURE

Werebeasts, also called lycans or lycanthropes, are people cursed to
acquire a terrible human-animal hybrid form under the full moon.
This lunar transformation is a curse spread by the bite of older were-
beasts and extends eons back into the timeless mists of prehistory.

Although werewolves are the most common type of werebeast,
other breeds exist such as wererats, werebears, wereboars, were-
sharks and others, each keyed to a different predator.

Under the full moon, werebeasts become viciously chaotic evil
fighting machines, though it is possible, given time, for a werebeast
to gain control over its shapechanging abilities.

WEREBEAST (LVL 4)
Werebeasts have the following statistics.
TYPE Mutant
S1ZE Medium
ALIGNMENT Usually chaotic evil
DC 18

VISION Low-light vision, scent
PERCEPTION +11 ; STEALTH +7
LANGUAGES Common
INITIATIVE +5

SPEED 40 ft

ATTACK d20+8 (+13 when using Trip) ; MA
WEAPONS Bite (3d6) or 2 claws (3d4 cach)
DAMAGE +4

ARMOR Magical furry hide ; DR 4 (0 vs silver)

WOUNDS 13

VITALITY 30

FORTITUDE 16, REFLEX 14, WILL 15

SPECIAL The werebeast and its gear ignore
cold down to -40° F.

Q&D Damage +8 ;Vitality 22

STR 18, CON 15, DEX 15, INT 10, WIS
13, CHA 8

PRIME Strength and Wisdom

SKILLS Acrobatics +7, Athlet-
ics +6 (+16 when jumping), Han-
dle Animal +11 (+16 with wolves),
Insight +11, Survival +11

FP 2; DEITY Corvis, Phane or Stolgar
MULTICLASSING Barbarian, druid, ranger or shadowcaster
TREASURE Items worth 400 gp in its lair

- BASE ABILITIES
Werebeasts have the following abilities.

ANIMAL FORMM: A werebeast can take the form of an animal
of its kind (bear, giant rat, wolf, etc) for up to 1 hour provided the
animal’s level is equal to or less than its own level. The werebeast
retains its alignment, intelligence, saves, and vitality points but oth-
erwise acquires animal’s statistics. Changing to or from animal form
is a move action that destroys all mundane clothing and leaves behind
all other gear. The animal form radiates faint magic. Costs 2 vitality.

BESTIAL EMPATHY: Apply a +5 bonus on Handle Animal
checks or a +10 bonus involving natural and magical animals of the
werebeast’s kind.

EXPERT TRIP: As a move action, an adjacent foe must resist
using Reflex or be knocked to the ground, suffering 1d6 damage and
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made prone. The werebeast enjoys a +5 bonus when initiating or
resisting this ability.

GRAPPLE: The werebeast grapples an adjacent foe up to 1 size
larger than itself when it beats the foe’s Fortitude and has a free hand.
A grappled foe cannot move and can only use a Light melee weapon
already in hand. Each round, the werebeast must expend a move action
to maintain the grapple, and the foe can try to beat the werebeast’s
Fortitude as a standard action to break the grapple. The werebeast may
block a grappled foe’s mouth with 1 hand to prevent speech.

HYBRID TRANSFORMATION™: A werebeast’s normal
form is a person who involuntarily takes bestial form at dusk under a
full moon. The transformation takes 1 minute, destroys all nonmagi-
cal gear, and causes the person to howl in agony (audible to up 120
ft away). Magical gear falls off, undamaged. The new form lasts until

daybreak (typically, 9 to 12 hours) and the person awakens
naked and with no knowledge of actions he took the night
before. The transformation to and from bestial form
heals all but 1 point of wound damage (scratches and
light cuts belie the person’s activities). The trans-
formation does not regenerate limbs but it does
cure disease and poison effects. In bestial form,
the person is chaotic evil and seeks to slay the
nearest good-aligned person. Each time the
person slays someone, he or she must resist
using Will or move 1 step closer to chaotic evil
even while in normal form.
JUMP: A werebeast can leap downward,
outward or upward up to 30 ft as a standard action
without a running start or making an Athletics check.

Costs 1 vitality.

LYCAN LIMITATIONS™: A werebeast cannot
cross water more than 5 ft wide or approach within 5
ft of silver objects.

SCENT: A werebeast can detect creatures’ presence
within 30 ft by sense of smell. If a creature is upwind,
the range increases to 60 ft. If it is downwind, the
T\ range drops to 15 ft.

> WEAK WITH SILVER: Werebeasts have

DR 0 against silver weapons, and such weapons

always deliver maximum damage. Even touching a
silver object inflicts 1 wound damage per round to
a werebeast.

WEREBEAST LORD (LVL 8)
Apply +28 vitality, +2 saves, +2 attacks, +2
DR, and the following abilities.
CLIMB™: A werebeast lord has a Climb
speed of 30 ft, enjoys a +10 bonus on Athlet-
ics checks while climbing, and is not defenseless
while climbing,

FAST HEALING: A wercbeast lord heals 5 wound points at the
start of its turn each round as a swift action. Acid and fire damage do™
not heal, but other forms of damage heal. Also, if the werebeast loses
a limb, it can reattach the limb to the stump as a move action.

LYCANTHROPY CURSE™: As a swift action, a werebeast
lord can expend 5 vitality to pass on its lycanthropy to a person thaty
just suffered wound damage from its attack. The condition can be
negated with Remove Curse or by the death of the werebeast lord.

MULTIFARIOUS FORMS™: Up to 3x daily as a standard
action, a werebeast lord can willfully transform into its humanoid
form or hybrid werebeast form. Each transformation cures all but
1d4 points of wound damage (no vitality damage is healed).

IGHTMARE ASSAULT: As a swift action, the werebeast
lord powers its next bite or claws attack that round such that if it
strikes, it inflicts +25 damage, or +10 if its foe resists using Forti-
tude. Costs 5 vitality.

REDOUBLE: Twice daily, the werebeast may recover 4d6 vitality

after 1 minute of rest.




WIGHT

These orderly undead fulfill ancient oaths even after death.

APPEARANCE AND CULTURE

Wights are sentient undead. A wight is about the height and weight
of a person, though it is a weird and twisted reflection of its form in
life. Wights eschew weapons and prefer to attack with fists.

Unlike vampires, wights are communal, orderly, and (in their
view) selflessly devout followers of an unfulfilled cause. They survive
past the grave to continue their charge, whatever that may be, and are
often found in or near burial mounds, though they may venture alone
or as a group on a quest. A wight cannot abide the habits or dwellings
of the living and thus avoids inhabited areas when it ventures out.

Wights respect nobility, particularly other wights of noble lineage,
though their quest comes first. They may work with necromancers or
other sentient undead. They view nonsentient undead as
minions rightfully under their command.

WIGHT (LVL 4)
Wight have the following
statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Usually lawful
evil

DC 18

VI15ION Darkvision

PERCEPTION +6 ; STEALTH +6
(11 in burial grounds)

LANGUAGES Common plus 1
other languages spoken in life

INITIATIVE +1

SPEED 30 ft
ATTACK d20+4
WEAPONS Slam (1d6 +

necrosis)

DAMAGE +1

ARMOR Vile skin and leather
; DR 4 (6 vs cold and electricity
damage)

WOUNDS 10

VITALITY 29

FORTITUDE 15, REFLEX
14, WILL 20

SPECIAL Undead Traits

Q&D Damage +5 ; Vitality 21

STR 12, CON 12, DEX 12, INT 11, WIS 13, CHA 15

PRIME Strength and Intelligence

SKILL Athletics +11, Craft +10, Endurance +6, History +10,
Intimidate +11, Nobility +10, Religion +6, Warcraft +10

FP 2; DEITY Asmodius or Nefriti
MULTICLASSING Blackguard, fighter, monk or necromancer
TREASURE Items worth 800 gp onitself and in its burial mound

BASE ABILITIES
Wight have the following abilities.

AYLIGHT DAMAGE: While in natural daylight or within a
Daylight spell’s area of effect, a wight is blind and suffers 2 wound
points per round (no save). Also, it is dazed for 1 round when first
exposed to such light.

DETECT LIFE™: The wight learns whether living creatures are

present in a 30-ft cone. On a DC 15 Religion check the wight also
learns the number of living creatures and their types such as animal or
person. On a DC 20 Religion check it also learns their levels and exact
locations. Costs 1 vitality.

NECROSIS™: As a swift action, the next living creature struck
that same round suffers 1d4 necrotic wound damage in addition
to any other damage dealt. Simultaneously, the wight heals wound

oints equal to the damage dealt. Costs 2 vitality.

OATH BOUNDM: A wight is compelled to carry out a service
or refrain from some action or course of activity for eternity. The
oath is inherited from its maker, be that another wight or a necro-
mancer. The oath is conveyed as instructions of 25 words or less. A
clever wight can subvert some instructions. Each day that the wight
freely chooses to disobey its oath, it suffers a cumulative -2 penalty
to all d20 rolls to a maximum penalty of -8. The penalties end 24
hours after it returns to obeying its oath.

SPAWN™M: Once daily, a wight can transform an adjacent person

that it has just slain in the past 3 rounds into a wight. The person
then rises 1d4 rounds later as a wight. The newly spawned wight
starts with freewill, friendly to its creator, and hostile to all liv-
ing things including former allies, whom it will seek to slay in

order to convert them to its new cause.

TAINT AURAM: As a swift action, an adjacent living

creature must resist using Will or gain 1 point of taint. When

a creature’s taint exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: A wight is immune to all ail-

ments including disease and poison. It need not breathe,

cat or sleep and enjoys a +5 bonus on Endurance checks.

It regains wound points from necrotic energy, regains no

wound points from rest, and is harmed by holy and cure energy

on a point-for-point basis. It is immortal and cannot be raised
from death if slain.

WRAITH’S KISS™: As a move action, an adjacent helpless
foe suffers 1d4 wound damage, or dies if its Fortitude fails.

NOBLE WIGHT (LVL 8)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, and the
following abilities.

BOOST MORALE: As a move action in combat, allies
within 60 ft that can see or hear the noble wight regain 1 vital-
ity and enjoy a +1 bonus on all dice rolls until the start of the
wight’s next turn. Costs 1 vitality.

COMMAND UNDEAD MINION™: A nonsentient

undead creature obeys the noble wight’s verbal commands

for 5 minutes, or 1 round if Will resists. Costs 2 vitality.
MASS BURIALM: This improves Sudden Burial,

such that it affects up to 1 creature per level within 60 ft.

Costs 2 vitality.

MASS INVISIBILITY™: The noble wight and its allies
within 90 ft turn invisible for 5 minutes or until 1 of them makes an
attack roll, at which time the invisibility ends for all. Invisibility grants
a 110 bonus on Stealth checks and refuses line of sight. Costs 5 vitality.

MELD INTO STONEM: The wight vanishes into an adjacent
5-ft-cube stone volume for up to 5 minutes. It can hear but not see
and can take no actions except to end the effect as a standard action.
The wight is undetectable from outside the stone. Costs 2 vitality.

NIGHT HARVEST: This improves Necrosis such that all
undead allies within 15 ft regain the same wound points as the noble
wight. Costs 5 vitality.

ESTORE UNDEADS: A noble wight’s vile touch restores a
destroyed undead creature to 1 wound point. Costs 5 vitality.

SUDDEN BURIAL™: One creature within 30 ft that is touching
soft ground (dirt, mud or snow but not stone or ice) is drawn into
the earth and buried up to its neck for 5 minutes, or is slowed for 1
round if Reflex resists. A buried creature is physically restrained but
can use magic or verbal abilities, and his allies can spend 1 minute -4
to extract him. Apply -5 on the attack roll if the target is above 5th
level. Costs 1 vitality.
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WILL-O-WIsP

Will-0’-wisps are luminous creatures that lead people to their fate.

APPEARANCE AND CULTURE

A will-o’-wisp is a globe of spongy material about 1 ft across and
weighing about 3 pounds, and its glowing body sheds as much light
as a torch. It is often invisible but can reveal itself to shine in yellow,
white, green, blue or other color, as it likes. Thusly, will-o’-wisps
are often mistaken for lanterns, especially in the fog-filled marches
and swamps where they tend to reside. Will-o’-wisps have no vocal
chords but can vibrate to create a voice with a ghostly sound.
Will-o’-wisps avoid combat. They prefer to confuse and bewilder
travelers. Their interactions depend on their morals. Good wisps try
to lead injured and lost travelers to safety, perhaps to a fey grotto or
riverside. Evil wisps lure travelers into morasses or other hazards.
Neutral wisps may do either, as they fancy in the moment. When
they are forced to fight, will-o’-wisps zap foes with electrical shocks.
Beyond the Mortal Realm, will-o’-wisps haunt far realms. Some-
how, they often escape through cracks between realms or the bonds
of mortal summoners to remain among the living, often for eons.

WILL-O-WISP (LVL 6)
Will-o’-wisps have the following statistics.
TYPE Aberration
S1ZE Small
ALIGNMENT Any chaotic
DC 22

SENSES Darkvision, low-light vision
PERCEPTION +13 ; STEALTH +24
LANGUAGES Common, Abyssal, Auran, and Sylvan
INITIATIVE +5

SPEED 5 ft ; FLY 60 ft

ATTACK d20+12

WEAPONS Slam (1d4 + shocking grasp)
DAMACGE -5

ARMOR Psychic aura ; DR 5

WOUNDS 5

VITALITY 42

FORTITUDE 13, REFLEX 29, WILL 18
SPECIAL Dodge, Improved Invisibility, Ignore Spell

Q&D Damage +1 ; Vitality 30

STR 1, CON 10, DEX 29, INT 15, WIS 16, CHA 12

PRIME Dexterity and Wisdom

SKILLS Acrobatics +24 (+34 flying), Bluff +6, Diplomacy +6,
Disguise +6, Intimidate +0, Survival +13 (+18 tracking)

FP 3 ; DEITY Corvis, Maurob, Tanish or Tiamat

- MULTICLASSING Druid, elementalist, psion or witch

TREASURE Items worth 600 gp in its lair

BASE ABILITIES
Will-o’-wisps have the following abilities.

BLIND-FIGHT: A will-o’-wisp suffers no penalty when resolv-
ing melee attacks against creatures concealed by invisibility or dark-
ness. It must still target the correct space when attacking,

DODGE: As an immediate action, the will-o’-wisp ignores 1
melee weapon attack before it knows whether it hits. Requires Dex-
terity 15+ and works only in light or no armor. Costs 2 vitality.

IMPROVED INVISIBILITY™: The will-o’-wisp turns invisible
for 5 minutes. It can maintain invisibility even when it attacks. Invisibil-
ity boosts Stealth checks by +10 and refuses line of sight. Costs 2 vitality.

IGNORE SPELL: As an immediate action while enjoying the
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benefits of Invisibility, the will-o’-wisp ignores 1 magic attack that
targets it. Costs 2 vitality.

%IN\ITED BODY: A will-o’-wisp lacks means to manipulate
or support objects and cannot use items (armor, weapons, etc) or
engage in activities that require limbs.

ABYSSAL "ASSASSIN” WISP (LVL 8)
This wisp is a fiend that roams Tiamat’s realm of Abyss. Apply +21
vitality, +1 saves, +1 attacks, +1 DR, and the following abilities.
INFILTRATOR: Boost Perception and Stealth checks by +5.
LASHM: An adjacent foe suffers 3d4 wound damage. Costs 5 vitality.
NETHERSIGHT™: This improves Darkvision, such that the
wisp can see in magical darkness as well as normal darkness.
TUNNING SCREECH™: The wisp’s screech stuns all nonevil
creatures within 30 ft for 1 round, or dazes them if Will resists. Crea-
tures that cannot hear are unaffected. Costs 5 vitality.

CELESTIAL “"KISSING” WISP (LVL 8)

This wisp is a celestial that roams Tanish’s realm of Avalon. Apply +14
vitality, +1 saves, +1 attacks, +1 DR, and the following abilities.

K155™: Once daily, after 1 minute spent kissing an adjacent ally,
both the wisp and the ally recover 2d6 vitality.

LOVE'S SACRIFICE™: The wisp touches a corpse and also
a helpless or willing person. The corpse is restored to full life and
health and the other person dies as an exchange. Slaying an unwilling
person is never a good act even if that person is evil. Costs 5 vitality.

LOVE SPELL™: A person within 30 ft who fails to resist using
Will falls madly in love with a person within 30 ft. The love-struck
target is friendly with overt gestures of passion. The effect lasts until
the love is consummated or the target of desire is slain. This is a curse
effect. Costs 2 vitality.

TOUCH OF BEAUTY: The wisp boosts an adjacent person’s
comeliness by +4 for 24 hours. Costs 2 vitality.

FEY "MELANGE” WISP (LVL 8)
This wisp is a fey that roams Corvis’s realm of Limbo. Apply +14
vitality, +1 saves, +1 attacks, +1 DR, and the following abilities.
COLOR SPRAYM: A startling melange of colors strikes all crea-
tures in a 15-ft cone. A creature is dazed for 1 round and blinded for
2d4 rounds if the wisp beats its Will. Otherwise it is dazzled for 1
round. Costs 1 vitality.

FIGMENT™: The wisp creates an illusion of 1 creature, object,
corpse or building with full auditory and visual (but tactile, olfactory,
or thermal) elements. The illusion can be as small as a house fly or as
large as a keep or ancient dragon. The illusion behaves as if it were
real. If a creature actively attempts to disbelieve, the wisp must beat
its Will or the effect ends for that creature. A creature that touches
the illusion has a 50% chance to notice the ruse. The illusion lasts
as long as the wisp concentrates as a standard action + 1d4 rounds.
Costs 5 vitality.

SHOUT™: Creatures in a 30-ft cone are deafened for 5 minutes
and suffer 1d6 sonic damage per level, or %2 damage if Fortitude"
resists. Costs 5 vitality.

PHRENIC "TENTACLE” WISP (LVL 8)
This wisp roams Maurob’s realm of Pandorum. Apply +14 vitality,
+1 saves, +1 attacks, +1 DR, and the following abilities. ¢

ABDUCT™: One Large or smaller creature within 120 ft must
resist using Will or teleport into a space of the will-o’-wisp’s choice
adjacent to it. Costs 5 vitality.

AUSPICE: Boost Perception, Stealth, and Survival checks by +3.

ID INSINUATIONM: A sentient foe within 30 ft is stunned for
1d4 rounds. Will resists. Costs 2 vitality.

MENTAL BARRIER: Permanently boost Will by +5.

MINDLINK™: The will-o’-wisp forms a telepathic bond for 5

minutes with a sentient ally within 30 ft. Communicating is as natural

any distance. The wisp may maintain only 1 bond at a time.




These woodland pack hunters are persistent and cunning,

APPEARANCE & CULTURE

Wolves are heartier, wild versions of domestic canines. They usually
hunt in packs, tracking and stalking prey by scent and not attacking
until their prey is unaware or helpless and surrounded. They prefer
to trip foes and then maul them en masse with vicious jaws. As social
animals, wolves of all kinds are easily domesticated.

There are many magical breeds of wolves. Common breeds
include the worg, which is an evil shapeshifter that enjoys luring
people astray with false voices and even mimicking its prey’s appear-
ance. The shadow mastiff blends into shadows with ease, conjures a
protective mantle of darkness, and bays to frighten prey into flee-
ing down wrong paths that often lead to dead-ends. Finally, the hell
hound is a fiery pet for devils that can breathe gouts of flame, turn
invisible, and see in magical darkness.

WOLF (LVL 2)
Wolves have the following statistics.
TYPE Animal
S1ZE Medium
ALIGNMENT Usually neutral
DC 14

VISION Low-light vision, scent
PERCEPTION +11 ; STEALTH +7
LANGUAGES None

INITIATIVE +2

SPEED 50 ft
ATTACK d20+3
WEAPONS Bite (1d6)
DAMAGE +1

ARMOR Thick fur ; DR 2
WOUNDS 10
VITALITY 16
FORTITUDE 15, REFLEX 15, WILL 12

SPECIAL The wolf and its gear ignore cold down to -40° F.

Q&D Damage +3 ; Vitality 12

STR 12, CON 15, DEX 14, INT 2, WIS 13, CHA 6

PRIME Constitution and Wisdom

SKILLS Acrobatics +7, Athletics +6 (+16 when jumping),
Insight +11, Survival +11

FP 1; DEITY Corvis, Phane or Stolgar
MULTICLASSING Barbarian, druid, shadowcaster or witch.

Only a worg can become a shadowcaster or witch.

REASURE None

BASE ABILITIES
Wolves have the following abilities.

EXPERT TRIP: As a move action, an adjacent foe must resist
using Reflex or be knocked to the ground, suffer 1d6 damage, and be
made prone. The wolf enjoys a +5 bonus when initiating or resisting
a trip attack.

SCENT: A wolf can detect creatures’ presence within 30 ft by
sense of smell. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range drops to 15 ft.

FORGE WOLF (LVL 5)

A forge wolf is a magical beast and is usually lawful neutral. Apply
+21 vitality, +1 saves, +1 attacks, +1 DR, +2 Intelligence, and the
following abilities.

CYBERNETIC BODY: A forge wolf enjoys a +10 bonus on
Acrobatics and Athletics checks.

DETECT CONTRABAND:The forge wolf learns the locations
of physical weapons, poisons and drugs within 15 ft. Costs 2 vitality.

ENHANCED VISION: A forge wolf’s ocular implant grants it
darkvision. Also, as a standard action, it can see invisible and incor-
poreal creatures for the remainder of its turn. The implant counts as
worn equipment, cannot be removed or destroyed, and fully restores
itself after a night’s rest if damaged.

IRON BITE: As a swift action, the forge wolf adds +1d2 wound
damage to its next attack that round in addition to any other damage.
Costs 2 vitality.

RESIST FIRE: Apply +5 DR to resist fire.

HELL HOUND (LVL 5)
A hell hound is a fiend and is usually lawful evil. Apply +21 vitality,
+2 saves, +2 attacks, +2 DR, and the following abilities.
FIERY BITE:The hell hound’s bite delivers +1d6
fire damage in addition to its regular bite damage.
FIERY BREATH WEAPON™: The
/' hell hound has a breath weapon. It can
. breathe fire as a 15 ft cone or a 30 ft line
to inflict 3d6 fire damage, or 2 damage if
Reflex resists. Costs 2 vitality.

IMMUNITY TO FIRE:A hell hound

is immune to fire.

INTELLIGENT: A hell hound has a 5
Intelligence and understands Abyssal, Com-
mon, and Infernal.

INVISIBILITY™: The hell hound turns

invisible for 5 minutes or until it makes an

attack, whichever comes first. Invisibility .

boosts Stealth checks by +10 and refuses
line of sight. Costs 2 vitality.

NETHERSIGHT™: A hell hound

can see in mundane and magical dark-

ness as casily as in daylight.

SEE INVISIBILITY™: As a stan-

dard action, the hell hound clearly notices

for 1 round any invisible or incorporeal creatures

within 30 ft.
WORG (LVL 5)

A worg is a magical beast and is usually neutral evil. Apply +21 vital-
ity, +2 saves, +2 attacks, +2 DR, +4 Intelligence, and the following
abilities.

DREAD BODY: Boost Athletics and Intimidate checks by +10.

ENLARGEM: A worg can grow 1 size category for 1 hour. A
larger size doubles height, applies a -2 penalty to Reflex saves, a +2
bonus to damage rolls, a +5 bonus to Athletics checks, +3 wound
points, +10 ft speed, a +5 bonus to resist Bull Rush, Grapple, and
Trip attacks, a -5 penalty to Stealth checks, and a 8x weight increase.
Costs 1 vitality.

HUMANOID GUISEM: A worg can transform into a.Small
or Medium humanoid such as a gnome or human. The form rﬂa)'iube
unique or of a specific person if the worg has tasted the blood of that
person. The effect lasts until the worg falls asleep. In this form the
worg enjoys a +20 bonus on Disguise checks to not be recognized for
what it is. Costs 5 vitality.

MANY TONGUES: A worg speaks Abyssal or Infernal plus
Common and 3 additional languages.

VENTRILOQUISM: The worg projects its voice to any space
within 30 ft. Creatures that fail to resist using Will perceive the voice
coming from the projected space. Creatures that succeed may attempt
a DC 28 Perception check to learn its true location. Costs 1 vitality.

VOICE MIMICRY: Apply a +5 bonus on Disguise checks, or A ) |

+10 bonus when attempting to mimic a person’s or mutant’s voice
such as a small girl’s laughter to an orc warrior’s battle cry.

A




WURM

These huge, hungry worm-like beasts roam deserts and ice fields.

APPEARANCE & CULTURE

Wurms ply sand dunes, ice fields, and similar inhospitable terrains.
They grow 60 ft to 120 ft or more in length and are white in snowy
areas, golden in deserts, and dull green in swamps. Besides their
horrid breath and poisonous bite, they produce a trill that stuns the
unwary while they leisurely surface to swallow prey whole. Adven-
turers prize wurms for the narcotic spice and other treasures that lie
deep in their bellies. Woe to anyone swallowed by a wurm.

WURM (LVL 13)
Wurms have the following statistics.
TYPE Elemental
SIZE Huge
ALIGNMENT Any neutral
DC 36

SENSES Low-light vision, darkvision, scent, tremorsense

PERCEPTION +6 ; STEALTH -12 (or -2 in their preferred
terrain, either arctic, desert or swamp)

LANGUAGES None

INITIATIVE -2

SPEED 30 ft ; BURROW 30 ft ; SWIM 30 ft
ATTACK d20+16 (+21 grapple) ; MA
WEAPONS Bite (4d6) or 2 tiny claws (2d6 each)
DAMAGE +14

ARMOR Thick plated chitin ; DR 6

WOUNDS 20

VITALITY 98

FORTITUDE 27, REFLEX 14, WILL 17

SPECIAL Immune to acid, cold or fire (as suits its subtype)

Q&D Damage +27 ; Vitality 72

STR 29, CON 25, DEX 6, INT 1, WIS 12, CHA 8
PRIME Strength and Constitution
SKILLS Survival +6 (+11 in their preferred terrain)

FP7; DEITY Stolgar or Thulzuur
MULTICLASSING Barbarian, druid, elementalist or shifter
TREASURE Gems and magic items worth 3,500 gp in its belly

BASE ABILITIES
Waurms have the following abilities.

BREATH WEAPON: A wurm has a 30-ft-cone breath weapon
that inflicts 1d6 damage per level of cold, electricity or fire as suited
to its preferred terrain. Reflex resists for /> damage. Costs 2 vitality.

. CAMOUFLAGE: When a wurm is in its preferred terrain and
remains motionless and concealed, it enjoys a +10 bonus on Stealth
checks. Even when it moves through such an outdoor area, it enjoys
a +5 bonus. The terrain must afford places to hide, as normal, and
the wurm does not benefit when a creature already notices it.

DEATH THROWS: When a wurm dies, it explodes with
intense energy. All creatures within 120 ft suffer 1d6 damage per
level (typically 42 hit points) of the energy type (cold, fire or light-
ning) associated with its preferred terrain.

KNOCK BACK:A wurm can shove an adjacent target. If it beats
the target’s Fortitude, the target is pushed back 1d4 x 5 ft. The wurm
must move at least 10 ft just prior to using this ability.

POISON BITE: As a move action, the wurm coats itself with
poison. The next creature struck by its bite or claws immediately
suffers 1d10 vile wound damage with a 50% chance to suffer an addi-
tional 1d10 vile wound damage 5 minutes later. The poison has a
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single use and dissipates after 5 minutes in any case. Costs 5 vitality.

OWER GRAPPLE: A wurm can grapple an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the wurm must expend a move action to maintain the
grapple, and the foe can try to beat the wurm’s Fortitude as a stan-
dard action to break the grapple. The wurm may block a grappled
foe’s mouth to prevent speech by smothering it. As a standard action,
the wurm may move the grappled foe 5 ft, either moving at the same
time with the foe or repositioning the foe.

PREFERRED TERRAIN: A wurm has a preferred terrain and
energy type associated with that terrain. The options include fire
for deserts, cold for arctic areas, or electricity for swamps. While in
this terrain, the wurm enjoys a +10 bonus on Survival checks. In all
other terrains, it suffers a -5 penalty on Survival checks.

PRIMORDIAL AURA: A wurm projects an aura of cold, elec-
tricity or fire as suited to its preferred terrain. Each round a creature
is adjacent to the wurm or grappled by the worm, it suffers 6d6
damage of that energy type. Or, each round creatures are within 30
ft, they suffer 3d6 damage. There is no save to resist the effect.

PRIMORDIAL TRAITS: A wurm produces harmful arcs of
either cold, electricity or fire. If it produces cold, it is immune to
cold, suffers 2x damage from fire, and its breath weapon, primordial
aura and death throws deal cold damage. If it produces electricity, it
is immune to electricity, suffers +50% damage from cold and fire,
and its breath weapon, primordial aura and death throws deal elec-
trical damage. Finally, if it produces fire, it is immune to fire, suffers
2x damage from cold, and its breath weapon, primordial aura and
death throws deal fire damage.

SELF-HEALING: Once daily, a wurm can heal all vitality dam-
age. Wurms have incredible resilience in the face of danger.

SWALLOW WHOLE: The wurm can swallow any Large or
smaller creature within 15 ft if it beats the creature’s Fortitude. A
swallowed creature suffers 4d6 acid damage per round inside the
wurm’s stomach. To escape, the creature must beat the wurm’s For-
titude to return to its mouth (where it will be grappled), or it must
cut its way out using a Light slashing weapon such as a dagger to
inflict 10 points of damage. A creature that dies in the wurm’s stom-
ach dissolves into nothing 1 round afterward and cannot be restored
from death except by Miracle or Wish. A wurm can hold 2 Large, 5
Medium, 10 Small, or 20 Tiny creatures in its stomach at once.

TREMORSENSE: A wurm can detect and pinpoint any creature
or object within 60 ft that is in contact with the ground or a shared
support such as webbing,

TRILL: A wurm can produce a hypnotic drone as a standard
action. Creatures within 120 ft must resist using Will or be stunned
for 1d4 rounds. Once a creature saves it is immune to the effect
from that particular wurm for 24 hours. If a target is attacked while
stunned by the trill, it gains a second opportunity to resist using Will.
Costs 10 vitality.

IRON DEVOURER (LVL 17)
This wurn is a construct. Apply +14 vitality, +1 saves, +1 attacks,
+1 DR, and the following abilities. 2

BRUTAL BLOWS: Apply +2 bonus on melee attacks, and those
attacks inflict +10 damage in addition to any other damage dealt.

CONSTRUCT TRAITS: An iron devourer does not bleed
and is immune to disease, nausea, and poison. It does not need to
breathe, eat or sleep and enjoys a +5 bonus on Endurance checks. It
must sleep (power-down) to regain vitality. It is immortal and cannot
be raised from death if slain. It gains only %2 the benefit of cure spells.
However, once daily, it may attempt a DC 15 Mechanics check to
regain a number of wound points equal to the check result minus 15.

DAZING BLOW: Whenever the wurm deals hit point damage,
its target (or 1 target if it hits multiple foes) must resist using Fortiz
tude or be dazed for 1 round in addition to any other effects.




XILL

An xill is a fiendish incorporeal warrior that abducts mortal prey.

APPEARANCE & CULTURE

Xills are ruddy and stout 4-armed humanoid insects. They stand 4 to
5 ft tall and weigh 100 pounds. Often they appear as if out of thin air
to quickly grapple and paralyze foes that they abduct back to ghostly
lairs.

Sages believe the xill race serves the tyrant god Phane, Lord of
Arms, and hail from Acheron, which is an endless flaming battlefield
of clashing armies.

Xills are dangerous opponents, deftly attacking with all 4 limbs.
More civilized xill use weapons, usually fighting with 2 blades at a
time in order to leave 2 claws free to grab prey. Xills typically lie in
wait incorporeally for suitable prey to happen by, then ambush their
target using their shift ability. They make full use of their acrobatic
and athletic prowess. Tactically, 1 or 2 xill distract physically power-
ful enemies by attacking, then assume a defensive stance while their
fellow xills grapple and shift away with weaker targets. Xill retreat if
V2 their members are reduced to 0 vitality.

Xills think only of war and procreation for more war. Captured
prey are injected with eggs that quickly mature and hatch into rapa-
cious xill younglings. Sometimes, powerful prey are eaten alive at a
celebratory feast or delivered to xill mages called pharxiks to be per-
manently transmuted into useful magic items. These dreaded pharxik
wizards can cast 2 spells at once.

As creatures that respect law and order, xills will adhere to coop-
erative agreements and contracts, though they look for loopholes.
They respect strength and happily serve under a powerful master,
particularly when they are rewarded with magic, gold, and food.

XILL (LVL 8)
Xills have the following statistics.
TYPE Fiend
S1ZE Medium
ALIGNMENT Usually lawful evil
DC 26

SENSES Darkvision

PERCEPTION +5 ; STEALTH +13
LANGUAGES Common and Infernal
INITIATIVE +8

SPEED 40 ft

ATTACK d20+8 (+13 grapple) ; MA

WEAPONS Bite (1d6), 2 claws (1d4 each), 2 short swords
(1d6 each), 2 longbows (1d8, 100 ft), 4 claws (1d4 each) or 4 short
swords (1d6 each)

DAMAGE +4

ARMOR Thick hide and infernal leather armor ; DR 6 (11 vs fire)
WOUNDS 10

VITALITY 58

FORTITUDE 18, REFLEX 17, WILL 17

SPECIAL Incorporeal Traits, Magic Resistance

Q&D Damage +12 ; Vitality 42

STR 18, CON 14, DEX 16, INT 13, WIS 10, CHA 13

PRIME Strength and Dexterity

SKILLS Acrobatics +13, Athletics +14, Craft +6, Intimidate
+14, Warcraft +6

FP 4; DEITY Asmodius or Phane
MULTICLASSING Blackguard, fighter, inquisitor, warlock or
wizard

TREASURE Armaments and gems worth 800 gp in its lair

BASE ABILITIES

PHARXIK XILL (LVL 12)

£

Xills have the following abilities.

IMPLANT: As a standard action, a xill lays eggs inside a para-
lyzed creature. The young emerge 9 days later, literally devouring
the host from inside, resulting in death. A Cure Ailment spell rids a
victim of the eggs, as does a DC 26 Heal check. If the check fails, the
healer can try again, but each attempt (successful or not) deals 1d4
wound damage to the patient.

IMPROVED GRAPPLE: The xill grapples an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply a
+5 bonus to initiate or resist grappling. A grappled creature cannot
move and can only use a Light melee weapon already in hand. Each
round, the xill must expend a move action to maintain the grapple,
and the foe can try to beat the xill’s Fortitude as a standard action to
break the grapple. The xill may block a grappled foe’s mouth with 1
hand to prevent speech.

INCORPOREAL SHIFT™: A xill is naturally incorporeal.
Mundane attacks against incorporeal creatures have a 90% miss
chance and magic attacks have a 50% miss chance. Incorporeal crea-
tures cannot handle solid objects, can pass through solid objects such
as walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls.

Materializing is a swift actions that costs 5 vitality.

Dematerializing costs 5 vitality and takes 2 rounds, during which
time the xill is immobile and dazed. As it fades, it becomes harder to
hit with a 20% miss chance the first round and a 50% miss chance
the second round. A xill can shift with 1 willing, grappled or helpless
creature, which remains incorporeal 72 hours thereafter.

MAGIC RESISTANCE: A xill enjoys a +5 bonus on saves to
resist magic abilities. Also, when targeted by a magic ability that does
not allow a save, the xill's foe must beat its Fortitude anyway, and if
the xill resists then the magic has no effect. .

PARALYZING BITE: When a xill successfully bites an adjacent
foe, the foe must resist using Fortitude or be paralyzed for 1d4 hours
in addition to any other damage or effects. Each round on its turn,a -
paralyzed foe has a 50% chance to do 1 action on that round only.

SEE INVISIBILITY™: As a standard action, the xill clearly
notices for 1 round any invisible or incorporeal creatures within 30 ft.

Apply +28 vitality, +2 saves, +2 attacks, +2 DR, +4 Intelligence,
and the following abilities.

SOUL BAUBLE™: After 1 minute of work and 5 vitality, an
adjacent grappled or helpless person is permanently reduced to a
Tiny bauble. The bauble is DR 5 with hit points equal to the person’s
original wound points. The bauble retains the person’s facial features
and overall likeness and is easily recognized as itself. The person can
see and hear but does not need to breathe, eat or sleep. It does not
age. It cannot move or take any actions except to speak. Each month
that a creature remains in this form, it must resist using Will against
the pharxik’s attack or gain 1 taint point. When a person’s taint
exceeds his Wisdom score, he goes insane. Miracle or Wish reverses
the effect, as does another use of this ability.

SOUL CRAFTINGM: A pharxik can transform a soul-bauble
into a magic item of roughly equal power. A person of 1st-5th level
becomes a basic magic item while 6th-10th level equates to an inter-
mediate item, 11th-15th level equates to an advanced item, and
16th-2th level equate to a paragon item. Refer to the rules under
Soul Bauble but reshape the appearance and function of the baubl&g
into the desired item and give it magic item abilities usable by any
fiend or evil creature that speaks Infernal. Pharxiks prefer to craft
baubles into magic armor and weapons.

SPELL MULTI-ATTACK: A pharxik xill can use 2 magic abili-
ties as a standard action but suffers a -2 penalty on all of its attack
rolls for the round.

VERSATILE ARCANA: Each day, a pharxik xill can select and -
use any 4 basic magic abilities, 2 magic intermediate abilities, or 1
advanced magic ability of the mageblade, sage or wizard class.
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ZOMBIE

These mindless undead relentlessly roam in search of tasty brains.

APPEARANCE & CULTURE
Zombies are relentless menaces that batter foes with fists and tear
victims limb from limb before devouring their brains. They can smell
bloody wounds from a distance and do their best to find the living,
be it day or night. Most zombies are slow and slain fairly easily. How-
ever, some are intelligent and use magic.

ZOMBIE (LVL 2)
Zombies have the following statistics.
TYPE Undead
S1ZE Medium
ALIGNMENT Usually neutral evil
DC 14

VISION Darkvision, bloodscent
PERCEPTION +0; STEALTH -1
1 LANGUAGES None for the standard
zombie. The mohrg and juju zombie understand
Common and the juju zombie knows Draconic

INITIATIVE -6

SPEED 20 ft

ATTACK d20+4 (+9 grapple)

WEAPONS Bite (1d6) or
slam (1d6 + stun)

DAMAGE +3

ARMOR None ; DR 0 (2 vs cold and
electrical)

WOUNDS 8

VITALITY 14

FORTITUDE 16, REFLEX 10,
WILL 18

SPECIAL Undead Traits ; suffers ¥»

damage from bludgeoning weapons

Q&D Damage +5 ;
Vitality 10

STR 17, CON 10,
DEX 9, INT 1, WIS
10, CHA 1

PRIME Strength and
Constitution

SKILL Athletics +11, Endurance +5

FP 1; DEITY Nefriti or Thulzuur
MULTICLASSING Any though prefer necromancer, and only a
mohrg or juju zombie can take class levels.

TREASURE None
BASE ABILITIES

.. Zombies have the following abilities.

BLOODSCENT: A zombie can detect bloodied creatures within
30 ft by sense of smell. A bloodied creature is below full wound
points. If a creature is upwind, the range increases to 60 ft. If it is
downwind, the range is 15 ft.

EXTRACT BRAIN: A zombie can extract the brain of an adja-
cent stunned foe and devour the brain as a move action. Extracting
a creature’s brain kills it and grants the zombie +1d12 vitality. A
victim whose brain is extracted but not eaten can be returned from
death using Raise Dead. Otherwise, only Miracle or Wish restores
the victim to life.

IMPROVED GRAPPLE: The zombie grapples an adjacent foe
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up to 1 size larger than itself when it beats the foe’s Fortitude and has
1 hand free. Apply a +5 bonus to initiate or resist grappling. A grap-
pled creature cannot move and can only use a Light melee weapon
already in hand. Each round, the zombie must expend a move action
to maintain the grapple, and the foe can try to beat the zombie’s For-
titude as a standard action to break the grapple. If the zombie desires,
it can block a grappled foe’s mouth to prevent speech.

LIMB FROM LIMB: When a zombie targets an adjacent dazed
or stunned foe and beats its Fortitude, it inflicts 2d6 wound damage as
it severs 1 of its foe’s limbs (1d4: 1 is right arm, 2 is left arm, 3 is right
leg, 4 is left leg). A severed limb can be reattached or regrown using
Heal or Regenerate.

SPEED PENALTY: Zombies are very slow. A zombie can take a

standard action or a move action each turn but it cannot do both, nor
can it move 2x in a turn or use immediate actions.
STUNNING FIST: When a zombie succeeds on its slam attack,
it may cause extra harm as a swift action. The struck target must
resist using Fortitude or be stunned for 1d4 rounds. Costs 2
vitality.

UNDEAD TRAITS: A zombie is immune to
all ailments including disease and poison. It need not
breathe, eat or sleep and enjoys a +5 bonus on Endur-
ance checks. It regains wound points from necrotic

energy, regains no wound points from rest, and is harmed
by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

DEMONIC ZOMBIE (LVL 3)

This green zombie is a fiend. It vomits on foes and easily spawns
more of its kind. Apply +5 vitality and the following abilities.
DEMONIC VOMITM: A demonic zombie spews a 15-ft
cone of vomit that inflicts 1d6 vile damage per level (max 5d6).
Costs 1 vitality.
RAPID SPAWN™M: Up to 2x daily, a person slain by a
demonic zombie’s vomit attack transforms 1d4 rounds later
into a free-willed demonic zombie.

MOHRG (LVL 5)
Apply +21 vitality, +2 saves, +2 attacks, +2 DR, +6 Intelli-
gence, +2 Charisma, and the following abilities.
CREATE SPAWNM: A person killed by a mohrg
rises after 1d4 days as a standard zombie under the
morhg’s control provided the mohrg performs
a ritual costing 50 gp and scribes a rune onto the
corpse. A mohrg can maintain a number of levels

of zombies at once equal to 2x its level (typically, 5
zombies).

FACADE OF LIFE™:The mohrg looks and sounds alive, registers
as living, and converses somewhat intelligently with an Intelligence
score of 7.The disguise provides no other benefits.

GRAB:Whena mohrg hits a foe with its slam attack it may attempt.__
to use Improved Grapple as a swift action. !

PARALYZING TONGUE: A mohrg can lash out to a distance
of 15 ft with its disgusting tongue. The target must resist using Reflex
or be dazed and unable to move for 1d4 rounds.

JUJU ZOMBIE (LVL 6)
Apply +28 vitality, +2 saves, +2 attacks, +2 DR, +12 Intelligence,
+4 Charisma, +10 ft speed, and the following abilities.

JUJU MAGICM: Select any 2 basic magic abilities or 1
intermediate magic ability for which the juju zombie qualifies. The
juju zombie knows and can use the selected abilities.

RAPID SPELL SPAWN™: Up to 2x daily, a person with at least
1 magic ability that is slain by a juju zombie rises as a juju zombie
within 1d4 rounds. All other persons rise 1d4 rounds later as a regu-
lar zombie. The newly spawned zombie acts of its own freewill. |

VILE SLAM:This improves Slam Attack such that the juju zom- % [/
bie enjoys a +2 bonus on the attack roll and +2d6 vile damage. [
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CREATING & USING TEMPLATES

ACIDIC (LVL +2)

AQUATIC (LVL +1)

This chapter offers over 50 templates. A template is a set of traits that
you apply to an existing creature in order to change its theme. For
example, to change a normal giant spider into an undead spider with
magic abilities, add the undead and magical templates in this chapter
to the standard spider. Typically, adding a template makes a creature
more dangerous and raises its level.

Each template has a name and increases a creature’s level by the
amount indicated in parentheses next to the name. When you add a
template, remember to boost the creature’s vitality by +7 per added
level and its attacks, DR, and saves by +1 per 2 added levels.

Imitating popular types of creatures like zombies and vampires
often requires 2 templates, such as ravenous and undead for zombies.

A PC should not take a template. Many templates offer monstrous
abilities that are fine when presented as part of a foe’s repertoire but
would be odd or unbalancing for an adventurer. Instead, PCs who wish
to take a career side-trek typically pick up a townie profession (RPG,
pg 259).That said, a GM has the final decision and is free to be flexible,
particularly if a PC undergoes an unusual experience that is part of an
ongoing story-line, such as returning from death, becoming undead,
or being infused with terrible microscopic constructs that transform
the PC into a cyborg,

You can create your own templates. Each level offers 5 points worth
of abilities. Since most templates add 2 levels, you might wish to start
with 10 points. The classes, races, themes, and so forth available to PCs ¢
are 1 source of inspiration. As you design, keep in mind that some abili-
ties have prerequisites. The template must subsume and pay for these
prerequisites. For example, a psion’s Psionic Blast has Id Insinuation
as a prerequisite. Thus, the template that includes Psionic Blast should
include and pay for Id Insinuation as well.

Sometimes, when applying a template, a monster already possesses
1 of the template’s traits. In that case, you can give it a boost to saves,
attacks, and/or damage in compensation, as described in Chapter 4:

TEMPLATES

Here are numerous templates you can apply to improve monsters.

An acidic creature spits caustic acid and has acid for blood.

ACIDIC BLOOD:Whenever an attack on an acidic creature causes
it wound damage, adjacent creatures suffer 3d6 acid damage from its
caustic blood splattering on them. Reflex resists for /> damage.

ACID RESISTANCE: Apply +10 DR to resist acid damage.

ACID SPRAY: An acidic creature can belch a 15-ft cone of vapor
that inflicts 1d6 per 2 levels (maximum 10d6) or half the amount
when Fortitude resists. Requires Acidic Spittle. Costs 2 vitality. ©

ACID TONGUE: An acidic creature’s frog-like tongue lashes
out at a single target within 30 ft. If it beats it foe’s Reflex, the foe
suffers 1d6 acid damage per 2 levels (maximum 5d6).

ACIDIC SPITTLE: One targeted creature within 30 ft suffer
1d6 acid damage per 2 levels (maximum 5d6) or half the amount if
Reflex resists. Costs 1 vitality.

ACIDIC WEAPON: Add +2d6 acid damage to an acidic crea-

ture’s melee and natural weapon attacks.

Aquatic creatures are at home in water.
COLD RESISTANT: An aquatic creature ignores the effects

of low temperature. It can exist comfortably in conditions down to
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-40° F without having to resist using Fortitude. Its equipment is like-
wise protected. This ability is continuously in effect even when it is
unconscious.

SWIM: An aquatic creature has a Swim speed of 30 ft and enjoys
a +10 bonus on Athletics checks when swimming,

WATER BREATHING: An aquatic creature can breathe in
water as casily as it can in air for up to 4 hours + 1 hour per level per
day. The creature can use hours nonconsecutively.

AWAKENED ANIMAL (LVL +2)
An awakened animal is a normal animal that is now sentient.

ADEPT WITH ITS KIND: Apply a +5 bonus on Handle Ani-
mal checks, or +10 when dealing with animals of its own kind.

BONUS ABILITY: An awakened animal knows and can use 1
basic ability of'its choice from the druid, elementalist or shifter class.

IMPLEMENT MASTERY: When an awakened animal uses
an ability that requires an implement, it may forego the implement
without penalty. Conversely, when it uses an implement, it enjoys a
+1 bonus on its attack roll.

MAGICAL BEAST: An awakened animal’s type changes from
animal to magical beast. It ignores abilities that specifically target
animals and is instead affected by abilities that specifically target
magical beasts.

ENTALITY BOOST: Increase Wisdom by +2, Charisma by
+4, and Intelligence by +6. An awakened animal also speaks 1 lan-
guage such as Common or Sylvan and starts with any alignment with
a neutral component such as NG, NE, LN or CN.

NATURE'S WISDOM: Boost Insight and Nature checks by +5.

BOSS (LVL +2)
A boss is a leader among its kind and is very hard to kill.
DIEHARD: When a boss falls to 0 wound points or below, it is not
unconscious. Instead it is conscious and can continue to take a single
move or attack action each round until it reaches -10 hit points, at
which time it dies.
DOUBLE ATTACK: A boss can make 2 nonmagical attacks, or
1 magical attack and 1 nonmagical attack, in rapid succession as a
standard action. It can direct the attacks to the same foe or to 2 dif-
ferent foes. The attacks are made without penalty.
RESILIENT DEFENSES: Apply a +2 bonus on all saves, a +2
bonus to DR, and +3 wound points.

BRUTE (LVL +2)
Brute creatures deliver heavy damage on the front line.

BRUTAL BLOWS: A brute enjoys a +2 bonus on melee attacks,
and those attacks inflict +10 damage in addition to any other damage
dealt.

DAZING BLOW: When a brute successfully attacks and deals
hit point damage, its target (or 1 target if it hits multiple foes) must
resist using Fortitude or be dazed for 1 round.

CELESTIAL (LVL +2)
+ A celestial creature is suffused with holy energy.

CELESTIAL PROTECTION: Celestials are immune to electrical
damage and enjoy +5 DR against all other energy types except acid
and vile damage.

HEAVENSIGHT™: Celestials can see in conditions of blinding
illumination as casily as seeing in normal daylight. Heavensight is in
full color.

HOLY SMITE™: Once daily, apply holy wound damage to 1 of
the celestial’s attacks. The amount equals the celestial’s level.
IMMORTAL BEING™: Celestials do not age, do not need to
breathe, eat or sleep, and can only be raised from death using Miracle
or Wish.

LAY ON HANDS™: A celestial’s touch heals an ally’s wound
damage. The amount of wounds healed equals 1d8 + its level. A crea-
ture can benefit 3x per day if it is good, 2x per day if it is neutral, and
once daily if it is evil.
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Cybernetic creatures are augmented with electrotech devices.
BIOTRONICS™: Once daily as a swift action, a cybernetic crea-
ture can draw upon a touched or worn battery to pay the vitality cost
of the next ability that it uses that round. It can draw a maximum of 2
energy points, each of which grants it 3 vitality. Requires Electrotech.
BODY ARMOR: A cybernetic creature’s body is permanently
suffused with a suit of masterwork platemail that is DR 5, counts
as worn armor, cannot be removed or destroyed, and fully restores
itself after a night’s rest if damaged. If the cybernetic creature has
naturally better armor, then this ability grants a +2 bonus to its natu-
ral armor instead. This armor does not count against encumbrance.

CYBERNETIC ATHLETE: Boost Acrobatics and Athletics
checks by +5.

ELECTROTECH: A cybernetic creature is familiar with invis-
ible mundane forces of nature (called immateria) such as electrics,
kinetics, nucleonics, optics, and sonics. It can make checks using the
Technics skill (RPG, page 177) and enjoys a +2 bonus on Mechanics
and Technics checks.

FORCE SHIELD™:As an immediate action, a cybernetic creature
can erect a 5-ft-square invisible shield to ignore 1 attack that directly
targets it before it knows whether it hits. This does not block area
attacks and only works 2x against the same attacker. Costs 2 vitality.

INTERNAL BATTERY: A cybernetic creature’s body perma-
nently houses a 10-pound bio-nucleonic battery array with a power
porton its torso. The battery stores 5 energy points. It counts as worn
equipment, cannot be damaged or removed, and can only be tar-
geted by abilities that detect the presence of electrotech. The cyber-
netic creature can use the port to recharge external or implanted
electrotech. By concentrating as a move action, it can activate or shut
down the battery. The battery must be activated to power abilities
that have this ability as a prerequisite. Once daily, after the battery is
shut down for 4 hours, it recharges to full energy points.

STEELY FISTM: A cybernetic creature’s fist or similar appendage
is permanently equipped with a metal gauntlet that acts a melee
weapon and inflicts 1d6 damage, with a +1 bonus on the attack roll.
Add the cybernetic creature’s Strength modifier to the damage roll.
The fist counts as worn equipment, cannot be removed or destroyed,
and fully restores itself after a night’s rest if damaged.

TECHNICS EXPERTISE: Boost Technics checks by +5, or by
+10 once daily.

DEFENDER (LVL +2)
Defender creatures resist or quickly shake off most attacks.
IMPROVED DEFENSES: A defender creature is agile, physi-
cally tough, and mentally resilient. Apply a +2 bonus on Fortitude,
Reflex, and Will.
STAND TALL: A defender ignores attacks that knock it prone.
TOUGHNESS: A defender’s body is a tough fighting machine.
Boost the defender’s maximum wounds by +3 points.
VIGILANT: Boost Insight and Perception checks by +10,

ELECTROTECH (LVL +2)
Electrotech creatures are skilled with electricity and electrical gear.
ELECTRICAL RESISTANCE: An electrotech creature enjoys
+5 DR against electrical damage. :
LIGHTNING BOLTS™: An electrotech creature can inflict 1d6
electrical damage per level (max 10d6) to all creatures in either a 15-ft
cone or along a 60-ft line, as desired. Apply 2 damage if Reflex resists.
Targets that don’t resist are also dazed for 1 round. Costs 2 vitality.
ECHARGING TOUCH™: An electrotech creature can emit
electrical energy in a skillful way that recharges or even directly
motivates (activates and runs) an electrotech device within 15 ft.
Once daily, it may build up in itself a reserve of 3 energy points of
electrical energy per level. It may expend the points all at once or
release them gradually 1 or 2 points at a time over the course of th _
day. It cannot target other creatures with this ability. Costs 2 vitalith- ;
SCIENTIFIC ENGINEER: An electrotech creature studies
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invisible mundane forces of nature such as electrics, kinetics, nucle-
onics, optics, and sonics. It can make checks using the Technics skill
and attempt to use electrotech gear. See RPG, page 177 for details.

SHOCKING GRASP™: One adjacent foe suffers 1d6 electrical
damage per level (maximum 5d6) and is dazed for 1 round unless
Fortitude resists. Apply a +5 bonus on the electrotech creature’s
attack against metal-clad foes. Costs 1 vitality.

TECHNICAL MASTERY: Boost Craft, Heal, Literacy,
Mechanics, and Pilot checks by +3.

TECHNICS EXPERTISE: Boost Technics checks by +5, or +10

once per day. Requires Scientific Engineer.

FAMILIAR (LVL +2)
Familiar creatures are companions for magical characters.

ALTERNATE FORM: Familiars rarely show their true form.
Instead, each familiar has a unique disguise such as a bat, cat, mon-
strous centipede, toad or wolf. A familiar enjoys a +20 bonus on
Disguise checks to be confused with a normal animal of the kind
selected. Changing to or from its disguise is a standard action that
costs 1 vitality. While disguised, a familiar can use its usual attacks
and abilities.

DODGE: As an immediate action, the familiar ignores 1 melee
weapon attack before it knows whether it has been hit. Requires
Dexterity 15+ and works only in light or no armor. Costs 2 vitality.

EVASION: When a familiar attempts a Reflex save that delivers
partial damage even on a successful save, the familiar instead takes no
damage. It still takes full damage on a failed save. A familiar does not

ain this benefit when it is helpless or overloaded.

HEALER™: An adjacent ally heals 1d4 wounds. Costs 1 vitality.

MORTAL BOND:A familiar enjoys a special bond with its mas-
ter, the creature that created it. It is completely loyal and does its
best to provide aid. The familiar and master always know each other’s
general health and disposition.

FERAL (LVL +2)
Feral creatures are exceptionally wild versions of their kind.

ENDURE ELEMENTS: A feral creature ignores effects of
extreme temperature. It can exist comfortably in conditions between
-40° and 140° F without harm. Its gear is also protected. This ability
is continuously in effect even when it is unconscious.

FERAL SENSES: A feral creature has low-light vision. If it
already has low-light vision then give it darkvision or nethersight
instead. Also, apply a +5 bonus on Perception checks.

MULTI-ATTACK: A feral creature can make multiple attacks at
once using natural weapons such as bite and claws. Or, it can make a
single melee weapon attack plus either a bite attack or a claw attack.
Either way, it suffers a -2 penalty on all of its attack rolls that round.

PHYSICALLY FIT:A feral creature is fit and enjoys a +5 bonus
to Acrobatics and Athletics checks.

SCENT: A feral creature can detect creatures’ presence within 30
ft by sense of smell. If a creature is upwind, the range increases to 60
ft. If it is downwind, the range drops to 15 ft.

SPEED BONUS: Its land speed improves by +10 ft.

TOUGHNESS: A feral creature’s body is a tough fighting

machine. Boost its maximum wounds by +3 points.

FEY-TOUCHED (LVL +2)
Fey creatures are charming, flighty, and vigorous.

COMELY DISTRACTION: A fey creature’s elegance distracts
others. When it targets a person within 15 ft, the person suffers a -5
penalty on Perception checks for 1 round. Costs 1 vitality.

LASTING VIGOR:A fey creature ignores the negative effects of
aging although it still dies of old age when its time is up.

SEDUCTION: A fey creature targets 1 living person. If it beats
the target’s Will, the fey creature consumes the target’s attention
with romance for 4 hours + 1 hour per level, during which time
the target suffers a -5 penalty to Perception checks and does not
move more than 30 ft from the fey creature. Even if it resists, it is
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distracted for 1 minute. If the locale is romantic, apply a -2 penalty
to the target’s save. The target gets a new chance to resist whenever
it notices an attack roll in the area.

WILD SHAPEM: For up to 5 minutes, the fey creature becomes
aTiny or Small animal. It gains a burrow, climb, fly or swim speed of
30 ft, or a land speed of 60 ft (choose 1) and enjoys a +3 bonus on
Endurance, Perception, and Stealth checks. It radiates faint magic. It
cannot attack in this form. It can return to its normal form as a move
action. Costs 2 vitality.

FIENDISH (LVL +2)
A fiendish creature is the embodiment of evil.

DARKVISION: A fiendish creature sees in darkness as easily as
seeing in daylight, though vision is black and white only. If it already
has darkvision then give it nethersight, which allows it to also see in
magical darkness.

IMMORTAL BEING™: Fiends do not age, do not need to
breathe, eat or sleep, and can only be raised from death using Miracle
or Wish.

INFERNAL PROTECTION: A fiendish creature is immune
to fire and enjoys +5 DR against poison and all other energy types
except electrical and holy damage.

TAINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
exceeds its Wisdom score, its goes insane.

VILE SMITE™: Once daily, apply vile damage equal to its level
to 1 of the fiend’s attacks that causes hit point damage.

FIERY (LVL +2)
Fiery creatures are at home in fiery environments.
OLD SENSITIVITY: A fiery creature suffers 2x damage from
cold-based attacks. ’;/
CONE OF FIRE™: A fiery creature can shoot forth a huge gout‘if(’ A
of flames to inflict 1d6 fire damage per level to all creatures in a 60-ft :
cone. Apply V2 damage if Reflex resists. Costs 5 vitality. .
FIERY ATTACKS: For 5 minutes, a fiery creature’s natural or
weapon attacks inflict +1d6 fire damage on an adjacent foe when its
beats the foe’s Reflex.
FIRE IMMUNITY: A ﬁel;X creature is immune to fire damage.
MELD INTO FLAMES™: A fiery creature can vanish into an
adjacent 5-ft-cube volume of fire for up to 5 minutes. It can hear but
not see and can take no actions except to end the effect as a standard
action. It is undetectable from outside the fire. Cold attacks directed
into the fire inflict V2 damage and end the effect. Costs 2 vitality.

FLESHSLAVE (LVL +2)
Fleshslave creatures serve a master and benefit from magic power.

CONTROL PEARL: Each fleshslave is keyed to its creator using
a magical pearl that is placed within its brain. So long as the pearl is
present and intact, the fleshslave only obeys the master and no one
else.

However, whenever the fleshslave suffers wound damage, there
is a 10% chance that it will go berserk for 2 minutes, during which
time it seeks to attack and kill its master, after which it cries and t
moans remorsefully.

FAST HEALING: A fleshslave automatically heals 2 Wound\ \
points at the start of each turn. This occurs even if it is unconscious.

MAGIC RESISTANCE: A fleshslave enjoys a +5 bonus on saves
to resist magic abilities. Also, when it is targeted by a magic abilityg
that does not allow a save, its foe must beat its Fortitude anyway, and
if it saves then the magic has no effect.

SPECIAL ENERGY EFFECTS: A fleshslave has certain weak-
nesses and resistances. Select 2 energy types. Whenever the fleshslave
suffers damage from the first energy type, it is slowed to %2 speed for
2 minutes in addition to any other effects. Conversely, whenever it
suffers damage from the second energy type, it suffers no harm and _
instead heals a number of wound points equal to the damage nor-

mally dealt by the attack.
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FOLLOWER (LVL +2)
Follower creatures are faithful servants of more powerful creatures.
DISTANT MESSAGE™: Send a silent message of 10 words or
less to its master, to a limit of 2 miles. Does not require line of sight.
This ability does not enable receiving a response. Costs 1 vitality.
DURABLE: Apply a +2 bonus to Fortitude, Reflex, and Will.
FAITHFUL STUDENT:A follower creature knows and can use
2 basic abilities known to its master.
MASTER: A follower selects as its master 1 sentient creature
that is higher level than it is. It is permanently bonded to this master.
VENTURER SKILLS: Boost Athletics, Dungeoneering, Endur-
ance, Heal, Perception, and Streetwise checks by +5

FORCE (LVL +2)
A force creature is made of pure force energy.

FORCE BODY: A force creature lacks a normal body. It weighs
0 pounds and it can hold up to 250 pounds of gear without adding to
its weight, though additional gear adds normally the difference from
250 pounds. Moreover, a force creature does not bleed and ignores
abilities that target flesh, blood, bone or other features of a living
body. Beheading slays a force creature normally.

PARTIAL %NVISIBILITY: A force creature is partially invis-
ible at all times. It enjoys a +10 bonus on Stealth checks outside of
combat, or a +5 bonus in combat. It also enjoys a +2 bonus on attack
rolls against creatures that rely on sight to see (as opposed to Trem-
orsense or other non-sight based senses) and attacks made against it
miss 25% of the time.

FROSTY (LVL +2)
Frosty creatures are at home in cold environments.
COLD IMMUNITY: A frosty creature is immune to cold damage.
CONE OF COLDM: A frosty creature can shoot forth a gout of
frigid coldness to inflict 1d6 cold damage per level to all creatures in
a 60-ft cone. Apply ¥2 damage if Reflex resists. Costs 5 vitality.
FROSTY ATTACKS: One of the frosty creature’s natural or
manufactured weapon attacks may inflict +3d6 cold damage on an
adjacent foe when its beats the foe’s Reflex.
FIRE SENSITIVITY: A frosty creature suffers 2x damage from
fire-based attacks.

FLYING (LVL +2)
Flying creatures are at home in the air and can fly.
FLY:A flying creature has a fly of speed 30 ft.
FLIGHT SKILLS: A flying creature enjoys a +5 bonus to Athlet-
ics and Acrobatics checks, or +10 when flying,

GIANT (LVL +0)
A giant is an exceptionally large version of its kind.

ARGE SIZE: Relative to a Medium creature, a Large size dou-
bles height, applies a -2 penalty to Reflex, a +2 bonus to damage
rolls, a +5 bonus to Athletics checks, +10 ft speed, a +5 bonus to
resist Bull Rush, Grapple, and Trip attacks, a -5 penalty on Stealth

© checks, and a 8x weight increase. Typically, a Large size creature has
15 wound points. A Huge creature can wield Large weapons in 1 hand
without suffering the usual penalty.

SLOW REACTIONS: Giants tend to underestimate threats.
Apply a -5 penalty to initiative checks. Moreover, a giant can only
take a single move or standard action during its first turn in combat.
Thereafter, it acts normally.

Godkin creatures carry a few drops of divine blood.

DIVINE BLOODLINEM: A god’s blood runs in this creatures
veins. At any time, a godkin may inflict 1 point of wound damage to
itself to produce a drop of blood that heals 1d4 wound points for an
adjacent willing or helpless creature (besides itself).

DIVINE POTENTIAL: Apply a +5 bonus on Athletics, Diplo-
macy, Insight, and Religion checks.
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JUMPER (LVL +2)
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IGNORE ATTACK™: As an immediate action, a godkin creature
declares that it ignores any 1 attack before it knows whether it hits.
Costs 5 vitality.

LIMITED WISH™: Once daily, a godkin verbalizes a desire and
immediately duplicates the effect of any 1 intermediate ability or any
2 basic abilities (this includes class free abilities), or the Revivify spell
(page 51). A godkin can duplicate the effects of other class’s abilities,
monster abilities, and so forth. A godkin can gain gear or property
worth up to 2,000 gp but permanently loses 1 vitality for each 400 gp
value in exchange. The chance of success equals 70% + 1% per level.
Alternatively, a godkin can roll against 70% + a Linguistics check.
Making a wish is taxing, The godkin is fatigued after 1 use.

MIRACLE™: Once daily, a godkin draws upon its true power.
The godkin can move a party to safety, cure a party from all injury
and ailments, restore a party to life and 1 hit point, banish a crea-
ture or devastate it with 20d6 damage, or so forth. A miracle cannot
change a creature’s alignment or have it make choices against its will.
The chance the godkin succeeds equals 70% + 1% per level. The
godkin is left exhausted if the miracle occurs.

SECOND WIND: Once daily after 1 minute of rest, a godkin

recovers 4d6 vitality. Requires Divine Bloodline.

GRAPPLER (LVL +1)

Grappler creatures can make grappling attacks with ease.

POWER GRAPPLE: A grappler can grapple an adjacent foe up
to 1 size larger than itself when it beats the foe’s Fortitude. Apply
a +5 bonus to initiate or resist grappling. A grappled creature can-
not move and can only use a Light melee weapon already in hand.
Each round, the grappler must expend a move action to maintain the
grapple, and the foe can try to beat the grappler’s Fortitude as a stan-
dard action to break the grapple. The grappler may block a grappled
foe’s mouth with 1 limb to prevent speech. As a standard action, the
grappler may move the grappled foe 5 ft, either moving at the same
time with the foe or repositioning the foe.

HUGE (LVL +1)

Huge creatures are extremely large.

HUGE SIZE: Relative to a Medium creature, a Huge creature has
20 wound points and 4x or more height. Also, apply a -5 penalty to
Reflex, a +5 bonus on damage rolls, a +10 bonus on Athletics checks,
+20 ft speed, a +10 bonus to resist Bull Rush, Grapple, and Trip
attacks, a -10 penalty on Stealth checks, and a 32x weight increase.
One of its natural attacks has a 15-ft reach. A Huge creature can wield
Large weapons in 1 hand without suffering the usual penalty.

INCORPOREAL (LVL +2)
An incorporeal creature lacks a solid body.
ETHERIC SKILLS: Incorporeal creatures are quiet, hard to spot,
and observant. Apply a +5 bonus on Perception and Stealth checks.
INCORPOREAL TRAITS™: This creature is incorporeal.
Mundane attacks against incorporeal creatures have a 90% miss
chance and magic attacks have a 50% miss chance. Incorporeal crea- .
tures cannot handle solid objects, can pass through solid objects such
as walls, may choose to be invisible to enjoy a +10 bonus on Stealth
checks, and must materialize to make attack rolls. Materializing and
dematerializing are swift actions that cost 5 vitality each. .
MAGE HAND™M: An incorporeal creature can telekinesis a single
unattended object weighing up to 5 pounds out to a distance of 30 ft.

A jumper can casily teleport itself through space.

BLOOD VITALITY™: As a swift action, a jumper inflicts on
itself 2d4 wound damage and gains 10 vitality which it must immedi-
ately use to activate Jumper. Vitality not used that round is lost.

JUMPERM: A jumper can pop around through space with ease. As
amove action, the jumper and 1 ally or up to 250 pounds of gear mov 4
to a location up to 100 miles away per level. The trip is 1 way. The "8
jumper must have a specific destination in mind, and it must pass an
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Arcana or History check to arrive safely. The DC equals 5 for a familiar
location, 10 for a visited location, 20 for a described location, and 30
for a location known in name only. A failed check means the jumper
arrives 1d6 miles away from its desired destination, possibly in a dan-
gerous locale. A jumper who moves to a location within line of sight
automatically succeeds on the check. Costs 10 vitality.

TRAVELER'S LORE: Boost Disguise, History, Nature, Street-
wise, and Survival checks by +2.

JUVENILE (LVL +0)
A juvenile is an exceptionally small version of its kind.

SMALL SI1ZE:The smaller size halves height, grants a +2 bonus
to Reflex, a -1 penalty to damage rolls, a -5 penalty to Athletics
checks, a -3 penalty to maximum normal wound points, a +5 bonus
on Stealth checks, -10 ft speed, and a 7/8ths weight reduction. Juve-
niles do not wield weapons.

SWIFT RETREAT: Juveniles instinctively avoid harm. Up to
once per round as an immediate action, a juvenile creature may
retreat 5 ft from a foe that threatens it. This is in addition to other
moves it can make that round.

LURKER (LVL +2)

Lurker creatures dart in and out and are hard to find.

DODGE: As an immediate action, a lurker ignores 1 melee
weapon attack before it learns whether it has been hit. This only
works only in light or no armor. Costs 2 vitality.

SPRING ATTACK: When attacking with a melee weapon, a
lurker can move both before and after its attack provided that the
total distance it moves is not greater than its speed. It can’t use this
ability if it is wearing heavy armor. Requires Dodge or Evasion.

STEALTHY PARANOIA: A lurker is constantly looking and
sneaking. Apply a +5 bonus on Perception and Stealth checks.

SWIFT RETREAT: A lurker can take a 5-ft step as an immediate
action whenever a larger foe targets it with a melee attack.

MAGICAL (LVL +2)
Magical creatures are intelligent and can use magic.

/§\RCAN E TRAINING: Apply a +3 bonus on Arcana and Lit-
eracy checks. Also, a ma/L\%ical creature speaks Draconic.

DETECT MAGIC™: A magical creature immediately learns
whether magic is present or absent within a 15-ft cone. The next time
it scans the same area, it learns the exact location (within 5 ft) and
name of 1 magic ability present. This ability cannot locate invisible
creatures or detect illusions.

ILLUSIONIST™: A magical creature can conjure 4 torch-like
orbs, 1 humanoid apparition, 4 voices, 1 loud animal or machine
noise, or a series of amusing stage tricks. The effects last 5 minutes,
remain within 30 ft, and do not cause damage or require a save,
though they might fool the unwary.

INTELLIGENT MIEN: A magical creature enjoys a +2 bonus
to Intelligence, or has an Intelligence of 5, whichever is better.

INVISIBILITY™: A magical creature can turn invisible for 5
minutes or until it makes an attack, at which time the invisibility
ends. This grants a +20 bonus on Stealth checks. Costs 2 vitality.

SORCEROUS GIFT: Select 2 intermediate magic abilities from the
bard, wizard or witch class list. The magical creature can use these abilities
at its level.

MECHANICAL (LVL +2)
A mechanical creature is a nonliving simulacrum of a living creature.

CHASSIS: Metallic skin grants +2 DR.

CONSTRUCT TRAITS: A mechanical creature is a construct. It
does not bleed and does not bleed and is immune to disease, nausea,
and poison. It does not need to breathe, eat or sleep and enjoys a +5
bonus on Endurance checks. It must sleep (power-down) to regain
vitality. It is immortal and cannot be raised from death if slain. It
gains only %> the benefit of cure spells. However, once daily, it may
attempt a DC 15 Mechanics check to regain a number of wound
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points equal to the check result minus 15. Thus, a Mechanics check
result of 23 heals 8 hit points.

GEARHEAD: Apply a +5 bonus on Mechanics checks, or +10
when using steamgear.

REPAIR CONSTRUCTS: A mechanical creature can repair 1d4
wound points per level to itself or an adjacent construct. Costs 2 vitality.

MINION (LVL -2)
Minion creatures are very weak versions of their kind.
GLASS JAW: A minion that suffers wound damage automatically
falls unconscious (even if it remains at or above 0 wound points).
POOR COMBATANT: Apply a -2 penalty on saves, a -2 pen-
alty to DR, and -2 penalty on attack rolls.

TWO-HEADED MUTANT (LVL +2)
A 2-headed mutant babbles insanely and acts using both brains.

BABBLING MADNESS™: The heads of a 2-headed mutant can
babble together insanely. Creatures within 30 ft and hearing range
suffer 1d6 psychic damage per level, or %2 damage when Will resists.
Costs 2 vitality.

TWO-HEADED TRAITS: Apply a +10 bonus to Perception
checks. Also, both heads must be charmed separately for the creature
to be charmed, and death of 1 head does not cause instant death.
Moreover, the 2-headed mutant may expend 5 vitality as a move
action to make 1 physical attack and use 1 magical in the same round
with a -2 penalty on all attack rolls that round. Losing a head negates
the benfits of this ability.

OCCULT ADEPT (LVL +2)
Occult adepts can summon and bind supernatural spirits.

MINOR PACT™: Once daily after a 10-minute ritual, an occult
adept can call into itself a ghostly spirit of yore to empower itself.
While bound, it enjoys a +2 bonus on History checks and knows for
24 hours any 1 basic magic ability from any class. The binding lasts 24
hours or until it fails to resist the Exorcism ability. .

PACT MAGIC: This improves Minor Pact, such that the occult
adept enjoys a +5 bonus on History checks and selects 2 basic or 1
intermediate magic abilities of its choice.

SHARED PACT: This improves Minor Pact such that up to 5
allies can benefit if they join in the ritual. Costs 1 vitality per ally.

OCCULT MASTER (LVL +4)
Occult masters requires and builds on the occult adept.

COMMUNITY PACT: This improves Shared Pact such that the
occult master can affect up to 5 allies per level within 120 ft and the
total cost is 10 vitality regardless of how many benefit.

MAJOR PACT: This improves Pact Magic, such that the occult
master enjoys a +10 bonus on History checks and may select any 3
basic abilities, 1 basic and 1 intermediate ability, or 1 advanced ability
of its choice when sealing the pact.

OCCULT SENSES: Boost Arcana, History, Insight, Perception,
and Religion checks by +4.

PHRENIC (LVL +2)
A phrenic creature has a turbulent unconscious mind. .
FORM OF DOOM™: Once daily for 5 minutes, the phrenic\ 3
creature acquires a nightmarish form of ooze-slick skin, lashing ten-
tacles, and fright-inducing countenance. It gains DR 10, a +10 bonus
to Strength-based checks, darkvision, fast healing 5, and a nest of teng
tacles that grants it 4 bonus melee attacks per round at a -2 penalty
on its attack rolls. Each tentacle has a 15 ft range, inflicts 2d8 damage
and causes a struck foe to be frightened if fails to resist using Will.
MINDLINK™: A phrenic creature can form a telepathic link
for 5 minutes with a sentient ally within 30 ft. Communicating is
as natural and quick as normal speech. Once the bond is formed, it
works over any distance. It can maintain only 1 bond at a time. -
MIND THRUST™: A phrenic creature causes 1 target within 30
ft to suffer 1d6 psychic damage per 2 levels, or ¥2 damage if Will resists. &
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PSYCHIC (LVL +2)
A psychic creature is equipped with extrasensory perception.

DETECT THOUGHTS™: A psychic creature notes the pres-
ence or absence of thoughts (from conscious, sentient creatures)
within a 60-ft cone. After concentrating for a second round, it
learns the number of thinking minds and the Intelligence of each.
After concentrating for a third round, it “hears” the current surface
thoughts of 1 creature of its choice within range for 2 minutes if it
beats the target’s Will. Costs 2 vitality.

FAR SIGHTM: A psychic creature can rcmotcly view a person.
Select a specific person and attempt an Insight check. The DC equals
5 for a familiar person, 10 for someone met once, 20 for a described
person, and 30 for a person known in name only. If the psychic suc-
ceeds, it can see and hear the person for 5 minutes as if it were actu-
ally there. Costs 10 vitality.

FORCE PUSH™: One target up to size Large within 30 ft is
pushed back 10 ft, or 5 ft if Fortitude resists. If there is no room to
move back, it is knocked prone instead. Costs 1 vitality.

LEVITATE™: When a psychic creature concentrates as a standard
action, it mentally moves 1 target weighing up to 250 pounds a dis-
tance of 30 ft up or down. It can move itself, a willing creature, or an
unattended object out to a distance of 60 ft. Costs 2 vitality.

REPLETION™: By expending 1 vitality point, a psychic creature
does not need to eat or drink for 24 hours.

PUPPETEER (LVL +2)
Puppeteers can see and work through other creatures.

DISTRACTED: A puppeteer suffers a -1 penalty on d20 rolls
while using any of its puppeteer abilities.

DYNAMIC LINK:This improves Sense Link such that a puppe-
teer can activate an ability through the linked ally as if the puppeteer
were located where the ally is. Abilities the puppeteer can use on
itself may be directed to affect the ally instead. Costs 5 vitality.

FORCED SENSE LINK: This improves Sense Link, such that
the puppeteer may link to an unwilling target within 30 ft. The link
only lasts 1 minute if the puppeteer fails to beat the target’s Will.
Costs 2 vitality.

LASTING LINK: This improves Mindlink, Sense Link, and
Dynamic Link to last 4 hours + 1 hour per level. The puppeteer can
tune out and come back as it desires. Costs 5 vitality.

MULTIPLE LINKS™: This improves Sense Link, such that a
puppeteer can maintain a number of bonds at once equal to its level.

SENSE LINK™: A puppeteer can establish a perceptual bond
with a touched or mindlinked ally for 5 minutes. Each round, the
puppeteer sees and hears through the ally’s eyes and ears as if the
puppeteer were in its place. The puppeteer is defenseless while using
this ability. Once the bond forms, it persists out to any distance. The
puppeteer can end the bond as a swift action and can only maintain 1
bond at a time. Costs 1 vitality.

RAVENOUS (+2)
A ravenous creature has the appetite of a zombie.

BLOODSCENT: A ravenous creature can detect bloodied crea-
tures within 30 ft by sense of smell. A bloodied creature is below full
wound points. If a creature is upwind, the range increases to 60 ft. If
it is downwind, the range is 15 ft.

EXTRACT INNARDS: A ravenous creature can extract the
innards of an adjacent stunned foe, which kills the foe and grants the
ravenous creature +1d4 Vitality. A ravenous creature can benefit up
to 3x daily from the bonus vitality

IMPROVED GRAPPLE: The ravenous creature grapples an
adjacent foe up to 1 size larger than itself when it beats the foe’s
Fortitude and has 1 hand or other appendage free. Apply a +5 bonus
to initiate or resist grappling. A grappled creature cannot move and
can only use a Light melee weapon already in hand. Each round,
the ravenous creature must expend a move action to maintain the
grapple, and the foe can try to beat the ravenous creature’s Fortitude
as a standard action to break the grapple. If the ravenous creature
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desires, it can block a grappled foe’s mouth to prevent speech.

LIMB FROM LIMB: When a ravenous creature targets an
adjacent dazed or stunned foe and beats its Fortitude, it inflicts 2d6
wound damage as it severs 1 of its foe’s limbs (1d4: 1 is right arm,
2 is left arm, 3 is right leg, 4 is left leg). A severed limb can be reat-
tached or regrown using Heal or Regenerate.

STUNNING FIST: When a ravenous creature succeeds on its
slam attack, it may cause extra harm as a swift action. The struck tar-
get must resist using Fortitude or be stunned for 1d4 rounds. Costs
2 vitality.

REALMS TRAVELER (LVL +3)
Planar creatures travel the various realms of existence.

ENDURE ELEMENTS™: A realms traveler ignores the effects of
extreme temperature. It can exist comfortably in conditions between
-40° and 140° F without harm. Its gear is also protected. This ability is
continuously in effect even when it is unconscious.

PERSONAL REALM SHIFT™: The realm’s traveler moves
to another realm of existence. The trip is 1 way. The realm’s trav-
eler must have a specific destination in mind, and it must pass an
Arcana check to arrive there. Otherwise, it arrives 1-6 miles way.
The DC equals 5 for a familiar location, 10 for a visited location, 20
for a described location, and 30 for a location known in name only.
As expected, the realms traveler suffers wound damage if it lacks suf-
ficient vitality. Costs 10 vitality.

PLANAR ADAPTATION™:The realm’s traveler ignores effects
of a realm’s ambient conditions that hamper movement or the senses
or cause hit point damage. This does not protect from creatures or spe-
cial events, only continuous effects such as persistent heat. The effects
last 24 hours. Costs 5 vitality.

PLANAR SURVIVAL: Boost Arcana and Survival checks by +5.

REALMS TRAVELER SKILLS: Apply a +2 bonus on Diplo-
ma_l(iy, History, Insight, Perception, and Religion checks.

ONGUES™: A realm’s traveler can speak and understand the
language of any intelligent creature, and vice versa. When speaking
in a crowd (each creature with a different language), only the realm’s
traveler understands and speaks with all others. The speaking style
perfectly matches a listener’s dialect.

RESISTANT (LVL +2)
A resistant creature resists magical attacks with ease.

ANTI-MAGE: When an adjacent creature uses a magic abil-
ity, a resistant creature gains a single melee attack against it using a
weapon as an immediate action if it beats the target’s Will.

DISPELLING STRIKE™: Once daily, an adjacent foe must resist
using Will or lose 1 magic ability that it has in place for itself (such as
Mage Armor).

HINDERED MAGIC: Due to resistance to magic, a resistant
creature suffers a -2 penalty on attack rolls when attempting to use
magic abilities, and it gains only half the benefit of magic directed to
it by allies. g

MAGIC RESISTANCE: A resistant creature enjoys a +5 bonus
on saves to resist magic abilities. Also, when it is targeted by a magic
ability that does not allow a save, its foe must beat its Fortitude
anyway, and if it successfully resists then the magic has no effect.
Requires Resist Magic.

SHADOW (LVL +2)
A shadow creature is at home in darkness.
DARKNESS IN MOTION: A shadow creature has low-light
vision. If it already has low-light vision then give it a +5 bonus to
Perception instead. Also, it enjoys a +5 bonus on Stealth checks.
DARKNESS™: For 5 minutes, a shadow creature can create total
darkness in a 30-ft-radius area around itself or an unattended object
within 30 ft. The darkness blocks vision including darkvision but not
nethersight. Attacks made against or launched by obscured foes fail |
50% of the time. It can maintain only 1 area of darkness at a timeim )
Costs 2 vitality. J
DARKVISION: A shadow creature sees in darkness as casily as 1%




seeing in daylight, though vision is black and white only. If it already
possess darkvision then it gains nethersight, which allows it to also
see in magical darkness.

RESIST COLD™: A shadow creature enjoys +5 DR against cold
energy.

SHADOW BOLT™: A shadow creature can project 1 bolt per 2
levels (maximum 5 bolts). Each bolt unerringly hits a target within
90 ft for 1d6 cold damage.

SHADOW LEAP™: As a move action, a shadow creature can
transport itself to any open space within 60 ft and line of sight, provided
it moves from and to a place of shadow or darkness. Costs 5 vitality.

SHAPESHIFTER (LVL +2)
A shapeshifter can assume a myriad of forms.

DISGUISE SELF™: A shapshifter’s surface traits—hair color,
garment style, gender, voice pitch, etc—transmute to grant ita +10
bonus on Disguise checks for 1 hour. It can grow or shrink 1 ft and
modify its Comeliness by +/- 5 points. Costs 1 vitality.

IMMERSIVE PERSONA: Boost Bluff and Disguise checks by +5.

ONE THOUSAND FACES™: This improves Disguise Self,
such that it is usable as a swift action and grants a +20 bonus on
Disguise checks.

POLYMORPH™: For 2 minutes, a shapeshifter acquires the
appearance and statistics of any 1 creature (without class levels) with
a level up to V% its own. It retains its Intelligence, alignment, vitality
points, and magic abilities. It can end the effect as a swift action and
regain 1d4 wounds when doing so. If it falls unconscious or dies, it
returns to its normal form. Costs 10 vitality.

SOULLESS (LVL +2)
A soulless creature lacks a soul for whatever reason.

FAST REACTING: Apply a +5 bonus on initiative checks.

FEAR IMMUNITY: A soulless creature cannot be shaken,
frightened, panicked or otherwise affected by fear.

EIGHTENED PERCEPTION: A soulless creature does not
let morals or ethics cloud its judgement or behavior. It enjoys a +5
bonus on Bluff, Intimidate, Insight, and Perception checks.

MENTAL BARRIER: A soulless creature is hard to influence.
He enjoys a permanent +5 bonus to Will.

SLEEPLESS: A soulless creature cannot sleep or dream even if
desired and ignores the effects of abilities that cause sleeping or dream-
ing, It can rest quietly instead of sleeping to regain vitality.

SOULLESS AND NAMELESS: A soulless creature ignores
abilities that affect souls or are limited to targeting creatures with a
soul or with a true name. Moreover, abilities that restore life such as
Raise Dead fail to work on a soulless person.

TRUE NEUTRAL: A soulless person’s alignment is true neutral
and it ignores effects that shift its alignment.

STRIKER (LVL +2)
- Striker creatures deliver extreme damage from a distance.

ARCANE ATTACKER: A striker’s attacks count as magical for
the purpose of striking creatures.

PRECISION: A striker enjoys a +2 bonus on ranged attacks, and
those attacks inflict +10 damage in addition to any other damage
dealt.

TRUE STRIKE: Once daily as a move action, apply a +10 bonus
to the striker’s next attack roll. Requires Precision.

SUPPORTER (LVL +1)

Supporter creatures coordinate and heal allies.

BOOST MORALE: As a move action in combat, allies within
60 ft who can see or hear the supporter regain 1 vitality and enjoy a
+1 bonus on all dice rolls until the start of the supporter’s next turn.
This only works in combat. Costs 1 vitality.

CURE AILMENT™: A supporter can remove 1 ailment from
a touched ally. Ailments include confusion, disease, exhaustion,
fatigue, infertility, insanity, nausea, poison, and taint. This ability
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does not remove curses such as mummy rot or lycanthropy. Costs 2
vitality.

ENERGY RESISTANCE: A supporter enjoys 10 DR against 1
energy type, or a +2 bonus vs all energy types.

FIRST AID: Apply a +5 bonus on Heal checks, or +10 to stop
bleeding. Normally, a DC 15 Heal check stabilizes a bleeding creature.

SWAMP-CURSED (LVL +2)

Swamp-cursed creatures are cesspools of disease and poison.

CONTAGIONM: A swamp creature induces a magical discase in
an adjacent creature. It selects the symptoms, which can vary from
excessive sweating or boils to bleeding from all orifices. The disease
leaves the target permanently fatigued and inflicts 1d6 vitality dam-
age and 1 wound damage per day until the creature is healed using
both Cure Ailment and Remove Curse. Costs 5 vitality.

PLANT RESISTANCES: A swamp creature enjoys a +5 bonus
on saves to resist disease and poison.

POISON™: As a move action, a swamp creature can poison 1
weapon or cup of liquid in its possession. When a creature is struck
by the weapon or ingests the liquid, it immediately suffers 1d10 vile
wound damage with a 50% chance to suffer an additional 1d10 vile
wound damage 5 minutes later. Unused poison dissipates after 5
minutes. Costs 5 vitality.

TACTICAL (LVL +2)
Tactical creatures excel at various combat maneuvers.

BULL RUSH: A tactical creature can shove an adjacent target. If
it beats its target’s Fortitude, the target is pushed back 1d4 x 5 ft. The
tactical creature must move at least 10 ft just prior to using this ability.

DEFENSIVE MANEUVER TRAINING: When a foe targets
a tactical creature with the Disarm, Feint, Grapple, Sunder or Trip
ability, apply a +5 bonus to resist the ability.

DISARM: A tactical creature can target 1 of its foe’s held items
with its natural or manufactured weapon. If it beats the target’s Reflex,
the foe drops the targeted item. The item lands in an adjacent space.

FEINT: As a move action, an adjacent foe must resist using Will
or suffer a -5 penalty on Reflex until the start of its next turn.

GRAPPLE: A tactical creature can grapple an adjacent foe up to
1 size larger when it has 1 hand or other appendage free and beats
the foe’s Fortitude. A grappled creature cannot move from its space
and can only use a Light melee weapon that is already in hand. Each
round, the tactical creature must expend a move action to maintain
the grapple, and the foe can try to beat its Fortitude as a standard
action to break the grapple. If desired, the tactical creature can block
a grappled foe’s mouth with 1 hand to prevent speech.

HUSTLE: As a swift action, a tactical creature can gain a bonus
move action. Costs 1 vitality.

OVERRUN: A tactical creature can push through a foe’s space as a
swift action. If it beats its target’s Fortitude, it can freely pass through
its space while maintaining its speed. If not, it stops adjacent to the
target and does not pass.

UNDER: A tactical creature can target a foe’s weapon within
reach of its own natural or manufactured melee weapon. If it beats its
foe’s Reflex, and the damage exceeds the targeted weapon’s weight
in pounds, then the weapon breaks. The foe suffers no harm. Metal*
parts are DR 10 and wooden parts are DR 5. This ability fails against
magic weapons. Costs 2 vitality,

RIP: An adjacent foe must resist using Reflex or be knocked to
the ground, suffer 1d6 damage, and be made prone.

TERRAN (LVL +2)
Terran creatures are at home in the earth.
BURROW: A terran creature has a burrow speed of 30 ft. It can
move through earth but not stone or metal. It leaves a path in its wake.
EARTH GLIDE:This improves Burrow, such that a terrain crea-
ture can move through solid stone but not metal at 2 its normal

burrow speed. However, doing so costs 1 vitality per minute.
ENDURE ELEMENTS: A terran creature ignores effects of
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extreme temperature. It can exist comfortably in conditions between
-40° and 140° F without harm. Its gear is also protected. This ability is
continuously in effect even when it is unconscious.

SHALE SKIN:A terran creature enjoys +2 DR due to its stony
exterior. However, it also suffers a -5 ft penalty to its land speed
(minimum 5 ft).

STOMP: A terran creature can stomp to express its wrath. Crea-
tures up to size Medium within 15 ft and in contact with the ground
must resist using Reflex or fall prone. Costs 1 vitality.

TINY (LVL -1)

Tiny creatures are frail and hard to spot or catch.

TINY SIZE: Relative to a Medium creature, aTiny creature has
2 wound points, stands at % height, enjoys a +5 bonus on Reflex, a
-2 penalty on damage rolls, a -10 penalty on Athletics checks, a +10
bonus on Stealth checks, -15 ft speed, and a 15/16ths weight reduc-
tion. A tiny creature is limited to Light weapons and must use such
weapons in both hands without the usual benefit of doing so.

TRAPMASTER (LVL +2)
A trapmaster creature has the following abilities.

GREATER TRAP: This improves Set Trap, such that targets are
dazed 1d4+1 rounds, stunned for 1 round or suffer 3d8 damage (the
trapmaster’s choice).

MAGIC TRAP™M: This improves Set Trap and Greater Trap, such
that crafting the trap is magical, only requires a standard action to
set, and has Mechanics and Perception DCs of 20. Costs 5 vitality.

SADISTIC DEMEANOR: Other creatures respond instinc-
tively to a trapmaster’s general sneakiness and cruel streak. A trap-
master suffers a -5 penalty on Bluff and Diplomacy checks.

SET TRAP: A trapmaster can make single-use nonmagical traps
such as deadfalls after 2 minutes of work. The trap activates when a
creature steps into a designated 5-ft space. The trap has Perception and
Mechanics DCs of 15. When triggered, the trap dazes the creature for
1 round (no save). Adjacent creatures must resist using Reflex or also
be dazed for 1 round. The trap does not reset itself. A trapmaster can
maintain a number of traps at once equal to 4x its level.

TRAPFINDING: Apply a +5 bonus to Perception checks, or
110 to notice traps.

UNDEAD (LVL +2)
Undead creatures are powered by negative energy.

DARKVISION: An undead creature sees in darkness as easily as
seeing in daylight, though vision is black and white only. If it already
has darkvision then give it nethersight, which allows it to also see in
magical darkness.

AINT AURAM: As a swift action, an adjacent living creature
must resist using Will or gain 1 point of taint. When a creature’s taint
exceeds its Wisdom score, its goes insane.

UNDEAD TRAITS: An undead creature is immune to all ail-
ments including disease and poison. It need not breathe, eat or
sleep and enjoys a +5 bonus on Endurance checks. It regains wound

+ points from necrotic energy, regains no wound points from rest, and
is harmed by holy and cure energy on a point-for-point basis. It is
immortal and cannot be raised from death if slain.

UNNATURAL AURA: Animals, whether wild or domesti-
cated, can sense the unnatural presence of undead at a distance of 30
ft. They do not willingly approach nearer and panic if forced to do so.
They remain frightened as long as they are within range.

Vampiric creatures depend on blood.

BLOOD DEPENDENCY: Each day a vampiric creature goes
without at least 1 vial of fresh warm blood, reduce by 1 its current
and maximum vitality points. A vampiric creature cannot fall below
0 vitality or suffer wound damage from lack of blood.

BLOOD DRAIN:When a vampiric creature starts its turn hold-
ing a grappled foe, it may bite the person and drain its blood. The tar-
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get suffers 1d4 wound points and is fatigued, or exhausted if fatigued
or unconscious if exhausted. For each round of draining blood, the
vampire regains 2 wound points and its maximum possible vitality is
restored to normal, if necessary. Drinking blood does not otherwise
grant or restore vitality.

REVITALIZING BLOOD™: As a standard action, a vampiric
creature can feed an adjacent living person up to 5 hit points of its
own blood. In exchange, the person gains an equal number of wound
points. If the points gained exceeds the person’s normal maximum
then the excess must be used or it vanishes after 1 hour. A person
cannot exceed his normal maximum by more than 5, and he who
feeds from a vampiric creature suffers a permanent -5 penalty on
Will to resist that vampire’s abilities.

WIND-TOUCHED (LVL +1)
A wind-touched creature can become insubstantial as the wind.

AIR WALK™M: A wind-touched creature can tread just above a
permeable surface (including water, snow, ice, and sand dunes) as
if it were solid dry land. Activating this ability underwater moves
the wind-touched creature toward the surface at 4x it normal land
speed. Costs 1 vitality per minute.

GASEOUS FORMM: A wind-touched can become an insubstan-
tial gas and fly slowly for 5 minutes. In this form, its speed is 10 ft, it
can only take move actions, it can perceive as normal, it gains DR 10
and is immune to all ailments. It can pass through cracks but cannot
enter liquids. This form does not allow it to fly but it does allow it to
hover up to 5 ft off the ground and avoid falling. Costs 2 vitality.

GUST OF WIND™: A wind-touched creature may project a
60-ft line of forceful wind. Medium and smaller creatures cannot
move forward for 1 round. Those who fail to resist using Reflex are
also knocked prone (or pushed back 1d6 x 10 ft if flying). The wind
grants a sailed ship standard speed for 1 round. Costs 2 vitality.

WOOD-TOUCHED (LVL +2)
A plant creature is a floral version of a nonplant creature.

CAMOUFLAGE: When a plant creature is in a natural environ-
ment and remains motionless while concealed, it enjoys a +20 bonus
on Stealth checks. Also, even when it moves through a natural area,
it enjoys a +5 bonus. The environment must afford places to hide,
as normal, and the plant creature does not benefit when a creature
already notices it.

PLANT RESISTANCES: A plant creature enjoys a +5 bonus on
saves to resist disease and poison, and a +10 bonus to resist attacks
against Will.

THORN VOLLEY: A plant creature can project a biting vol-
ley of sharp floral debris. Creatures within a 15-ft cone suffer 1d4
damage per level (maximum 5d4) or V> damage when Reflex resists.
Costs 1 vitality.

VULNERABILITY TO FIRE: A plant creature suffers 2x dam-

age from fire attacks.

WOUNDING (LVL +2)
A wounding creature inflicts terrible bloody wound damage.
BLEEDING DAMAGE: Whenever a wounding creature inflicts
wound damage, a struck foe bleeds 2 points per round until targeted
by a successtul DC 15 Heal check or magical healing.

DEEP WOUND: When a wounding creature successfully™
delivers a melee or ranged weapon attack, it can inflict 5 wound
points as a swift action in addition to any other damage dealt. It can
apply such damage up to once per round. Costs 5 vitality.

IMPROVED CRITICAL: For 5 minutes, a wounding creature’s
attacks deliver a critical hit on a natural roll of 19 or 20 (rather than
just a 20). Costs 2 vitality.

TRACK: Apply a +5 bonus on Survival checks, or +10 when
tracking bloodied creatures or foes in any environment.

WOUNDING STRIKE: : As a swift action when successfully
striking a foe using a melee or ranged weapon, apply 1d2 wounds in"%
addition to any other damage dealt. A wounding creature can apply
such damage up to once per round. Costs 2 vitality.




CHAPTER 6
Places

Adventures often occur in exciting locations, from lonely keeps to
bustling marketplaces. This chapter offers 24 maps with descriptions
and encounter ideas to help activate your imagination.

LEVERAGING MAPS

You can interpret 1 map may ways, populating it with different crea-
tures who behave iintelligently, or not, as you deem appropriate.
Here are 7 questions to answer when you develop an encounter site.

1. WHO LIVES THERE? Populate the location. It might be
mostly monsters, mostly townies, or a mix. The inhabitants should
share an agenda, terrain preference, and/or common leader. Often,
there are parasitical inhabitants as well such as gremlins, rats, and
spiders. For each creature, ask how it got there, why it stays, and
what might entice it to betray its comrads or retreat.

2. WHAT ARE INHABITANTS LIVELIHOODS? Each
location is a creature’s home or place of work. What happens in that
lonely keep? What stories flow through that marketplace? Answering
these questions will greatly inform a place’s mood, which includes
the detritus of activities there. As PCs move through a space, point
out items and present scenes that betray the flow of daily life.

3. WHO BUILT IT & WHY? Someone built the location.
Building takes time, gold, dreams, and perspiration. Did a wizard con-
jure that keep as a refuge against supernatural foes? Did 7 crying chi-
dren craft the tome with their own hands as an eternal prison for their
undead parents? The stories behind a place fuel rumors, decorate its
walls, and help explain its inhabitants, which may include ghosts.

4. WHAT ARE THE ALERTS? Lawful creatures typically have
an alert system that may include watchmen, guards, drones, and such
to spot tresspassers. These watchers will blow a horn, ring a gong,
sound a siren or such. Chaotic creatures tend to lack an alert system,
though when they realize a threat, they may be unpredictable and sav-
age. Neighboring allies can sometimes offer advanced warning,

5. HOW WILL INHABITANTS RESPOND? A well-armed,
spell-slinging band of strangers have barged in unannounced! Crea-
tures will feel anger, bluster, curiosity, fear or other emotions. More-
over, lawful creatures will respond stragetically, such as using secret
passages to help surround intruders. However, they may be slow to
adapt to unforeseen events. In contrast, chaotic creatures tend to be
tactical and thus more adaptable to intruders’ surprise actions.

6. WHO IS THE MORALE LEADER? This creature might
be the official leader, or it might be the craftiest, wealthiest or stron-
gest one. Lawful creatures may trust official leaders who perform
poorly and may casily retreat or surrender when the leader falls.
In contrast, chaotic creatures tend to place loyalties with the most
qualified among them and won’t retreat just because a leader falls.

7. HOW DO LOSERS RETREAT? Lawful creatures stick to
escape plans and will gather up and carry away belongings. T n-
trast, chaotic creatures will bolt for the nearest exit, which might be
into the arms of more foes, both most creatures prefer safe and hid-
den retreats. Either way, if a creature escapes, it will harbor a grudge.
It might even return at a later date to retake its home or seek reveng,

USING AN ENCOUNTER MATRIX

Each map has a table that suggests creatures, their levels, counts (how

: % >

P R R — P s — many), and locations and activities. You will also find page numbers

Under Luna’s watchru G}:}(?, I wai ?‘L ~agon:, for this book and the RPG (marked with * symbol). You may adjust
beheaa CCJ a nd HCCJ tl"lc’{ SaCI‘I{iCC, a n& mcantea thc’: a table and/or stagger encounters at a site to match PCs’ total levels,
SPC” to raise t]’ﬁc’i ruins from a COICJ Waf.c‘:l‘L‘) grave. » which will ensure the PCs are not bored or out-matched. However,

doing so may not be realistic. Low-level PCs should simply think
twice before assaulting a site, either waiting until powerful inhabit-
ants are away, using stealth and guile, or trying elsewhere.
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ENCOUNTER MATRIX k

The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels. |

Creature Page Level Count  Notes

Alder (alchemist) 276% 6 1 Works in potion shoppe |

Alder (golemwright) 276% 6 1 Works in golemwright store

Alder (magewright) 276% 6 1 In any remaining stores (smithy, carpets, etc) |

Ergo 78 2 5 In golemwright store or shipping depot

Golem (guard) 91 15 3 They guard gates to the east, south, and west |

Gremlin 92 1 18 They scamper everywhere |

Snake (magebred) 144 6 1 Guards rare books repository

Townie (barrister) 259% 2 2 They work at bank |

Townie (scribe) 259% 2 2 They work in the arcane scribe’s store

_—. . - — L _ _fFf_/amEmams Zz L%

ARCANE
MARKET

This rare marketplace, walled off
from the larger city around it, pro-
vides magical wares to its members
and those who pay at 1 of 3 entrances.
At each entrance, a golem stands
guard. Also, the market is shielded
from magical spying and blocks tele-
portation in or out.

There are 12 shops and presently
11 proprietors, with 1 vacant shop in
the market’s far southeast corner. The
shops cluster around a main square,
where a refreshing fountain nick-
named “the wishing well” and a nearby
restaurant welcome weary travelers.
The restaurant is mostly a bargaining
spot and lounge for apprentices and
their masters to relax. Fine smells
issue from a nearby kitchen. Behind
the kitchen is an alley with stairs that
lead down to a root cellar, and per-
haps more.

The north side of the marketplace
includes the restaurant and kitchen
plus a sword smithy, rare books store,
and banker. The banker lends money
and safeckeeps all but the cheapest
valuables in an extradimensional
room of his own design.

The south side of the market-
place includes an orb-wright, a scroll
scribe, a potion brewer, a magic
carpet weaver, a golem-wright, and
a necromancer who officially sells
coffins but focuses on supplying fine
corpses to the golem-wright as well
as services to undead customers.
A stairwell in the alley behind the
golem-wright’s shop leads down into
catacombs where gremlins lurk.

Deep in the catacombs lies the
market’s true maker, a lich who
shields the area from magical spying
and such. He was on the run for many
years from clerics and paladins who
wished to vanquish him. As he wished
only to study and think in solitude, he _
commissioned the marketplace as his
“crown”. Who would guess he’s here!

All the shopkeepers and staff, even
the kitchen’s cook, are competent -
spellcasters with craft experience.
They happily trade coins, gems, jew-
els, and magic items, including scrolls
that provide new and unusual spells.

Unknown to most visitors, the
central fountain is a conduit to the
home of a noble genie and his fam-
ily. If the market comes under seri-
ous assault, the shopkeepers know
the incantation to summon the genie.
The genie has been called only once
before, to thwart a brazen robbery
against the market’s bank.




Chapter 6: Places

CARGO
HAULER

This spacious rocket ship hauls cargo.
It sports a huge 3,000 square-ft bay
with a 20-ft high ceiling. The ship is
110 ft long with an 80-ft span and a
weight of 130 tons when empty or
365 tons when fully loaded. It hosts
2 crew members and 7 ergos, which
are constructs programmed to per-
form lifting, mining, and repairing,
Ergos can also provide defense. This
is a noncombat vessel with 2 orbs to
repel pirates and blast obstacles. The
ship has 2 sturdy engines, 2 modest
power plants, and plenty of fuel to
compensate for its heavy cargo.

The ship’s main feature is its 45-ft
wide x 65-ft deep bay. Workers—
teamsters, ergos or both—access
the bay through docking airlocks on
the port and starboard sides or via
a wide-mouthed dock with a 25-ft
door that draws open to the outside.
The dock includes an mechanized
ramp that moves vertically or tilts at
an incline to ease loading and unload-
ing. The ship also includes a snu,
cockpit, office, and 150 square-ft of
living space—including a tranquil
glassed-in observation lounge—for
the 2 crew members (a pilot and a
cargo manager).

Cargo may be anything: archeo-
logical artifacts, foodstuffs, luxury
goods, machinery, magical ingre-
dients, raw materials such as spices
or metal ore, persons in stasis pods,
plants and animals, vehicles includ-
ing tiny void-ships, weapons such as
swords and zap guns, and even mon-
strous creatures including vampires
in secured coffins. Typically, the bay is
80% full, stacked in crates and trunks
10 ft to 20 ft high. Each 5-ft cube of

Cargn Hold
(3,000 square ft with 20 ft ceiling)

Portsid::s‘Engine
Fuel Tank

Slarboa:g Engine
Fuel Tank

space includes 1 ton of cargo. Typi-
cally, each crate or trunk is tagged
with customs details including who is

AREA: 5,500 square ft ; MARKET PRICE: 80,000 gp

| - shipping to whom, what’s inside, and
the value of items. The ship’s office r
keeps a full cargo manifest.

Haulers are easy to repurpose. The |
bay can be fitted with fuel tanks for
very long voyages. It can host cabins
and a layer of life-support tubes to
support passengers. Or it can hold
prisoners, animal pens, or even a mas- |
sive greenhouse with the addition of
full-spectrum  lighting. Haulers may |
become traveling churches with pews
made from old crates, flying facto-
ries with work cubicles and assembly |
lines, or gambling casinos with com-
bat rings, bleachers for spectators, |
and betting booths. At least 1 hauler
surely hosts a flying circus.

L

ENCOUNTER MATRIX

The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.

Creature Page Level Count Notes Y
Alder (sky captain) 276% 6 1 In cockpit

Drone 70 3 5 The hover patrolling in the cargo hold

Ergo 78 1 9 They stand watch in cargo hold or move cargo
Ergo (supron) 78 5 2 They stand watch in cargo hold or move cargo
Patron (aristocrat) 277* 13 1 Meets clients in office

Patron (fartrader) 277* 13 1 Works or meeting clients in office

Townie (stentor) 259% 2 1 In cockpit or observation lounge

Townie (technician) 259% 2 4 They work in repair shop or with ergos
Vespir 161 8 2 They are anywhere




CAVE
COMPLEX

This rambling set of caverns is a maze to
the uninitiated. Its craggy, camouflaged
entrances lead to mostly unworked tun-
nels and caves. But within its bowels lies
a secret laboratory used to create, house,
and test a mad medicant’s nasty mon-
strous creations.

The south-east entrance, called Sun-
rise, only admits 1 person at a time and
branches into 4 tunnels, 1 of which
sports stairs shaped magically from the
surrounding rock. The others consti-
tute rough terrain and lead in circles.

Teapot Cave to the east offers a sul-
phurous hot spring. Though foul smell-
ing, its warm waters are clean and can
act as a medicinal, granting characters
a 15 bonus on Heal checks when a vial
of the water—still hot and fresh—is
applied to a wound or drunk as a tonic.

A cave called Little Redoubt offers
a view of Sunrise and ample rocks for
cover. Defending archers, gunners, and
spellcasters might hide here.

South Cave hasn’t received the love
it deserves as a flat, high-ceilinged open
space. A worked fountain on its east-
ern-most wall suggests it might act as a
large room for future endeavors. As pits
of bones, burned garbage, and camp
fires suggest, many creatures including
orcs and gremlins have used this cavern
over time. A globerex now lives here.

Blood Cave is named after the red
mold that grows in it. The name also
hints at the many unlucky souls who
have stumbled into the mold and died
in its ruddy embrace.

The so-called Dusk entrance to the
north-east is very narrow, just enough
for a single Medium person at a time to
squeeze through. The 2 tunnels beyond
it lead to interesting places.

1] AREA: 4,000 square ft ; MARKET PRICE: 20,000 ap

ENCOUNTER MATRIX

-~
"i_"l The matrix includes 100 levels

of creatures. You may stagger encounters to match PCs’ total levels.

North Cave presently acts as a dry
storage area. A small security orb and
monster protect the goods therein.

Three tough, locked iron doors lead=%
"1 from the tunnels down into “Dragon’s
Gut”, which is the complex’s central
cavern. Besides the nasty battle orb in
the corner, the lower %rds of the room

( + Creature Page Level Count  Notes
‘\_- ] Choker 54 3 1 Near sunrise entrance trying to lure passersby
J Globerex 88 13 1 In south cave or tunnels or outside at night
| Golem (flesh) 90 8 1 In laboratory or transporting gear and bodies
) Heirian (medicant) 96 13 1 Working in laboratory or chatting with medusa
| Medusa 110 5 1 Occasionally visits to petrify failed creatures
| Owlbear (guardian) 130 8 1 At entrance to north cave to guard treasure
Shock lizard 142 1 7 They are in the teapot cave and claw cave
| Spider 146 4 7 They roam everywhere and nest in little redoubt
Troll 156 5 3 They wander about the central cavern

| is set off with thick iron bars. There are}

also 3 barred cells to the east. The cells
hold prisoners who are fodder to test
(or reward) the troll-like monstrosities
set loose in the central areca.

| The actual lab is reached through 2
doors with a golem and floor sigil in
between to thwart intruders. The 20 -ft

| x 25-ft lab includes a well, benches, and
a cot.

| A flight of stairs leads down to - !
basement level that includes more cellsﬁ: A

. storage areas, and secondary labs.

e
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Places

COLONY
SHIP

This efficient rocket ship houses per-
sons on long trips, such as colonists
traveling to a new world. The ship is
110 ft long with an 80 ft span and a
weight of 130 to 175 tons. It hosts 4
crew members and 20 passengers for
extended travel. This is a noncombat
vehicle with minimal defenses. It has
2 powerful engines, 2 small power
plants, and ample fuel.

The ship is boarded from an air-
lock dock in the rear. Immediately
inside is a storage area with access
to the spacious cargo hold tucked
under the ship’s habitat. There is also
a kitchen, 2 baths (men and women),
10 10-ft x 15-ft bunk-bed cabins, and
a cramped bridge protected by an
electric sigil. There is no dining area.
The steward and volunteers serve
passengers in their rooms or in the
lounges. The ship is otherwise utili-
tarian. The ship’s high ceiling (12 ft)
and the 4 observation pods that line
that ship’s exterior are all that make
it livable. These glassy, star-lit pods
host a crew lounge, stargazing room,
greenhouse, and chapel. Passengers
can use these areas to escape crowd-
ing by scheduling private time in a
pod. There is no engineering section
to attempt repairs.

The crew of 4 consists of a pilot,
navigator, steward, and peacekeeper,
whose services may be needed
to manage 20 strangers packed
together for weeks or months. The
ship’s standard complement of sup-
plies lasts 1 month for 24 persons.
On longer voyages, cargo space holds
extra foodstuffs and passengers take
brief shore-leave as the ship refuels
and resupplies. Two orbs mounted
on the ship’s port and starboard sides
defend against piracy, errant aster-
oids, and other dangers. The ship also
sports thick shielding along its flanks

Fuel Tank

Slarboagil Engine
Fuel Tank

AREA: 5,250 square ft ; MARKET PRICE: 80,000 gp

9

to absorb the void’s fury. Only crew C "0 i EN_CO LTNTE? /\ZA\TQX . Wy
members may carry armaments dur-
ing the trip—passengers must stow | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total 16_)[1615._
weapons in the cargo hold. Creature Page Level Count Notes
Aspiri i :
pose stf})llil:c,ms%li(}))wI;Zi;sazoi?)iiz;zplal;e | Alder (sky runner) 276% 6 1 In cockpit or crew lounge
remade as low-end yachts while oth- Alder (sky captain) 276% 6 1 In cockpit or crew lounge
e;s act asf pr.ilson tranSpOIitSt; Mi).re | Ergo (supron) 78 5 7 They are with the venturist or any passengers
often, a family or several families = g ’
share a ship as a permanent mobile | Patron (venturist) 277% 13 1 Anywhere (this is her ship!)
home where some cabins are setup Townie (artisan) 259% 2 8 They are in cabins or open areas (lounge, ctc)
?\S fofflcesl, 1a.boratho.rles, and t%atrtdiln& | Townie (farmer) 259% 2 9 They are in cabins or open areas (lounge, etc)
ew colonizer ships are outfitted as
training centers where students and Townie (healer) 259% 2 1 In cabin or open areas (lounge, etc)
instructors live and learn together | Townie (stentor) 259% 2 1 In cabin or open areas (lounge, etc)
as they visit and study on various Townie (technician) 259% 2 1 Works in cockpit or crew lounge
worlds. L

o
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Exit

Upper Level

AREA: 7,500 square ft ; MARKET PRICE: 75,000 gp

-

ENCOUNTER MATRIX
The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
Creature Page Level Count  Notes
Avenger (vile) 43 5 1 Anywhere except trap room
Devil 60 9 3 They are anywhere except trap room
Fustiblig 81 3 4 They lurk anywhere, often leap from stair tops
Ghost 84 6 1 Anywhere, often hiding in the walls
Imp 102 2 3 They are anywhere
Minotaur (gorgon) 113 9 1 In minotaur lair or anywhere except trap room
Patron (trapmaker) 277% 13 1 Hiding in alcove above spiked wall trap room
Townie (cultist) 259% 2 10 They watch from the upper level
Townie (reaver) 259% 2 1 ‘Wanders the lower level

.

DIABOLIC
MAZE

This diabolic maze can provide more
ache than its small size might sug-
gest. Delvers (trainees, contestants
or hapless fodder) begin in the south-
east corner and must navigate the
entire maze, including a lower level,
in order to reach the exit unless they
have a means to move through 5-ft-
thick stone.

The maze features pits, energy
glyphs, locked doors, golems,
trapped treasure bags, folding stair-
wells, a room full of spiked crushing
walls, and the lair of a fiendish mino-
taur. Or so the legends claim. Perhaps
the minotaur is merely a ghost.

Pits are camouflaged and 10 ft to
30 ft deep. Some have acidic water
or spikes at the bottom. Others have
grates that close up or produce fiery
blasts when they detect pressure.

The glyphs deliver elemental dam-
age—cold, electricity or fire—unless
the proper word is spoken in Abys-
sal or Infernal. Trapped bags either
explode when touched or provide a
mass of fiendish rats that swarm over
the foolish delver. Even perfectly
blank spaces may harbor invisible
obstacles, trip wires, and such.

The stairwells’ steps fold to pro-
vide a smooth slide that delivers a
character into a pit or merely slams
him against a wall, leaving him dazed
and paranoid. The golems might be
real or might act as decor.

The spiked wall trap on the lower
level presents a plain 10-ft x 15-ft
room to those who enter through the
north door. The walls on the south
side are riddled with holes. When
someone touches the southern door,
the northern door slams closed,
spikes pop out of the southern wall,
and the walls begin to close together
to impale and crush the unlucky. A
perceptive delver notices and ques- :
tions the excessively blood-stained
floor before entering. Even then,
those who step gingerly through the
south door discover a collapsing floor -
that sends them into a spiked pit. .

Last is the maze’s fiendish mino-
taur. It is immortal, hungry, and ill-
tempered. It prefers to grapple and
gore foes into unconsciousness and
then return to its lair to eat them at
its leisure. Consider, if the mino-
taur were incorporeal, it could pass
through walls, surprising delvers with
ease.

Holes in the ceiling of the uppe:
level provide an entertaining view to
the cultists who run the place.

|
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ELDRITCH
WAVERIDER

This fine ocean-going vessel is 40 ft at
its widest point and over 100 ft long
not including rigging. It weighs 90
tons, sports 3 masts, carries thunder
cannons and massive spikes to handle
both far and close ship-to-ship com-
bat. The ship comfortably carries 30
Medium creatures and 10 tons cargo,
though it may carry 2x that number
if needed.

The ship’s top side includes ample
deck space, a bridge, cargo hatch,
captain’s office and cabin, and a
forward thunder cannon, which
is a defensive orb that requires an
operator to zap foes with lightning up
to 120 ft away. Doors to the bridge
and captain’s rooms are protected by
sigils keyed to the crew. The cargo
hatch opens down into a room on the
lower deck and a golem protects the
flight of stairs near the bridge for pas-
sengers to find their cabins.

The ship’s lower deck sports a long
5-ft wide passageway, 9 cabins with
bunks that hold 2 each, and a mess
room, kitchen, cargo hold, toilet
and armory. Larger cabins are 10 ft
x 15 ft while smaller cabins are 10 ft
square. Two cabins are only reached
through an adjacent cabin, making
them perfect for 9 crew or a group of
4 or 5 traveling together. The armory
is protected by a sigil and only
reached through crew quarters. The
armory sits directly below the top-
side orb. In emergencies, the orb can
be operated from the armory using a
long swiveling periscope that affords
a limited view.

The lower deck also sports 2 aft
thunder cannons, 1 port and 1 star-
board. Secret doors in the mess
room and cargo hold lead along nar-
row corridors to cockpits to operate
them. The 3 orbs cover the entire
ship 360°.

This ship is reinforced at key points
to repel pirates and monsters. While
too heavy to move magically using
Propel Craft, a powerful artificer
can use the Thrust spell to move the
90-ton ship at a speed of 360 ft per
minute, which is 4 miles per hour
for a respectable 96 miles per sailing
day. The crew should retract the sails
before using magic to move.

Little do folks know, but this ship
can literally fly. There are no magical
or technical means of flight installed.
Rather, an elder dragon’s ghost is
bound to the ship. The dragon can
expend 1 vitality per round to grant

the ship a 90 ft fly speed.

b ./

AREA: 6,000 square ft ; MARKET PRICE: 30,000 gp (or 50,000 gp with dragon spirit)
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ENCOUNTER MATRIX

| The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total 16_)[1615._

188

Page Level Count Notes

Alder (venturist) 276% 6 2 They are on bridge or in officer’s cabin
70 3 3 They lie in cargo hold and can exit via hatch

Elemental (air) 74 6 1 Floats around sails
Hierian (elementalist) 96 13 1 In captain’s cabin, captain’s office or on bridge
Patron (sea witch) 277* 13 1 In captain’s cabin or on bridge
Townie (aristocrat) 259% 2 6 Are in bunk cabins below deck, or on deck
Townie (jumper) 259% 2 1 Anywhere
Townie (ruffian) 259% 2 6 Are in bunk cabins below deck, or on deck
Townie (sailor) 259% 2 10 They are usually on deck or in rigging
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s ELECTROTECH
FACTORY

This 2-story brick building produces

0[':':" - and sells electrotech or other complex
Factory Floor | goods that require an assembly line for
mass production. It is relatively small
and thus focuses on quality and detail
over quantity.

The factory’s center piece is on the
ground floor. Incoming raw materi-
als enter through a set of wide iron
garage doors that sit at the building’s
south-east corner. Typically, large wag-
ons or train cars arrive every morning.
Guide rails also allow workers to move
smaller barrels and carts with ease.

Incoming materials are fed onto a
slow-moving, rubbery assembly line.
Up to 14 workers bolt, craft, link,
paint, sort, and so forth. The workers
sit at benches in cubicles. A truss that
hangs from the ceiling hosts dangling
machine elements including scopes and
welders that the workers can access.
The truss also offers pulleys to winch
parts that are too weighty to handle on
their own. Often, the nooks beside the
cubicle benches are also stocked with
spare parts and handheld tools. Every
worker on the line is held responsible
for every item it churns out.

The assembly line outputs semi-fin-
ished goods on the building’s west end.
From there, the items visit a finishing
room and then land in either the ship-
ping area in back or the factory’s store
Bateria in front. Very few are discarded as bad.

A long, high, glassy storefront greets
passersby and customers. A gaggle of
comely sellers call people into the store,
perform demonstrations, answer ques-
tions, and handle sales. There is ample
space for 3 cheery cashiers and 50 ft of
shelving to display the latest wonders
that the factory has to offer.

The factory’s second floor sits 20 ft
AREA: 6,000 square ft ; MARKET PRICE: 60,000 gp ey st An R RETaped bal.
cony grants a mesmerizing view of the
assembly line below. Skirting around the-

1 balcony are offices for storage, research,

%“ ) ENCOUNTER MATRIX meetings, and paperwork. Also, from
T
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Lower Level

Adjustable Machine Truss
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he matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels. | 2 rooms at either end of the building,

Creatire Page Level Count Notes workers can service the various pulleys
| and tools that hang from a truss. The fac-

Alder (barrister) 276% 6 1 Is in upstairs office or visitors lobby tory’s manager o (o balcony o

Alder (technician) 276% 6 1 Is in upstairs workroom provide an impressive tour for impor-

Ergo 78 1 5 They are all over 1st floor except factory store tant visitors, new workers, children,
and investors.

Ergo (savant) 78 2 2 They are on factory floor or finishing room | A back stairerell prOVideS accet}o

Golem (guard) 91 15 1 In factory store or patrolling upstairs the 2nd floor for those who work here.
Mechanite (crafter) 109 4 3 They are on factory floor Visitors, lncluc-hng pot.entlal big-buy cus-

tomers, can climb stairs that start at the
Patron (venturist) 277% 13 1 In upstairs office, visitors lobby or factory store buﬂding’s facade. Those stairs open into

Spider (craftworker) 146 8 1 In upstairs office, visitors lobby or factory store | a plush lobby, which gives a fine glassed
view of the balcony. Keen-eyed visitors -

Townie (technician) 259% 2 15 They work anywhere on 1st floor .
may spy golems standing watch.
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EXPLORER
VESSEL

This rocket ship fosters explora-
tion. It hosts a 400 square-ft lab with
electrotech and medicant gear to
help the crew analyze or work with
almost anything it discovers or needs,
whether for long on-site sojourns
or frequent stops. The ship is 110 ft
long with a 70 ft span and a weight
of 150 to 165 tons. It hosts 6 crew
plus an additional 6 mission special-
ists. The ship has 2 powerful engines
to make quick get-aways and a single
large power plant to feed the ship’s
electro-intensive equipment.

The ship is boarded from a camou-
flaged, narrow port-side airlock. The
receiving area includes a locker with
3 void suits and quick access to the
lab. Around a circular hall, bunk-bed
cabins are spacious enough for pairs
of travelers to stay friendly. A com-
mons with a kitchen and pantry, plus
a chapel and 2 cargo holds, all ensure
that everyone is fed and comfort-
able with all they need. The captain’s
area includes an office, stargazing
deck, safe room, master bedroom,
and access to the ship’s technocrat,
a powerful machine loaded with
knowledge.

The 6-person crew includes a mis-
sion captain plus a pilot, navigator,
artificer, medicant, and commando.
The wide, glassy bridge with mul-
tiple control consoles and gorgeous
view has seats for all 6 crew mem-
bers. A blast door, u-shaped entrance,
and electric sigil hinder unauthorized
access to the bridge. Sigils also pro-
tect the captain’s quarters, the star-
board cargo hold, and engineering,
Additional persons on board typically
include scientists, technicians, diplo-

Portside Engine
&

Fuel Tank

Starboard Engine
&
Fuel Tank

mats, or soldiers. The ship’s stan-
dard supplies sustain 6 persons for
1 month or 12 persons for 2 weeks.

AREA: 6,000 square ft ; MARKET PRICE: 90,000 gp

The ship is not combat-focused
but sports 2 defensive orbs to repel r
threats or blast through obstacles.
Also, there is a holding cell (interlop-
ers beware!) plus an engineering area
to make repairs when far from home.
There are many refurbished
explorer vessels due to their spe-
cialized design, high price tag, and |
unusual missions. Often, a band of
professional adventurers may limit its |
number to 6 and use left-over cabins
to store supplies or to use as labs or
garages for long-term missions. With |
its secret and sturdy airlock and large
nucleonic plant, this ships parks well |
and can remain in the same location
as a “home base” for many years.

L

ENCOUNTER MATRIX

The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.

Creature Page Level Count Notes Y

Alder (technician) 276% 6 4 They are usually in engineering or bunk cabins

Drone 70 3 5 They buzz in cargo hold ready to deploy

Ergo (savant) 78 2 2 They work in the electrotech lab

Ergo (supron) 78 5 3 They are near airlock, ready to go on missions

Heirian (pathfinder) 96 13 1 On bridge or in captain’s office or cabin

Patron (sky captain) 277* 13 1 On bridge or in captain’s office or cabin

Townie (stormtrooper) 259% 2 4 They are in commons of their bunk cabins

Townie (healer) 259% 2 1 In medicant bay or chapel

Vytorian 164 6 1 Anywhere, but usually bridge or medicant bay
=< 190

AL




_AREAZ 5,000 square ft ; MARKET PRICE: 10,000 gp (or 50,000 gp with fey guardians)

9

ENCOUNTER MATRIX
The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
Creature Page Level Count  Notes
Alder (wise weald) 276% 6 1 In house or meadow
Dryad 71 4 2 They are in meadow or by a tree
Nymph (queen) 121 15 1 In large deep pool 500 ft from village
Satyr 138 4 They are in meadow or by a tree
Sprite (brownie) 148 4 4 They are in house, often the attic or basement
Townie (artisan) 259% 2 12 They live and work in the houses
Townie (guide) 259% 2 1 In house
Treant 154 8 2 They are by cluster of trees surrounding village
Will-o-wisp (kissing) 169 8 1 Anywhere, to lead strangers away from village

.

FEYWEALD
VILLAGE

This tiny forest village is more than
it seems. Each of its sturdy homes
stands on a natural jut of granite above
a warm underground spring, and the
homes stand closely packed facing
cach other, to benefit from mutual
protection.

There are no fences: flimsy wood
does nothing to repel owlbears, dis-
patchers, and other monstrosities.
Instead, 3 defensive orbs protect the
village. One orb lies to the northwest,
another to the southwest, and a third
to the east. During the night or other
times when monsters lurk, the orbs
sound unpleasant alarms and provide
an unpleasant electrical jolt against
intruders.

More importantly, the villagers
have forged an agreement with sev-
eral treants and fey, including dryads
and satyrs. The treants blend with
the woodland’s mundane trees and
whack anything that gets out of hand.
In exchange, the villagers avoid the
use of outdoor fire and clear-cutting,
Similarly, the fey provide entertain-
ment while the villagers garden, har-
vest honey, and raise small game like
rabbits.

Each 25-ft x 25-ft house is built
with solid timbers and stone. One
house holds up to 10 people: 4 on the
ground and 6 in lofts. A main door
of sturdy oak can be bolted from
the inside, and a sigil wards against
thieves and other unfriendly travelers
who fail to carry the village’s mark.
Each house has an internal well and 3
small fireplaces that warm it from 3
sides. This is important since the win-
ters can get quite cold. The high ceil-
ings provide space for comfortable
loft sleeping. The houses’” small, high
windows are hard to reach from the
ground. Likewise, the houses’ stone
floors discourage burrowing mon-= _
sters like bulettes. '

Due to fey influence, the villagers
are relaxed, friendly, and adverse to
decorum and onerous laws. They are g
free-spirited, and while they wel-#
come anyone, they reserve trust for
those who are similarly easy-going
and compassionate. The villagers will
politely rebuke loggers, savages, sol-
diers, and anyone who might bring
harm to them or the forest.

From time to time, particularly
during solstices and equinoxes, the
villagers are overcome by fey madness
and happily take in strangers to sheduge
blood back to the earth in thanks of
its bounty.

“_” T ”' ——




Chapter 6: Places

FORTIFIED
ARENA

This well-defended, stony complex is
home to a powerful mercenary band
that provides lodging for its honored
members and exciting public tour-
naments for the public. The whole
complex is enclosed for security.

The public enters a long hall from
the southeast that takes them up a
flight of stairs to balconies around
the huge pentagon-shaped arena,
which measures roughly 30 ft along
each vertex. Sparring areas and a
battle sphere surround a central
20-ft-diameter arena. The arena’s
high ceiling stands 50 ft above con-
tenders. Off of the arena is an animal
pen and armory.

Members come and go from a
deployment room in the northeast.
The wide room leads into a wel-
come hall adorned with murals of
past battles and statues of prominent
warriors. Double doors lead into a
spacious 25 ft x 50 ft feast hall with
a 30-ft-high ceiling. An oak table that
seats 12 dominates the room. There
is also a sparkling pool, 2 suits of
armor, and a votive shrine for prayers
to the fighting or fallen.

Doors and passages lead off of
the feast hall into a trophy room,
kitchen, storage area, barracks, and
armory. Off of the storage room is
another 10-ft x 20-ft room with a
ladder up to a lookout. The room is
also used as a hospice for severely
injured warriors, and for private
meetings and secret rendezvous.
Also in the storage room is a con-
cealed door that affords access down
to a basement area with a dungeon,
and perhaps more.

The barracks consists of 5 10-ft x

Central Arena

Battle
Sphere

%

7

)| E

10-ft rooms without doors that offer
bunk space for 2 or 3 warriors. There
is a spacious bathing area to accom-

AREA: 7,000 square ft ; MARKET PRICE: 70,000 gp

modate several people at once.
At the heart of the complex lies r
a 10-ft x 35-ft armory filled with

T e T, 1

ENCOUNTER MATRIX

armaments. The armory rises some | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total le)ﬂels._
15 ft high. Weapon racks decorate Creature Page Level Count Notes
the. g There are a fow healing Alder (gladiator) 276% 6 1 Anywhere, though often in central arena
potions here as well. And a glyph
guards the main entrance to the Alder (undying warrior) 276% 6 1 Anywhere, though often in welcome hall
arrn(::l}‘ly. On}lly members are cleared to Giant 87 8 3 They are outside in cave near arena

ass through it.
P Ovej‘ cegnturies, this simple arena | Orb (Elder, Stolgar) 125 14 1 Ensconced in corner of central arena
has endured even as its warriors shift Patron (gladiator) 277* 13 1 Anywhere, though often in trophy hall
like the tide. One local sage claims . . ]

Townie (gladiator 259% 2 6 They are anywhere, but usually in central arena
that the arena is built on a battle field | b : @ ) v i d |
where the gods Iris, Palendine, Stol- Townie (healer) 259% 2 2 They are anywhere needed
gar, and Tanish spilled drops of blood | Townie (viking raider) 259% 2 5 They are anywhere, though usually in feast hall ‘+,
as they sparred with inimical Phane, Wolf 170 2 5 Are are in pen, deployment area or outdoor
the Lord of Arms. L [PELT, CERIeymn

-
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AREA: 7,000 square ft ; MARKET PRICE: 70,000 gp (or 100,000 gp with orb)
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ENCOUNTER MATRIX

The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels. |

( ~+  Creature Page Level Count  Notes
J Alder (life-giver) 276% 6 1 In hospice or in meditation cell |
. Angel 35 7 4 They are sanctuary or hospice or patrol outside
. | Avenger (holy) 43 5 1 Anywhere
Cherub 52 2 3 They are everywhere
| D’vish 72 6 1 Holy bath area, hospice or nave with believers |
| Eagle (heavensent) 73 14 1 Outside on temple grounds or hills 1 mile away |
Orb (Elder, Esmariah) 125 14 1 Ensconced in sanctuary
| Patron (ritualist) 277* 13 1 In abbots room, office or working at alter |
Townie (healer) 259% 2 4 They are in hospice or healers room

.

HEALING
TEMPLE

This sturdy, elegant temple is home
to clerics, paladins, and other follow-
ers of good deities. Or at least that
is how it presents itself officially. Its
thick white marble walls, solid slate
roof, and narrow high stained-glassed
windows provide shelter and inspira-
tion to believers as well as keeping
out curious eyes.

From the front entry, a set of iron
double doors lead down a flight of
steps into a narthex, a 10-ft x 20-ft
lobby with holy water dispensers and a
metal-mesh screen. The screen is low-
ered or raised using wenches on either
side from within the nave. Beyond the
narthex lies the nave, which is s central
worship area. The nave is 50 ft wide
x 40 ft deep and is furnished with 12
spacious pews, 4 votive stands for
prayers and offerings to the dead, and
alcoves for hymnals and catechisms.

A white marble alter sits above an
8-pointed  star-shaped dais. Sweet
incense pours from the alter’s candela-
bras. Behind the alter is a metal-mesh
screen that is raised only during key
holidays. A narrow passage to the east
leads to a sanctuary behind the screen.

The sanctuary is home to a crystal
holy orb. The 10-ft diameter orb pro-
vides scrying, healing, divination, and
other benefits to good-aligned clergy
who repeat the necessary incanta-
tions. At least, that was the origi-
nal aim when the orb was crafted.
Rumors suggest it has been offering
other benefits, some blasphemous,
and even accepting offerings to itself.

Behind the sanctuary, lies a scroll
room and vestry, and cleansing bath
to the east, reachable by a door. To the
west is a secret treasure room reach-
able only by magical means. Due to
its promixity to the outside wall, no
treasure of actual value is stored here.

A rectory dominates the temple
west side from back to front. This area
includes a dining room, kitchen with
fireplace, cupboards, 7 monastic cells,

2 well-appointed offices, and a bath. ¢

A hospice dominates much of the
temple’s east side. A large iron side
door welcomes pilgrims, paupers, the
ill, the injured, and the possessed into
a waiting room. A series of 4 cham-
bers provide comfortable beds, wash
basins, and storage for visitors.

A narrow locked iron door on the
temple’s southwest backside grants
entrance to a flight of stairs leading
down into a basement mausoleu
where the temple’s believers now rest
in peace.

-_” Iy 1‘ ” -




Chapter 6:

HUMBLE
CASTLE L#1

This is the first floor of a cozy, 2-story
castle. It acts as a court room, banquet
space, military garrison, and adminis-
trative office for the local noble fam-
ily. The castle is built in the traditional
style, a square with 4 towers.

The castle’s only public entrance
stands at the front between 2 stout
towers. Two sets of iron doors defend
against frontal assaults. Beyond the
foyer is a 2-story, 30-ft-square audi-
ence hall. Two silent, ever-watching
golems stand on either side of the
throne room, which is somewhat off- ;
set of the hall to afford more private : ,..-. 1
conservations when necessary. Balco- g
nies to the left and right afford views i -
from the upper story, while 2 doors ’ — - —_

lead to garrison rooms. In times of

N B
Victory Gallery

war, soldiers muster in the hall. —

The castle’s 4 towers are 3 stories — I -_
are high and 250 square ft on each "‘
floor. They grant plenty of space and Throne [

offer slit-sized views for soldiers to
keep watch and fire on interlopers.
Each tower has an internal ladder.

The audience hall leads to a cha-
pel, solarium, and banquet room. The
chapel is open to all. The solarium
offers a sunny, finely-tended area with
musical instruments, casual books,
and tasty snacks that are regularly
refreshed. Its closed doors exclude
all but noble guests except during
war when the space acts as a hospital.
The banquet room is the castle’s larg-
est open area with a high ceiling. At
600 square ft, it is perfect for fine din-
ing and formal entertainment. Doors
lead from the banquet room into the
kitchen and a traveller’s room with a
privy.

The kitchen complex includes a
fireplace, well, built-in wash basins,
and a well-stocked 225 square ft  AREA: 6,000 square ft ; MARKET PRICE: 120,000 gp (1st floor only)
pantry. Only servants and the castle’s

Y -~ owners are allowed into the kitchen.
A trap door in the pantry leads down

to the castle’s storage basement and a ENCOUNTER MATRIX

small dungeon. | The matrix includes 125 levels of creatures. You may stagger encounters to match PCs’ total le_:yﬁls.
The more private areas of the first Creature Page Level Count Notes o

g&?getnsi?rizs Zgl:cli’hrgzrziifr;o;it | Alder (cavalier) 276% 6 5 They are in the place of arms

]ery where the family displays its Alder (deacon) 276% 6 1 In charge of chapel, though may be in library

prized tr'OPhies ‘and the kingdom ’s | Alder (oracle) 276% 6 1 In solarium or throne room by patron

{2: ;ln ,E) ; agb;lc}sat. 3::;1:: elc.ff Oc;f g:s Sg:(l:loell;z | Golem (guardian) 90 15 1 Stands guard in audience hall

floor. A golem also keeps watch and Patron (aristocrat) 277* 13 1 Holds audience in throne room, or in office

i;i%(i)l tglltalgjrilg;f:apgrei\:tes‘[calg;rlte;(shgrgl | Patron (cavalier) 277% 13 1 Oversees other cavaliers outside, or is upstairs

the second floor. Townie (artisan) 259% 2 5 They are in kitchen, pantry, or cleaning/fixing
The cast?e is 'sturdy to resist thiev— | Townie (infantryman) 259% 2 8 They are in place of arms or outside on patrol *

ery and mild siege by foot soldiers, Warhorse 165 2 8 They are in stables adjacent to castle

but not serious siege equipment. L
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AREA: 4,500 square ft ; MARKET PRICE: 90,000 gp (2nd floor only)

HUMBLE
CASTLE L#2

This is the second floor of a cozy 2-story
castle. This floor provides a home for
the owners, their progeny, guests, and
a few key servants. It has a few more
windows than the first floor, to provide
a pleasant view from most rooms.

A more public stairway on the east
side of the castle leads visitors to a
coat room, quest room, and a balcony
overlooking the audience hall. A golem
stands guard at the end of the hall. The
guest room, called the “Prince’s Quar-
ters”is in fact designed for the house’s
eldest son. Its windows welcome the
morning sun and a narrow door leads
to the south east tower. It is assumed
that the eldest son may wish for private
visitors and easy access to 1 of the cas-
tle’s 2 “place of arms”, which houses
soldiers and a small armory. These
soldiers are under the son’s command
when he comes of age.

A very private stairway near the
north west corner of the castle is for
the family. The stairs open into a plush
parlor that offers pleasant afternoon
light for daily activities such as sewing
and music. This parlor also leads to the
castle’s north west tower, though the
door is typically locked.

Beyond the parlor is a 60-ft-long
hallway. The far end of the hallway acts
as a 20-ft balcony that overlooks the
audience hall. There are bars to block
anyone foolish enough to try to climb
up to the balcony. The hallway offers
3 doors in that direction and a short
hall, blocked by a door, that leads to
the south west tower.

The princess’s quarters is designed
as the elder daughter’s private cham-
bers. Its windows open to the west,
allowing her to get beauty sleep and
enjoy stunning sunsets. Second to
the master bedroom, this is the finest
room in the castle.

A small bedroom call the summer

r-- - - - - _~—— —— "= — T T 7 7 77 71 room because it heats markedly in

1 ENCOUNTER MATRIX the summer, is ideal for 1, 2 or even
The matrix includes 75 levels of creatures. You may stagger encounters to match PCs’ total levels. | 3 younger children or a single adult
Creature Page Level Count Notes guest. Across from it stands the servants
hich holds 2 bunk beds for
Alder (aristocrat) 276% 6 1 In quarters, wardrobe or family parlor | duarfely, which holds cdseay
4 servants, usually a butler, coachman,
Alder (warcrafter) 276% 6 1 In servants quarters or a tower tutor, and cook. All the servants are
Alder (warmage) 276% 6 1 In servants quarters or a tower | cither male or female due to the room’s

overly familiar arrangement.
Alder (wayfinder) 276% 6 1 In servants quarters or a tower | Finally, the hallway leads to 3 addi-
Ergo (supron) 78 5 2 They are anywhere on patrol tional rooms: a walk-in wardrobe, a
Patron (warmage) 277* 13 1 In servants quarters or a tower nursery, aer 2 spac10t.15 .master bed-
: ' ' room that includes a sitting area, bed
Townie (archer) 259% 2 12 They are in a tower, or down in place of arms chamber, hearth, privy, master bath,
Townie (paramour) 259% 2 1 In personal quarters or family parlor | and a well-hidden hiding space. The
Townie (stonewright) 259% 2 1 In servants quarters or a tower whole master bedrocHiifs 800 squarg

. ft and pleasant all-year round.
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Chapter 6:

MAGE’S
TOWER

This 5-story wizards tower is 60 ft
high and about 30-ft in diameter.
It has a distinct star-like geomet-
ric shape, with a pair of 10-ft-wide
iron doors on the lower level and a
few windows on the 3rd, 4th, and
5th levels. Each level is 12 ft high. A
basement rounds out the structure.

The ground level welcomes visi-
tors into a 15-ft deep x 30-ft wide
foyer. There is a glyph on the floor
and a suit of armor by a lone door on
the right. These might be decorative
or offer magical protection. Perhaps
the tower’s wizard can see and talk
through the knightly armor and ani-
mate it if needed. Beyond the door
is a meeting room, trophy cove, and
flight of stairs upward. A secret door
grants access to the basement.

The 2nd floor offers a dining hall,
kitchen, and pantry. A wizard and his
apprentices must eat!

The 3rd floor houses a bath and
bunks for 4 apprentices and/or
visitors, while the 4th floor offers a
laboratory and library. The lab hosts
summoning circles on the floor,
bookcases and alchemical tools, and
a knightly statue. The statue guards
the lab against intruders and will
attack anything that escapes from the
summoning circles.

One of the circles is actually a
portal into the tower’s “twin”, which
resides congruently in the Astral
Realm. The twin is home to the
tower’s true keepers, a band of slith
spellcasters who use it as a home base
while exploring alternate realms.

A key is needed to unlock the
solid oak doors to the various rooms,
though these doors are often open
during the day. The tower’s stairway
endagigtsidth floor. . AREA: 4,000 square ft ; MARKET PRICE: 40,000 gp

The top-most level is the wizard’s \
§ - private chambers. One must use
L magic to reach this level, either tele- r

- — — - - - - — - — - — = — — ~

porting or changing into a small bird ENCOUNTER MATRIX
to fit through the narrow windows. | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total lgc]els_._
The chambers include a bedroom, Creature Page Level Count Notes
fine bath, treasure room guarded by " - —
a knightly statue, and an erzlgclose d bal- | Alder (wayfarer) 276% 6 2 They teleport “guests” into prison in basement
cony that grants a stunning view of Gargoyle 82 2 4 They nest together at top of the tower
theDsulrroundi}Illg lands. the b | Golem (guard) 91 15 1 Stands guard in 1st floor welcome hall

elvers who enter the basement
find 5 stora ge arca filled with crates of | Homunculus 98 i S) They work in laboratory and tend to hide
food and supplies as well as 2 prison Patron (thaumaturgist) 277% 13 1 On 5th floor bedroom or in lab or dining hall
cells. Searc_hlng reveals a secret door | Townie (warmage) 259% 2 4 They are on the 2nd, 3rd or 4th level
that leads into a 15-ft x 15-ft crypt : : . -
with several coffins. These might Townie (weave wizard) 259 2 2 Any level 1st through 4th, usually in library
contain undead, slain apprentices | Xill 172 8 il Patrols grounds around the tower
or deceased former masters of the Xill (pharxik) 172 12 1 In laboratory or basement making magic items

L — — __ ey sQaVg 0 N gNRORES A




Four Winds
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Shrine

AREA: 4,000 square ft ; MARKET PRICE: 80,000 gp

9

r;. ENCOUNTER MATRIX
The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
' + Creature Page Level Count  Notes
J Alder (sky rider) 276% 5 6 Are anywhere, often supervising other riders
Bat 46 3 4 Are in nest caves, or flying
/ | Bat (hellspawn) 46 7 1 Roosts in shrine, and often flies at night
Fustiblig (goldbright) 81 5 3 Are along the mountainside, in tiny caves
| Giant (mountain) 87 8 2 They maintain shrine to ancestors in great hall
| Harpy 95 4 3 They roost by secret entrance
Ogre 122 4 5 They patrol the mountainside or in great hall
| Townie (sky rider) 259% 2 1 In a bunk room, workroom, nest cave or flying
Vespir 161 8 1 Helps to train sky riders or with bats

.

MOUNTAIN
EYRIE

This snug fortress sits within the crest
of a high mountain chain and is home
to several dragons, griffons and other
aerial mounts and their riders.

A narrow canyon scars the cres-
tline. Within lie 3 spacious eyries
(nesting caves). The eyries are roughly
20 ft x 30 ft, with bluffs below their
yawning mouths. Deep inside are
wooden platforms with riding gear
and sturdy iron doors that lead into
the fortress. The mounts are usually
away in early morning and late after-
noon as they scour the lands below
for prey or hostiles. During hot after-
noons and in winter, the mounts tend
to rest.

Opposite the eyries is a well-hid-
den cave with 2 narrow entrances that
open into a shrine for fallen riders and
the gods who watch over the fortress
and its noble mounts.

The south side of the crestline offers
a single 20-ft-wide opening into the
Great Hall of the Four Winds. The hall
is often windy. Anyone who strays too
close to the bluffs at the entrance may
be knocked away. The hall stands 30
ft high and stretches 50 ft deep into
the mountain. Wide pillars and lofty
murals impress guests and hide several
guards. Two alcoves provide respite
from the wind. Skirting the hall 20 ft
up is a mezzanine that denizens can
access by a locked stairway off of a pas-
sage of the southeast.

The fortress consists of several
winding passageways that link 8
rooms, including a bunk room and
workroom to the southeast, a storage
area and wash room to the northwest,
and 2 more bunk rooms, a work-
room, a well room, and a secret trea-
sury. The treasury is found by a secret
door above a stairway that leads down
to a lower level with additional pas-
sages and chambers.

Doors to the northern eyries are
trapped with glyphs that only allow
riders through. There is also a con-
cealed trapped door in the storage
room that leads to a long, narrow
flight of stairs down. The stairs open
onto the base of the bluffs below the
eyries and make a useful entrance for
those who hike in or seek escape and
don’t wish to be followed.

Long ago, this place stood as a tem-
ple to the 4 elements. Still lurking on
the premises, forever just out of sight,
are astral creatures of air, earth, fire,
and water. Those who call their true
names will be greeted by these crea-
tures, ready to act as eager servants.

——<




Chapter 6: Places

NOBLE
MANSION

This stony, modest-sized and well-
appointed 3—story mansion is the
perfect home for a well-to-do couple
and either a half-dozen guests or a
gaggle of servants and children.

The mansion is built from sturdy
granite. It is 65 ft wide and 30 ft
deep with a sloping slate roof, indoor
plumbing, fine stone floors, numer-
ous glass windows and a welcoming
pillared front porch. In summer, cur-
tains flutter at the windows, while in
winter or in times of danger, strong
iron shutters seal the mansion tight.

A set of double doors lead from
the porch into a 10 ft x 15 ft foyer,
which leads further in to a library,
dining room, and parlor. Stairs lead
up from the parlor. The library leads
into a laboratory. And a large oak
table in the dining room seats 10 to
16 for a lavish feast. Off the dining
room is a guest bath to the west and
kitchen to the east. A beautiful set
of high stained glass windows give
the dining-room an elegant feel. The
kitchen has 2 sinks, a large iron oven,
and an indoor well. A chef and maid
are often found working here. Off
the kitchen is the laundry, a service
door to a side yard, and a concealed
door to a winding set of steps down
into the basement.

Six guest bedrooms dominate the
second floor with a sun room at the
west end for reading and music, and
a spacious bathing room and toilet
at the east end, just off the stairs.
Each room is decorated in its own
style suggestive of various ports and
wonders from around the world. The
stairs continue upward.

The third floor starts with a
lounge: one does not simply walk
into a master bedroom! Off of the = AREA: 5 500 square ft ; MARKET PRICE: 110,000 gp
lounge is a nursery, and an iron
\ . guard stands watch. Double doors
[ead into a master suite that is the size I

- — — - - - - — - — - — = — — ~

of smaller homes. Then there is a 10 ENCOUNTER MATRIX

ft x 20 ft walk-in dressing area and a | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
1

fine marble master bath and toilet. A Creature Page Level Count Notes 9

secret door leads to a 5-ft-square area |

e te Lide valuables Alder (paramour) 276% 6 1 Is dining or in parlor, 3rd floor or out in town
Burglars find this mansion more Ashkar 42 4 3 They work in laboratory, possess technicians

secure than it first looks. One alarm Drone 70 3 3 They roam the grounds

spell admits only the owners to the -

3rd floor, while another is activated Ghost 84 6 5 They haunt the stairwell and lab

each night by a command word to Patron (aristocrat) 277* 13 1 In library office, on 3rd floor or out riding

keep out intruders while everyone Townie (deviant) 259% 2 2 Are in 2nd floor rooms, bath, or out in town

sleeps. The foyer is protected by a |

large glyph, and another glyph covers Townie (occult artist) 259% 2 1 In 2nd floor bedroom or painting in parlor

the storage area off of the laboratory. | Warhorse 165 2 6 Are in nearby stables

Finally, 2 roving orbs float about to Warhorse (magebred) 165 6 2 Are in nearby stables or riding for patron

patrol the house and grounds.
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Arcane Kitchen

_AREAZ 7,500 square ft ; MARKET PRICE: 100,000 gp (or 150,000 with genies)
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ENCOUNTER MATRIX k
The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels. |
~+  Creature Page Level Count  Notes
J Alder (mystic) 276% 6 1 Is in ghost room to provide seances |
Changeling (trickster) 51 9 1 Is in smoke room, trying to forget
Demon (skinwalker) 58 9 1 Works as masseuses in spa room |
Genie 83 7 1 Acts as chef in kitchen
| Genie (noble) 83 10 1 Is often reading in treasure room |
| Kitsune 103 5 1 Acts as hospitality at front desk
Townie (aristocrat) 259% 2 16 These guests are dining, in bedrooms or other
| Townie (courtesan) 259% 2 8 These employees escort the aristocrat guest/s |
Townie (gladiator) 259% 6 1 Guards the lodge and screen visitors
(. 4 — L  _F_ S gy 1 %l

PLEASURE
LODGE

Blue Rose is a well-appointed and
costly establishment. It offers many
delights to tease and fulfill one’s
appetites, from sumptuous meals
in the main dining room to seances,
medicinals, private theatrical shows,
and live fights.

The lodge’s facade presents fine
brickwork, beautifully opaque stain-
glass windows with iron shutters, and
a wide set of stairs leading to a set of
elaborately carved iron double doors.

A set of strong half-orcs, goliaths
and dracks screen visitors. Through
double doors is a 10 ft wide, 85-ft
long hallway that offers treats on all
sides including fine dining and more
behind closed doors for any custom-
ers who can pay extra.

The main dining area or “Oak
room” hosts small and large feasts.
A genie chef prepares most of the
meals, allowing the staff to focus
on ambiance and service, including
serenades and special desserts.

Further down the “Hall of Memo-
ries and Delights” is the innkeeper
and a flight of stairs up for those who
wish rooms for the evening, or wish
fine company for their room. One can
also purchase visitor tickets to enter
and enjoy the other chambers.

The “Copper Room” is bedecked
with overstuffed chairs and small
tables where patrons can smoke or
take drinks ordered from a chemist,
who offers all kinds of drugs.

The Silver Room is an occult
library with a large crystal ball domi-
nating a spacious table. Blue Rose
offers seances, fortune-telling, and
clairsentient forays by appointment.
A bank of crystals adorn the south
wall. Touching a crystal activates the
psychic imprints within. Each crys-
tal is keyed to a different mental skill
such as Appraise or Religion with
+10 bonus on such checks.

The Gold Room sports couches
that circle around a 15-ft-diameter
arena where warriors fight bare-
fisted. This room is raucous at night.

The Platinum Room offers age-
reversing treatments by some of the
faction’s most competent, beautiful,
and articulate medicants.

Finally, the magically well-protected
Adamantine Room offers a look-see at
wondrous treasures including a device
that transports people to other realms
of existence. A golem and a defensive
orb protect the room from anyone
who touches an item or lacks Blue
Rose’s uniquely stamped sigil.

|

<




Chapter 6: Places

RAPID
TRANSPORT

This rocket ship moves passengers,
cargo, or a mix, typically for short
journeys less than a day, or 2 days at
most. The ship is 75 ft long, 45 wide,
and 20 ft high. It weighs 50 tons
empty or 100 tons when fully loaded.

The ship’s main feature is a wide
25-ft x 40-ft bay. The bay comfortably
holds 40 persons for up to 3 days, or
80 persons for less than 24 hours, or
40 tons of cargo. Typically, the bay
is filled with removable seats, either
spacious, cramped or a mix of both as
the purpose and price point warrant.
Naturally, the more spacious seats
cost up to 5x as much.

At the ship’s nose is a cockpit with
2 seats for the pilot and navigator. The
controls may be simple mechanical
buttons and levers on older ships, or
may be sophisticated electrotech con-
soles with lights and sounds on newer
ships. Next to the cockpit is a storage
area. In an emergency, up to 5 more
people can fit in the cockpit. A warn-
ing, however. Just inside the door to
the cockpit is a sigil that zaps anyone
who isn’t affiliated with the ship’s
owners, faction or such.

Behind the bay sits a medicant bay
on the left and a storage closet and
toilet on the right. The toilet holds 1
and medicant bay holds 2, typically a
healer and his patient.

The ship relies on 1 engine and
2 fuel tanks. The engine provides a
cruising speed of 45 ft with a maxi-
mum speed of 60 ft, though it stalls
at speeds below 10 ft, so it can glide
but not hover. Starting with 2 full fuel
tanks, the ship has a range of 1,800
miles.

Like all rocket ships, a transport’s
mithral hull provides DR 15, with 90
hp damage needed to open a single
5-ft square breach. The ship’s single
Large nucleonic plant is nestled deep
in its belly. Access for repair is from
the outside, either around underbelly
or from top»side. No engine service is
possible from the inside.

The transport lacks airlocks. All
models have cockpits that seal against
the void. However, for the bay, older
models can withstand void conditions |
for up to 3 days before they lose air
as their seals give way. Only newer |
models enjoy effective seals that can
survive as any void ship would.

The ship’s bay is easily repurposed. |
It can be fit to carry soldiers and their
gear, a weapon, several vehicles, cor- |
respondences, prisoners or war, or

and | fuel

Mucleonic Engine
with Hypertech Drive

tanks

Holds 40 tons cargo, 40 persons in comfort,
or B0 passengers maximum

AREA: 2,500 square ft ; MARKET PRICE: 35,000 gp

even animals bound for a zoo or such. L

ENCOUNTER MATRIX

The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total 1&_:)(]615._

Creature Page Level Count Notes

Alder (sky captain) 276% 6 1 In cockpit

Avatar (Phane) 44 13 1 Stand in main bay or cockpit

Mechanite (warrior) 109 4 5 They are in storage

Snake (iron cobra) 144 10 1 In storage, usually released to track hard prey

Townie (healer) 259% 2 2 They are in the medicant bay

Townie (psychic) 259% 2 5 They stand or sit in the main bay

Townie (stentor) 259% 2 1 In cockpit

Townie (stormtrooper) 259% 2 15 They stand or sit in the main bay

Townie (technician) 259% 2 3 They are in cockpit or main bay
< 200
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Stora
Chamber

North Hall

ST T |

South Hall
A AREA: 7,500 square ft ; MARKET PRICE: 150,000 gp
8¢ Pr=r— — — — — — — — e TET
14 N A ENCOUNTER MATRIX
:‘:] L ?"l " The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
(‘ ~+  Creature Page Level Count  Notes
J Drone 70 3 3 They patrol hallways and entrances
. Elemental (fire) 74 6 1 Is bound to hearth room
. | Gnoll 86 2 5 They guard entrances and patrol the grounds
Mivix (necromancer) 115 6 1 Roams free but answers bell to speak with dead
| Mummy 118 5 5 They relax in crypts
| Mummy (king) 118 9 1 He is in the grand central burial chamber
Orb (Elder, Thulzuur) 125 14 1 Sits in alcove above central king’s coffin
| Sphinx (guardian) 145 14 1 Just outside the 2 entrances to the pyramid
Swarm 151 2 3 They wait in garden near the purifying pools

-_” Iy 1‘ ” -

SKY-FIRE
PYRAMID

This pyramid acts as the resting place
of a king, his family, and entourage. The
main structure is 70 ft on a side and
rises 70 ft into the air. A purification
room, guard room, and priest’s quar-
ters add an additional 3,500 square ft.

There are 2 entrances to the com-
plex, both facing the setting sun to
the west as symbolic of life’s end.
Both entrances are secured with thick,
magical iron doors. The entrance to
the north is safer.

As visitors (or thieves) discover,
the complex is replete with sigils, pit
traps, golems, and other fiery sur-
prises. The dead king enjoys fireworks,
earning him the nickname “Sky Fire”.
Many of the sigils deliver fire damage.

Beyond the entrances are several
halls. The 70-ft long West Hall arrives
at the chambers of a living priest who
tends the pyramid. The 50-ft long
South Hall is set with sigils and a pit
trap. It leads to a guard room, which is
home to a golem and mummies of the
king’s favorite warriors.

The foyer is guarded by 2 golems
and leads into a beautiful garden-like
room with magical daylight, eternal
trees, fragrant flowering bushes, a
swarm of horrid death beetles, and 2
healing pools. Visitors may wash their
bodies here to gain a magical aura that
allows them to pass the sigils.

The Grand Hearth Room is the
only entry to the royal burial cham-
bers. Fools often attempt to pass
through a misnamed “Hall of Heroes”
to get here, which is actually known
to the priests and family as the Death
Trap. The hearth is eternally powered
by a fire elemental.

The royal burial chambers include
several rooms for keepsakes and the
mummies of the king’s children and
first wife. Stairways lead up and down,
or nowhere. Two of the 4 stairway:
magically teleport ignorant intruders -
into iron cages that lie at the back of
the ever-burning hearth. There is also
space for the priest who was locked - ¢
alive in the pyramid when it was
sealed. At death, he transformed into a
living mist of blood to act as a powerful
and vigilant protector.

The ceiling of the king’s burial
chamber rises some 50 ft into the air.
Mirrors direct sunlight from holes in
the pyramid’s apex to grant the king
a reflection of the real world even in
undeath. In a niche high above the
king’s coffin sits a defensive orb that
the king can talk with to entertain him
or command to fight intruders.




STRATEGIC
BUNKER

This snug outpost is strategically built
atop a high mesa to overlook adjacent
mountain passes. Its walls are built
with magically-reinforced granite,
with no windows except slits along
its 3 widely-placed towers.

Three defensive spheres guard
the outpost, each visible from 1 of 3
towers to the north-east, west, and
south. Archers can fire arrows from
the towers or control the defensive
spheres to aim and fire. Ideally, spell-
casters and grenadiers can also lob
fireballs. The spheres also respond
with an alarm to intrusion into the
outpost from outside or above and
shoot sizzling lightning bolts to ward
away attacks.

There is 1 iron door at an entrance
on the north side. It is lined with
several highly-realistic statues and is
protected with a nasty trap. Any who
pass the door without speaking the
password turn to stone! The entrance
evolves into a winding passage that
terminates in a single well-guarded
door. The entire outpost hosts zigzag-
ging passages, protective sigils, and
barred iron doors to stymie intruders.

The outpost hosts up to 12 men
for a 6-month stay. There are 5 bed-
rooms, 3 of which double as observa-
tion posts and workrooms. There is
also a storage room, mess, wash with
a well, and a commons for mock
combat, gambling, meals, and other
distractions.

A flight of stairs descends to a cave
complex below the outpost. The
stairs feed into a short unworked
corridor, a 30-ft-diameter cavern,
and a half-dozen tunnels that branch
to hot springs and torture cells.

Ideally, a golem stands guard near
the entrance and friendly creatures  AREA: 2,625 square ft ; MARKET PRICE: 50,000 gp
such as wolves and frost drakes hin-

\ — der intruders. The hot springs are

home to large fungi that shriek when F 2777 [/>“] _ 1.1 = —~_.=~. ©®rv
they sense new vibrations. ENCOUNTER MATRIX
The slopes around the outpost drop | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
i
some 30 ft at a rough angle. Safely tra- Creature Page Level Count Notes e

versing them requires an Athletics or
Acrobatics check. Ice and snow may

Dragon 66 12 1 Nests in big cave 500 ft away

further hamper anyone who might Drake 69 6 4 They nest in caves just beneath the bunker
Elimb up )(to attack) or climb down | Drone 70 3 4 They patrol grounds around bunker
to escape).
About 1,000 ft away to the east is a 1 Stands guard near entrance

| Golem (guard) 91 15

sheer cliff that drops some 3,000 ft to Heirian (sorcerer) 96 13 1 In the west lookout or with dragon

2 mou.ntaln pass below. . Townie (dracolyte) 259% 2 4 They are in the south lookout or with drakes
Typically, outpost regulars ride |

aerial mounts like drakes and utilize Townie (skyrider) 259% 2 4 They are in rooms, commons or with drakes

teleportation or dirigibles to access the | Townie (sniper) 259% Y] B They are in rooms, commons or mess

outpost. It is ideally reached by char- Townie (warmage) 259% 2 1 Studies in north quarter

acters who can naturally fly. L




r;. ENCOUNTER MATRIX k
The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels. |

Creature Page Level Count  Notes
Alder (mountebank) 276% 6 1 Presides from his office |
Gremlin 92 1 7 They live in the walls and in the attic
Orb (Elder, Lilith) 125 14 1 Perches permanently over the arena |
Rat 132 1 5 They scurry everywhere
Rakshasa 131 8 1 Whiles away hours in the master suite |
Scorpian 139 1 4 They are chained in a nook off of the arena |
Townie (ninja) 259% 2 11 They are in bedrooms, the arena or the lookout
Townie (sneak) 259% 2 11 They are in the arena or lookout, live next-door |
Townie (spell thief) 259% 2 6 They are in the arena or lookout, live next-door
— — L  _F_ S gy 1 %l

THIEVES
HIDEOUT

This extensive three-story complex is
70 ft wide x 100 ft long. It might sit
snugly in a dense urban environment
or stand on its own as a small self-
contained fortress.

The hideout is well-suited to a band
of 10 to 12 folks, be they thieves, war-
riors, wizards, heretic priests or what
not. The hideout has changed hands
many times over the decades, starting
from a simple 2-story warehouse to
the nearly-windowless, trap-ridden
miniature fortress that it is today. Sev-
eral magical enhancements make it
even more interesting.

The main foyer is 10 ft wide x 20
ft deep. A narrow observation room
overlooks it. Archers or spellcasters
may wait here to question or assault
intruders. A single door leads up a
staircase to the second floor, while
an unblocked opening leads into a
short, twisting maze. Visitors must
make 6 sharp turns to exit the maze.
In the event of a fight, defenders await
intruders at each turn. Beyond the
maze is a door into a 10 ft x 30 ft office,
a door to a 10-ft-square armory, and a
wide flight of stairs leading down.

A long hall dominates the upper
level. Off the hallway sit 5 small bed-
rooms, a kitchen, a toilet, an obser-
vation deck, and a storage area. The
bedrooms have bunk beds, chests, and
narrow windows. A door, a brief flight
of stairs, and a short zigzag passage
into the storage area hinder intrud-
ers. The kitchen lies in the south east
corner and includes a fireplace, sink,
and workspace. A stout iron door sits
halfway down the hall.

A huge 40 ft x 60 ft open area
dominates the lower level. The ceil-
ing rises up 3 stories. The boundaries
of a combat arena mark the floor, and
a well, storage crates, and bookcases
round out the area. T

Twenty paces up on the north wall -
of the lower level sits a magic sphere
in an alcove. The sphere is used to
conjure creatures into the arena or
zap arena opponents, as needed.
Some say there sphere is sentient.

Unknown to most visitors, the
whole southwest wing of the hide-
out is dominated by a set of 4 rooms
that act as the private bedchamber,
study, bath, and observation deck for
the hideout’s leader and her closest
hireling. The room offers fine rugs, a
handsome bed and chest, and magic
items. The room is accessed (o
exited) magically via a narrow chim-
ney chute from the roof.

——




Chapter 6: Places

URBAN
TOWER

This magnificent city building reaches
12 stories high. It is built with glass,
metal, and magically shaped and rein-
forced stone. It is a monument to
urban design and a den of odd trades
and vile machinations.

On the first floor, visitors are
screened as they enter the foyer. A
golem or troop of guards are stationed
around the lobby. Security is tight
because the tower hosts numerous
successful businesses and important
clients including a bank for the city’s
wealthiest citizens.

The tower’s great innovation is
a spacious 10 ft x 10 ft elevator that
whisks people from the basement (or
second, secret basement) all the way
up past the penthouse to the rooftop
(sometimes referred to as the 13th
floor). The rooftop was originally
designed to accept griffon or drake
riders. Instead, dirigibles now anchor
and devour or disgorge travelers.

The tower alights at night with a
notable arcane sigil projected into the
clouds. While the tower’s mysterious
owners claim the light acts as a signal
to sky travelers, gossips believe the
light has a magical meaning and effect.
A radio tower stands on the roof too
but appears to broadcast only odd,
inhuman signals.

The bank occupies half the st floor.
It is a lovely space with plush chairs,
a high ceiling, murals, fine teller win-
dows, and potted plants. The bank’s
“small vault” is accessible by magic,
while its larger vault is a secret chest
hidden in the Astral Realm.

Each floor above the 1st hosts 8
to 10 offices or small apartments,
depending on the layout. Fine spa-
cious windows grant a stunning sky—
line view. Some offices have adjoining AREA: 3,500 square ft / level ; MARKET PRICE: 35,000 gp / level
apartments so that a person might
live and work in close proximity,

fitting the philosophy of the origima © ~— ~ ~— ~~— ~— _~— ~— — °~— — — — T/ T/
e PR & ENCOUNTER MATRIX

On each floor, a stout ergo stands | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total 16_)[1615._
guard and ready to help. Doors are Creature Page Level Count Notes
agically protected such that only | Alder (courtesan) 276% 6 1 Lives and works in rooms adjoining office #606
the owners and lessee can enter. In
fact, there are no key holes! Doors do Alder (barrister) 276% 6 1 Manages the bank from office #105
open from the inside, however, and a Alder (psiscope) 276* 6 1 Visits office #607 when doing “special” jobs
stairwell traverses the tower’s entire N o 4
height. Some visitors gossip that cer- | Alder (psy. surgeon) 276 6 1 Sees patients in office #605
tain doors acts as dimensional links to Brain eater 48 7 1 When not possessing, hides in office #604
other levels. or even an 0dd jungle-like Ergo 78 2 3 There are 2 on Ist floor and 1 on each upper floor
realm of existence. |

Besides a bevy of barristers, the lithrix 100 8 3 They meet in vacant offices and in basement
tower is home to peculiar denizens, Misanthrope 114 5 5 They plot in office #602
lnclud}ng fzourtesans, p S,yCth surgeons, Townie (barrister) 259% 2 7 They staff the bank, meet and evaluate clients
and scientists of odd stripes. L
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ENCOUNTER MATRIX k
The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels. |
{ ~+ Creature Page Level Count  Notes
- J Ghost 84 6 1 Haunts secret burial vault |
- }I Orb (Nefriti) 125 6 1 Presides over chapel
d Rat 132 1 1 Nests in storage area |
Shadow 140 5 1 Lurks wherever their is darkness
| Skeleton (warrior) 143 4 6 They defend the entry and chapel |
| Townie (kindred) 259% 2 3 They use the chapel or visit vampires in vestry |
Vampire (spawn) 158 4 8 They sleep in crypts
| Vampire 158 8 1 Sleeps in crypts and visit chapel |
Vampire (lesser lord) 160 12 1 Sleeps in crypts and visit chapel
= e 2 _— L _ _F s Wm0 1%l

VAMPIRE
CRYPT

Underground crypts are ideal homes
for the undead as well as cultists,
thieves, and others who wish to
remain out of sight as they engage in
questionable practices. This crypt is
home to a nest of 12 vampires.

The only entrance to this chilly
complex is down a twisting flight of
stairs in the southeast corner.

A strong iron door blocks entry
to a 15 ft x 25 ft foyer. The foyer
includes a table filled with candles
and jars where visitors make offerings
to the dead. Two statues of winged
horses stand ready to ferry spirits of
the dead to the afterlife. The statues
animate and attack intruders who fail
to speak the password. An inlaid dia-
gram grants faithful visitors a protec-
tive veil before they walk amongst the
undead. Conversely, the diagram dis-
guises the crypt’s vampires when they
go out for an evening in the world
above.

Stairs on the foyer’s north wall
lead into a 50-ft processional with a
locked chamber at the end, a single
door leading to a burial vault, and
double doors leading into a main cha-

el.
% The storage chamber contains the
vampires’ daily gear and is home to
a nasty giant rat that is a pet of the
crypt’s vampire princess.

There are 3 burial vaults on the
cast side of the complex. The “com-
mon vault” is plain to enter through
a solid oak door. The other 2 vaults
are secret. They were reserved for
wealthy patrons. Adjacent secret
chambers hold worldly goods. In all
three, the coffins’ remains animate
to attack thieves who dare to disturb
their rest.

The main chapel is approximately
35 ft by 35 ft and has a huge alter or
statue overlooking rows of pews. :

Skeletons stand in alcoves. Any
who pass without making the proper
signal animate the skeletal guards,
who attack the intruders. B

Side rooms off the chapel lead to
the vampires’ crypts and a vestry
where sacrifices are prepared before
being ritually bled. The vampire prin-
cess resides in the north west crypt
with the coffins of her most faithful
and beautiful allies sleeping beside her.

A 10-ft x 30-ft bedroom lies past 3
rows of crypts and up a flight of stairs.
The room has a loft that overlooks the
entrance in the foyer. Slits allow eas
spying and targeting of intruders by
the crypt’s cultists.

|
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WEREWOLF
DEN

Dense, fetid swampland surrounds X
the ruins of this fallen icon of civili- "2 W
zation. The building may have been a A

monastery, mansion, church or acad-
emy. Now, water and vines choke the

remains.

A pack of werewolves shelter here. +
Around full moons, the den is thick
with the smell, yelps, and jabber of .

these beasts who gather from the local
towns. The rest of the month, the
ruins echo only with swamp noises.

The swamp varies in depth from a
few inches to shoulder height. Due to
dense mats of vegetation and unstable
stonework, it is hard to find a path.
The unlucky fall into quicksand or are
assaulted by the swamp’s nastier deni-
zens, including giant spiders, stirges,
vynes, will-o’-wisps, and an otyugh (
that hunts around the ruins but is too 4
timid to enter. Grubs are actually the ﬁ
most dangerous denizens since they
are hard to spot and quickly kill.

An orb to the southwest sits on
duty, though it no longer works.

A half-rusted iron door greets
visitors. A brief flight of stairs leads
upward into a 20 ft x 30 ft grand foyer.

The whole building has a 30-ft high
ceiling though must of the roof has
fallen or rotted away. The smudged
remains of mosaics imply the build-
ing has lost purpose and wealth. Three .
sets of double doors (little more than I
remains) lead west, east and north. 7

The west 20-ft-square chamber |
was once a shrine, dedicated to a now-
forgotten god. Restoring the shrine i ¢
might endear visitors to the deity. The .\ME"WE Orb
werewolves sleep here since it is dry
and free of vermin. |

The east 20-ft-square chamber was
a kitchen. All that remains is a broken
ﬁreplface ‘and stmlgng water well cov- AREA: 3,500 square ft ; MARKET PRICE: 17,500 gp (or 50,000 gp if restored)
ered in vines and insects. A small bro-
y ~ ken door leads north.

A northern 30-ft-square chamber C 2777777 SN~ _ 1.1 = S .=_ ~— Wy —
was once a great hall. Broken pillars, ENCOUNTER MATRIX
ﬂoating silverware. fallen alcoves. and | The matrix includes 100 levels of creatures. You may stagger encounters to match PCs’ total levels.
bl b |‘-
mysterious murals of vileness and Creature Page Level Gount - Notes o]

valor suggest the chamber was a com- |

memorative feast hall. Apparently, an Alder (swamp rat) 276% 6 1 Shacks up by the eternal well and fears nothing
important event occurred on these Fungus (violet) 80 5 4 These dot the marsh around the ruins
gro]llmﬁs’ Wh}fn it was still a hill rising | Grub 94 1 8 These are everywhere, so tread carefully
well-above the swamp.

Soros side Chamble)rs are home to | Spider 146 4 5 They nest within holes in ground around ruins
muck-dwellers. The secret passage to Stirge 150 1 8 They roost in trees and ceiling beams of ruins
the west is reachable only by water. Vyne 163 4 3 They grow just to the east, south, and west
The werewolves retreat to these spots |
if outnumbered. ‘Werebeast 167 4 7 They lurk in ruins except by eternal well

The north-most chamber was a | Werebeast (lord) 167 8 1 Presides over the ruins and sleeps in shrine
library. It is in good condition. Some Will-o’-wisp (assassin) 169 8 1 Leads hapless strangers to the premises

magically-fortified books are usable.
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GM Cheat Sheets

TABLE 4-2: CHARACTER PROGRESSION

Attri-
Abilities Theme  bute
Level XP Vitality Gained Awards Boost
0 -2 1 Standard racial traits Minor
1 0 5 2 racial, 3 core
2 5 10 4 basic Minor
3 20 15 4 basic, 1 racial
4 40 20 2 basic, 1 intermediate ~ Minor
5 70 25 2 intermediate +1/+1
6 100 30 1 basic, 1 intermediate ~ Major
7 150 35 2 intermediate, 1 racial
8 200 40 2 intermediate Minor
9 250 45 1 advanced Sl +1
10 300 50 1 basic, 1 intermediate Major
11 375 55 1 advanced
12 450 60 1 advanced Minor
13 550 65 1 racial +1/+1
14 650 70 1 paragon Minor
15 750 75 1 advanced
16 850 80 1 basic Major
17 950 85 1 basic, 1 advanced -1 /5181
18 1100 90 1 intermediate, 1 racial ~ Major
19 1250 95 1 basic

20 1500 100 1 act of legend* Minor

* Each day the character may select a different paragon tier ability.

Or110N: MAYBE YOu CAnN!
A PC can try to use class abilities that have a vitality cost or an instan-
taneous effect. The chance of success depends on the time spent and
the ability’s tier relative to the highest tier the PC can already access.

Tier Try For 1 Round Try For 1 Minute
Below your highest tier 1 in 6 chance 1 in 4 chance
Same as highest tier 1in 10 1in 8
Above your highest tier 1in 20 1in 12

Succeed or fail, the PC expends the ability’s vitality cost, or 1 vitality.
The PC may try a particular ability only once per level and can use
this rule up to 1/day per point of Wisdom bonus (minimum 1).

AWARDING EXPERIENCE POINTS

1. DEFEAT FOES: For each level of creature you banish, slay or
otherwise permanently overcome, a PC gains 1 XP.

2. SURVIVE A TRAP/HAZARD: Every trap or hazard has a
level. PCs gain 1 XP for each level of trap or hazard that they survive.

3. TRAIN INTENSELY: Award 1 XP for each 1 month of
intense training and home study. No adventuring allowed. A PC can
train for 3 consecutive months before needing a 1 month break, and
he can benefit from up to 20 months total during your life time.

4. ACHIEVE A PERSONAL GOAL: If a PC achieves even a
single major success that is personal (rather than for the party as a
whole), award 1 XP for each of the PC’s levels.

5. PLAY IN CHARACTER: If the player acted in a creative way
that altered the course of events, and/or made a meaningful choice
against better judgment but congruent with the PC’s personality, then
award 1 XP for each of the PC’s levels.

[

< 208

TABLE 12-2: REACTIONS

Reaction Means a character... Possible Actions
Helpful Will take risks to help you. Protect, backup, heal, aid
Friendly Wishes you well. Chat, advise, offer limited

help, advocate for you

Indifferent Doesn’t much care. Expected interaction.

Unfriendly Wishes you ill. Mislead, %ossip, avoid, watch

suspiciously, insult

Hostile Willtakeriskstohurtyou. Attack,interfere,berate,flee

TaBLE 12-3: IMPROVING REACTIONS

Starting Bluff or Diplomacy DC Result When Fail
Reaction to Improve One Step* by 10 or More
Helpful — Become friendly
Friendly DC 20 Become indifferent
Indifferent DC 15 to make friendly Become unfriendly
Unfriendly DC 15 to make indifferent Become hostile
Hostile DC 20 to make unfriendly —

* Adjust the DC by +5 if the parties had a past violent encounter.
Adjust the DC by -5 if both parties have the same alignment. Adjust
by +5 if a party does not understand the other’s language or +10 if
neither party understands the other. Also, apply Comeliness modi-
fier for person-to-person d20 checks.

**When a check fails by 10+ then the attempt has tHE OPPOSITE
EFFECT AND DEGRADES THE REACTION BY 1 STEP.

Object Bright Shadowy Duration
Camdlle " n/a 5 ft 1 hour
Everburning torch 20 ft 40 ft Permanent
Lamp (common) 15 ft 30 ft 6 hours/pint
Lantern (bullseye) 2 60-ft cone 120-ft cone 6 hours/pint
Lantern (hooded) 30 ft 60 ft 6 hours/pint
Sunrod 30 ft 60 ft 6 hours
Torch 20 ft 40 ft 1 hour

1 A candle only provides shadowy illumination.
2 A bullseye lantern illuminates a cone, not a radius.

TABLE 12-5: MAGICAL LIGHT SOURCES AND ILLUMINATION

Spell Bright Shadowy Duration
Continual Flame 15 ft 30 ft Permanent
Daylight 60 ft 120 ft At will
Halo 15 ft 30 ft At will
Mlusionist (torches) 5 ft 15 ft At will
Light 15 ft 30 ft At will

TABLE 12-12:TAcTticAL SPEED IN NATURAL TERRAIN
Typical Impediments

Speed Plantlife Solid Obstacles  Water Level  Incline
Normal  Barren None On land None
% normal Sparse Some stones Wading 30°

Y» normal Moderate Rocks and stones Swim at surface 60 °

Y4 normal Lush Dense jagged rocks  Underwater 90°

5 ft Impassible ~ Walls of stone Deep diving 120 °

-_””r.
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TABLE 12-13: HARMING OBJECTS

Object DR Hit Points*  Athletics DC**
Wooden door (simple) 5 10 13
Wooden door (good) 5 15 18
Wood door (strong) 5 20 23
Rope bonds (1 inch diam.) 0 2 23
Rope (rend 4 inch diam.) 2 5 26
Iron bars (bend them) 10 30 24
Iron bars (break them) 10 30 35
Barred wooden door 6 15 25
Chain (burst it) 10 5 26
Iron door (2 inch thick) 10 60 28
Metal machine (large) 10 100 36
Metal machine (medium) 10 50 31
Metal machine (small) 10 10 26
Small chest 5 10 17
Treasure chest 5 15 23
Masonry wall (1 ft. thick) 8 90 35
Hewn stone (3 ft. thick) 8 540 50
Manacles 10 10 26
Masterwork manacles 10 10 28

* Dealing half the listed hit points disables but doesn’t destroy a device.

*% Increase the DC

TABLE 12-14: MATERIAL QUALITIES
by +5 if the item is

protecte d by basic Substance DR Hit Points
magic, or by +10, Paper or cloth 0 2
+15 or +20for inter- Rope 0 )
mediate, advanced,
or paragon magic, Glass 1 1
respectively. If mul- Reinforced glass 2 2
tiple abﬂities apply, lee 0 3
use the highest one.
Leather or hide 2 5
Use Table 12-14 Wood 5 10
to approximate an
St 8 15
object’s  hardness e
and hit points. The Iron or Steel 10 30
hit points breach a Mithral 15 30
1- -ft that
Square T area tha Adamantine 20 40

is 1 in thick.

CLMATE & WEATHER

CLIMATE: Set an temperature appropriate to the time of year.
In temperate climes, winter is cold, spring and fall are mild, and
summer is hot. Tropical climes are mild in winter and hot all other
seasons, while arctic climes are mild in summer and cold all other
seasons. Each day, roll 2d10 and consultTable 12-15: Temperature to
learn that day’s temperature.

EXTREME TEMPERATURES: Outside of mild temperatures,
PCs without Endure Elements must attempt a DC 15 Survival check.
Failure means 1d6 vitality damage (bypasses DR) or 1 wound damage
if the PC has 0 vitality. Apply a -5 penalty if the PC is inappropri-
ately dressed: either over-dressed (Medium or heavier armor or thick
clothing) in hot or hotter temperatures, or under-dressed (light or no
armor, or no thick clothing) in cold or cooler temperatures.

WEATHER: Every 2d4 hours, roll d20 and consult Table 12-16:
Weather. Also, every hour, characters must pass a Survival check to
avoid getting lost. Use the best result for the whole party.

L

TABLE 12-15:TEMPERATURE

&
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Climate

Weather Survival  (roll 2d10 each day)
Temp (°F) Grade Check Cold  Mild _—
Above 150 Deadly heat 1/rnd 2 2 2
130 to 150 Extreme heat 1/min 3 3 3-4
110 to 130 Broiling 1/10 min 4 4 5-8
80 to 110 Hot 1/hr 5-6 5-8 9-12
40 to 80 Mild — 7-9 8-14 13-15
10 to 40 Cold 1/hr 10-13  15-17 16-17
-20to 10 Frigid 1/10 min  14-17 18 18
-20 to -50 Extreme cold 1/min 18-19 19 19
Below -50 Deadly cold 1/rnd 20 20 20

TABLE 12-16: WEATHER
Grade

d20

Lost? Effects (every 2d4 hours)

1-13
14-15

16-17

18-29

20

Calm

Abnormal

Precipitation

Storm

Powerful
storm

Partially cloudy, wind 0 to 10 mph
DC5

Heat wave, cold snap, mist or dust, or
wind gusts

DC  Drizzle, snow flurry or light fo

10 (-5 Perception, -2 on all other skill
checks, enjoy partial concealment,
and pass DC 10 Reflex each round in
combat or be knocked prone)

DC
115

Moderate precipitation, winds 20-50
mph, and possibly thunder and/or
lightnin

(-10 Perception, -5 on all other skill
checks, enjoy full concealment, move
at 2 speed, pass DC 15 Reflex each
round in combat or be knocked prone)

DC

Heavy precipitation, winds 50+ mph,
20

plus possibly flooding and/or tornado
(-20 Perception, -10 on all other skill
checks, full concealment, % speed,

ass DC 20 Reflex each round or be
ocked prone)
TABLE 12-17: CommoON CALENDAR
Day of Week Hours Example

No Sign Year ofYear Season Light Holidays

1 Portal 1-28 1-4  Mid-winter 9 New Years

2 Spider 29-56 5-8 Late winter 10 Weaving
Week

3 Tree 57-84 9-12  Early spring 11 First Planting

4 Angel ~ 85-112  13-16  Mid-spring 12 Alms and 3
Vows

5 Knight 113-140 17-20 [Latespring 13 Battle Call

6 Crown 141-168 21-24  Early summer 14 Ruler’s
Birthday

7 Lute 169-196 25-28  Mid-summer 15 Merriment

8 Dragon 197-224  29-32  High summer 15 Founding Day

9 Fiend 225-252 33-36 Late summer 14 First Harvest

10 Ghoul 253-280 37-40 Earlyfall 13 Night of the
Dead

11 Genie  281-308 41-44 Mid-fall 12 Harvest
Festival

12 Magi  309-336 45-48 Latefall 11 Three Magi

13 Wolf  337-364 49-52  Early winter 10 Day of Silence




TOWNIE (LVL 2)
Townies have the following statistics.
TYPE Person
SIZE Medium or Small (as a person of its race)

ALIGNMENT Usually any lawful, or neutral good.

LORE CHECK History DC 14

BYPASS Bluff, Diplomacy or Intimidate DC 24 (or DC 19 if

offered a bribe of 1 gp).

SENSES Normal for patron’s race

PERCEPTION +1 ; STEALTH +0
LANGUAGES Common plus any racial languages.
INITIATIVE +0

SPEED 30 ft (or by race)

ATTACK d20+3

WEAPONS Club (1d6), dagger (1d4, 10 ft) or longsword (1d8)
DAMAGE +0

ARMOR None or studded leather ; DR 0 (or 3 in studded leather)
WOUNDS 8

VITALITY 11

FORTITUDE 13, REFLEX 13, WILL 13

STR 11, CON 12, DEX 10, INT 10, WIS 12, CHA 11
(* A townie has a 15 for the attribute linked to his profession.)
PRIME As indicated in parentheses with profession.

SKILLS See profession description.
SPECIAL A townie has the standard abilities of his race.

FP 1 ; DEITY Any (often Solari, Mithrais or Esmariah)

MULTICLASSING None

TREASURE Mundane items worth 50 gp in the townie’s home
and workplace.

TABLE 8-4: CHARACTER UPKEEP

Livin, Weekly Monthly Example

Standard Cost Cost Lifestyle

Self- 5sp 2 gp Hunt and take shelter in the wild.

Sufficient

Meager 12 sp 5gp Scavenge and live in poor houses.

Poor 3gp 12 gp  Use basic travelers accommodations.

Common 12 gp 48 gp  Share quarters in inns with tavern
meals.

Good 25 gp 100 gp  Keep private quarters with fine food
and clothing,

Extravagant 50 gp 200 gp  Enjoy luxury lodging with fine din-
ing, stylish clothing, and personal
assistants.

Royal 100 gp 400 gp Fulfill unique tastes and fantasy
projects with personal servants.

Gp Limits

Settlement Mundane Magic
Type Population GP Limit Item* Item®
Outpost 1-25 50 gp 75% 10%
Small town 26-250 250 gp 90% 25%
Town 251-2,500 1,000 gp 95% 50%
Large town 2,501-25,000 5,000 gp 99% 75%
City 25,001-250,000 25,000 gp 100% 90%
Metropolis 250,001+ No limit 100% 99%

* Indicates percent chance to find a particular item of that kind.

HIRELINGS: 2 gp daily, or 5 gp daily if professions denoted with
a * symbol. Multiply 5x for dangerous work. Add resources used.

TasBLE 13-5: URBAN ACTIVITY

Time/Place

Check for an event every..

Busiest hours in crowded areas
Less busy times and places

Quiet and sparsely populated areas

TABLE 13-6: URBAN EVENTS**

1d6 rounds
1d6 minutes

10-60 minutes

4d8 4d8
Result Event Result Event
4 Murder* 19 Gossip
5 Parade or festival 20 Religious ministration
6 Wedding 21 Con and/ or gambling
vl Search for lost animal 22 Sale/auction
8 Spying/suspicious 23 Abuse of people or
loitering animals
9 Crime investigation 24 News (crier or paper)
10 Street performance 25 Fleeing suspect
11 Loud party 26 Theft/kidnapping
12 Apﬁearance of noble 27 Funeral. or funeral
or hero procession
13 Brawl 28 Electioneering
14 Accident 29 Fire*
15 Competition (archery, 30 Flooding*
ring tosses, etc)
16 Animal on the loose 31 Supernatural event*
17 Rowdy youth 32 Monstrous attack*

18 Solicitation or
invitation

* Soldiers or other official persons will arrive in 1d6 minutes.
** Apply 25% chance that PCs are drawn into the event as it occurs.

NPC OBJECTIVES
di12

Townie comes to PCs and..
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12 Wants to join the adventure and be a hero too.

CULTURAL STRIVINGS

Begs for money, food, drink or healing,
Is afraid, hurt or in need of protection.
Is assigned to infiltrate the party, or views the PCs as chumps.

Is looking for fame, love or a good time.

Is playing a secret game, or using the PCs to harm a rival.
Bargains to disclose the location of a secret treasure or passage.
Needs help to clear his name, regain lost funds, or solve a crime.
Needs help to stop a crime or a prophesied event.

Seeks investors for a business venture.
Seeks to wreck vengeance on the PCs to avenge a past wrong.

Wants to hear a fantastical tale, which he’ll record and sell.

oy S
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Culture Focuses on... Skill Boost
Primal Tribal Survival Survival +5
Medieval Feudal Salvation Religion +5
Enterprising Colonial ~ Progress Mechanics +5
Decadent Imperial Pleasure Literacy +5
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Creatures are presented by type and page.
Some creatures appear in multiple locations.
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Open Game License Version 1.0a
The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2,000 Wizards of the Coast, Inc (“Wiz-
ards”). All Rights Reserved.

1. DEFINITIONS: (a)”Contributors” means the copy-
right and/or trademark owners who have contributed
Open Game Content; (b)”Derivative Material” means copy-
righted material including derivative works and translations
(including into other computer languages), potation, modi-
fication, correction, addition, extension, upgrade, improve-
ment, compilation, abridgment or other form in which an
existing work may be recast, transformed or adapted;®
“Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute;
(d)’Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines
to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content
by the Contributor, and means any work covered by this
License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic ele-
ments, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, like-
nesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f)
“Trademark” means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identity itself or
its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used”
or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. THE LICENSE: This License applies to any Open
Game Content that contains a notice indicating that the
Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3. OFFER AND ACCEPTANCE: By Using the Open
Game Content You indicate Your acceptance of the terms of
this License.

4. GRANT AND CONSIDERATION: In consid-
eration for agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free, non-exclu-
sive license with the exact terms of this License to Use, the
Open Game Content.

5. REPRESENTATION OF AUTHORITY TO CON-
TRIBUTE: IfYou are contributing original material as Open

— o
- -

Game Content, You represent that Your Contributions are
Your original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6. NOTICE OF LICENSE COPYRIGHT: You must
update the COPYRIGHT NOTICE portion of this License
to include the exact text of the COPYRIGHT NOTICE of
any Open Game ContentYou are copying, modifying or dis-
tributing, and You must add the title, the copyright date, and
the copyright holder’s name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

7. USE OF PRODUCT IDENTITY:You agree not to
Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, inde-
pendant Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or
co-adaptability with any Trademark or Registered Trade-
mark in conjunction with a work containing Open Game
Content except as expressly licensed in another, indepen-
dant Agreement with the owner of such Trademark or Reg-
istered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the own-
ership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. IDENTIFICATION: If you distribute Open Game
Content You must clearly indicate which portions of the
work that you are distributing are Open Game Content.

9. UPDATING THE LICENSE: Wizards or its desig- ==
nated Agents may publish updated versions of this License. 4
You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally
distributed under any version of this License. )

10 COPY OF THIS LICENSE: You MUST include a
copy of this License with every copy of the Open Game
Content You Distribute.

11. USE OF CONTRIBUTOR CREDITS: You may
not market or advertise the Open Game Content using the
name of any Contributor unless You have written permis-
sion from the Contributor to do so.

12. INABILITY TO COMPLY: If it is impossible for
You to comply with any of the terms of this License with
respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so affected.

13. TERMINATION: This License will terminate
automatically if You fail to comply with all terms herein and
fail to cure such breach within 30 days of becoming aware
of the breach. All sublicenses shall survive the termination
of this License.

14. REFORMATION: If any provision of this License is
held to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE: Open Game License v
1.0 Copyright 2,000, Wizards of the Coast, Inc.; Author
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, based on original material by E. Gary Gygax and
Dave Arneson.

This book contains material from the d20 System Refer-
ence Document found at www.d20srd.org/ and RADIANCE 2,
PraYErs GuIDE found at www.radiancerpg.com. !

All written content herein is considered open game content.
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Maps. monsters, stories, traps, artifacts. and more!

This 212-page supplement for Radiance RPG offers a wealth of
resources for running your own fantasy adventures in the worlds of
Burroughs. Lovecraft, Tesla, Verne, and the like.

Hone the art and science of game mastering in a fantasy
. gilded age of electrotech.
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Inside. you will discover:

* Story ideas, campaign concepts, narrative roles, and
alternate approaches to running games.
130+ creatures, including void-faring beings.
Dozens of templates to quickly customize monsters.
Lethal traps. odd hazards, and eldritch artifacts.
24 detailed maps with encounter tables.
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- ‘%ﬁ Radiance RPG blends the best of editions of the world’s P -4 B

l\-..‘_\ most popular role-playing game. It lets you focus on a
& J_} fantasia of the late-19th century. Yet it is meaty and flexible

e 4 ) to support any campaign setting you may imagine.
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This supplement requires the Radiance Players Guide,
. available for free at www.RadianceRPG.com
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